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A poacher's widow sat sighing

On the side of the white chalk bank,

Where under the gloomy fir-woods

One spot in the ley throve rank.

She thought of the dark plantation,

And the hares, and her husband's blood,

And the voice of her indignation

Rose up to the throne of her God.

'I am long past wailing and whining-

I have wept too much in my life:

I've had twenty years of pining

As an English labourer's wife.

'There's blood on your new foreign shrubs, squire,

There's blood on your pointer's cold feet;

There's blood on the game you sell, squire,

And there's blood on the game you eat.

‘So I’ll take up my poor husband’s bow, Squire

Fletch arrows of ashwood and yew



I’ll ‘scape to the Brinkwood this evening

And there will I join with the few

‘And I will not put down my labors

I’ll take forest leaves for my bed

Until this arrow pierces your cold heart, Squire

And you in your coffin lie dead

‘So to kennels and liveried varlets

Where you starved your own daughter of bread

And worn out with liquor and harlots

See your heirs at your feet lying dead

‘When you follow them into your coffin

And your soul rots asleep in the grave

Then Squire, you will not be forgiven

By the free men you took as your slaves

-Excerpted and adapted from “The Bad Squire,” by Charles Kingsley
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Introduction

Basic Premise
The world is not as it should be. The rich feed—literally—upon
the poor, as blood-sucking vampires who barely bother to conceal
their horrific, parasitic nature. The downtrodden people of the
world struggle under the burdens of rent, payable through the
sweat of their toil or the blood of their veins. Evil has triumphed.
Many have given in to despair. But all is not lost.

In Brinkwood, you take on the role of brigands: renegades,
thieves, and rebels struggling for freedom and liberation in a
castylpunk world controlled by vampires. Radicalized by tragedy,
you have taken up arms and fled into the forests, where you were
taken in by unlikely allies—the fae, forgotten creatures of myth
—who offered a different path and the means to fight back
against your oppressors.

Masks, forged of old wood and older magic, are the final tool left
to fight a war long ago lost. If you wear them, they will take their
price, etching themselves upon your very soul. But they will also
let you spill the blood of the rich and powerful vampires that now
rule the land, and from that blood you strengthen yourself and
your movement.

Drink the rich, before they drink you.

Castylpunk
Castylpunk is an aesthetic genre that blends elements of gothic
horror, medievalism, anachronism, victorianism, gas-punk and



fantasy. Castylpunk worlds are usually medieval in setting, but
aren’t concerned with historical details so much as aesthetics.
You might find factories, gearworks, victorian fashion, and other
out-of-place setting details, set against a backdrop of gloomy
castles, old decaying cities, and vaulted gothic architecture. This
is a world where you’ll find faeries and other supernatural
creatures, but they’ve been driven to the fringes, back into the
darkest parts of the forest where few dare tread. The notable
exception in this case, of course, being vampires.

The “punk” in Castylpunk implies a punk aesthetic and intention
brought to bear on the setting. You aren’t here to admire the
scenery, brood in secret castles, or soliloquize on your moral
complexity while you drink the blood of virgins from a crystal
chalice; you are here to fuck shit up. This isn’t a game about
having sympathy for blood-drinkers and oppressors; it’s about
staking them through the goddamn heart. Be reckless. Be active.
Stay mad. Stay punk.

What is this Game About?

● Coming together, finding unlikely allies, understanding
cultures and people that might at first seem alien to you.

● Organizing people. Recruiting in secret. Staging a
full-fledged rebellion against the oppressors that drain
people, both literally and figuratively, of everything they
have.

● Blowing stuff up. Assassinating vampires and their
collaborators alike. Planning raids, taking what you need
from the stores of your enemies, waging guerrilla war, and
slowly but surely growing your movement.

● Navigating the politics of underground resistance and,
eventually, revolution. Making hard choices about whose



needs to prioritize, and giving voice to a collective,
democratic will in a tyrannical world.

● Taking back power for the marginalized, dispossessed, and
poor. Putting fear into the hearts of your oppressors.
Drinking the Rich.

Dramatic Questions
● What does it take to win people’s trust, organize a

rebellion, and achieve victory? What sacrifices must be
made? Who must make them?

● How do you balance the needs of the people you’re trying
to liberate, versus the costs of overthrowing those that
keep you all in chains?

● What amount of violence—be it physical, political,
emotional, or economic—is necessary to achieve
liberation? How do you keep your focus on your goals
without devolving into vengeance and bloodlust?

GMs and Players
This book makes a distinction between two groups that play the
game of Brinkwood: the GM, who runs the world and characters
of Brinkwood, and the players, who take on specific roles as
brigands, the heroes of the story you and your friends will tell.
But remember: the GM is a player and participant in Brinkwood
even though they do not control a brigand, and it is not their sole
responsibility or role to manufacture a fun experience for the
group. The game of Brinkwood is a collaborative creation between
the GM, the players, and this very rule book.



How to Use this Book
This book is intended to be used both as a learning tool and as a
reference. This chapter is arranged to introduce you first to the
setting of Brinkwood and provide advice on how to get a game up
and running. Later chapters will dig into the specific mechanical
systems and nuances of Brinkwood.

As a Learning Tool

If you’re planning to play in a game of Brinkwood, you can stop
reading at Chapter 8 - Vampires and their Servants, though it’s
recommended that you skim the previous chapters to get a sense
of the setting, rules, and mechanics of Brinkwood.

If you’re planning to run a game of Brinkwood as a GM, it is
recommended that you familiarize yourself with the entire book,
though knowing it front-to-back isn’t a requirement for a good
game. Particular areas of focus for the aspiring GM are as follows:

● Chapter 2 - The Rules
● Chapter 5 - The Rebellion
● Chapter 6 - The Foray
● Chapter 7 - Downtime
● Chapter 9 - The Campaign

As a Reference

This book is laid out in a progressive form, designed to make
quick reference easy. Starting from Chapter 6 - The Foray,
chapters are laid out to progress through a typical session of
Brinkwood, leveling on concepts as they are likely to come up in
play.

If you are experienced with the Forged in the Dark setting, you
may choose to skim the Chapter 2 - The Rules for specific



differences and reference it only for the discrepancies between
Brinkwood and the base Forged in the Dark system. If you forget a
rule and choose to pull on your experience with Forged in the
Dark, your ruling will likely be accurate enough to keep the game
moving.

It is recommended that you don’t necessarily reference every rule
or double check every mechanic during play, both as player and
GM. Brinkwood, like other Forged in the Dark games, is designed
to collapse down to simple mechanics. If in the moment you
apply a basic action or fortune roll to make a determination
instead of looking up a specific mechanic, you will not
significantly harm your campaign or your play experience.

It is recommended that you have a copy of the GM reference
sheet close at hand during play, and that each player have a copy
of the player reference sheet, as being aware of the options
available and the basic mechanical interactions can often be
useful to GM and player alike.

A Note on Language

In a tabletop roleplaying game, it is important to be clear on
agency and responsibility for rules and procedures. To this end,
this book will clarify between three groups: the GM, the players,
and the playgroup. In this context, the term “playgroup” refers to
both the GM and the players. Rules not specifically addressed to
one of these three default to applying to the entire playgroup.
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World and Setting

The Bloody Isles
Brinkwood takes place in Cardenfell, a county on the island of
Orslae, the largest island in a small archipelago off the coast of a
continental mainland called the Crimson Empire. Together, the
Orslaen archipelago is often referred to as The Bloody Isles, and
its subjects are ruled by the Crimson Crown of the mainland.
Almost everywhere else in the so-called “civilized” world,
vampires dominate as well.

Cardenfell is rich in natural resources with deposits of coal and
silver, as well as large tracts of fertile farmland. In many ways it is
the beating heart of the Isles, and as the saying goes, “Blood
flows from Cardenfell.” It is controlled by one of the most
powerful and favored Vampire Lords of the entire Crimson
Crown, and is as jealously guarded as it is heavily taxed.

The vast majority of the population is kept at or below a
subsistence level of economic growth, with most of the
population being peasants obligated to pay rent in blood, silver,
or labor to the liege lord or landlord who owns the property they
live and work on. Officially, serfdom was abolished on the Bloody
Isles shortly after the Crimson Crown took power, but with the
land and resources firmly in the hands of vampires, most people
have seen little change in their economic station.

Blood Sterling and Vampirism
At least a century ago, someone invented blood sterling. Some say
it was a secret cabal of alchemists; others whisper it was the
Crimson Queen herself. Officially, blood sterling has always



existed, and is just as natural as anything else. To say otherwise
can get you hanged.

Despite the rumors, someone figured out how to mix silver and
blood together, transmuting the two substances into something
incredibly powerful. When melted down and imbibed, it grants its
drinker vampiric power. As the would-be vampire drinks more,
their strength grows. At first, they feel hail and healthy: strength
returns to old bones, youth colors pallid cheeks. Soon, they shun
the light of the sun. Then, silvered fangs grow in. Before long,
they find they no longer need the concoction of blood and silver;
instead, they may simply feed upon the unsuspecting populace.
There are rumors of still more power granted to the now
fully-fledged vampire: mesmerism, transformation, foul magic,
and other deviltry.

Blood sterling forms the foundation of capital, commerce, and
trade throughout the “civilized” world. The Vampire Counts keep
great stores of the stuff, and extract blood and silver from their
populace in equal measure to manufacture more. Coins of it are
minted, and pass from the hands of commoners to the vaults of
the rich, inequality steadily growing day by day.

The coins of blood sterling bear grisly monikers, individual to the
different realms of the world. On the Bloody Isles, eight
tear-shaped “drops” can be exchanged for small “dram” coin.
Five drams combine into a “phial.” Seventy-two phials taken
together are a pound of blood sterling, though few common folk
will ever see so much blood sterling in one place. Instead, it’s
commonly stored in the vaults of vampires, who trade it with
paper notes bearing the heraldry of their lineage.

Important to note is that vampires are not born, forced into their
life, or even incapable of leaving it. A vampire who stops drinking
blood will find their power wither away and their mortality slowly
return, but most are unwilling to sacrifice the “gifts” of the



blood, even if it means they no longer need to feast upon their
fellow man.

Still, vampires are not invulnerable. The scent of burning
ashwood deceives their senses, and while they are supernaturally
resilient, arrows and stakes made from the wood of ash trees will
pierce and corrode their flesh. Thus, ashwood is highly
controlled, and carrying arrows of it is a crime punishable by
death. The vampires enforce other bans, though it is uncertain
whether these substances are actually dangerous to them, if they
just wish to give the impression that they might be, or if there are
other socio-political reasons for their control. These substances
include pure silver, gunpowder, bows, and steel. Open flames are
also strictly controlled, as it said that flame will envelop a
vampire as easily it will any other man.

Brinkwood
Along the edge of Cardenfell, straddling its border, lies the forest
known to all manner of folk as the Brinkwood. Since time
immemorial, it has been left unmolested as all know it as a realm
of the fae. Mothers and fathers warn their children away from it,
telling legends of wights, ghosts, beasts of snapping teeth, birds
of sharp talons, and vines with twisting thorns. There are few
foolhardy enough to venture within.

But you are not to be deterred by bedtime stories, and where
vampires fear to tread, you might find allies. The forest proved
itself dangerous and wild, but still you persisted, and in time the
fae, curious as they are, sought you out. Under the great trees of
the forest, on altars of ancient stone you spilled your blood and
pledged yourself to your cause, and the fae pledged their
assistance.

Now, the forest is your home. It is no less deadly, but now you
exist in detente with it, avoiding the worst of its dangers and



harvesting what fruits of it you need to live. The forest is ally and
rival, shielding you with its ashwood from the senses of vampires
and with its legends from the peering eyes of folk. But each day
you must earn its respect and prove your intentions to the spirits
and beasts who now call you neighbor.

The Wyld
What is beyond the world of Brinkwood? The Wyld. None have
seen the Wyld, the home of the fae, but its reverberations can be
felt as its magic ebbs outward from the Brinkwood.

The Brinkwood is a “hedge” of sorts, erected by the fae or their
progenitors to separate the two worlds. It was said that in ancient
times magic flowed freely from the Brinkwood, but as the
Crimson Crown rose to prominence, the fae fortified and sealed
the Brinkwood, leaving only a few sparse cracks for magic to flow
through.

Ordinary folk may perceive the magic of the Wyld as it grows out
of the cracks in the Brinkwood, and it is most prominent in places
of wild wilderness. It is perceivable in villages, and nearly dead in
cities and towns. Rumors speak of ancient mages, druids, and
witches that could weave and use the Wyld’s magic to perform
great works of magecraft, but that knowledge is all but lost to
time. The exact nature of the Wyld in your game of Brinkwood, as
well as what it is still possible to do with it, is left to the discretion
of you and your playgroup.

Getting Started
If you are planning to play Brinkwood as part of a larger
campaign, it is advised that you begin with a “Session Zero”



where your playgroup can discuss the game, their characters, and
the content you will want to include.

Alternatively, you can begin with a one-shot using one of the
modules included and pre-generated characters. You can always
spin your one-shot into a larger campaign later.

What You Need
● 3-7 people, one of whom will act as the GM
● This manual, mask and background sheets, and a copy of

each reference sheet, including multiple copies of the
player reference sheet. All reference sheets are available
for download from www.brinkwood.net

● Pencils, paper, laptops, tablets, or a virtual tabletop such
as Roll20

● Some standard six-sided dice

Background Reading
Consider beginning your Session Zero by having the players take
turns reading aloud from the background reading on the
one-pager document, in order to set the tone and establish the
concept for Brinkwood.

Concept
Your group should have a good idea of the intended concept of
Brinkwood from the background reading, but you should discuss
whether you want to make any changes to the concept of the
game.



Aim
Once the concept is established, discuss your aim. Your aim
should be to have fun as a group, but what exactly that means
might vary based on individual expectations. Discuss these
questions:

● Brinkwood is designed with an explicit win state, namely,
when you successfully overthrow the Vampire Lord’s
regime in Cardenfell. Is everyone on board with this goal?

● Brinkwood can be played with lose states, such as
total-party-kills or character death, though even these
outcomes do not necessarily mean the end of the
campaign. More brigands may take up the Masks your
brigands wore and continue the struggle. Is losing in these
ways an acceptable outcome? Should character death be
mechanically determined or story-based? The answer can
vary from person-to-person.

Tone
Take a moment to discuss the tone of your game. Brinkwood was
designed for a dark, though adventurous, tone. It can be played as
a black comedy at times, or as a more serious war-and-mud
story. Make sure you establish and agree to the tone you want for
your game.

Note that you are not bound to a single tone for an entire
campaign, and that the tone may shift over the course of play. It
is worthwhile to check in occasionally throughout a campaign to
make sure everyone is still onboard with your evolving tone, or if
course corrections are called for.



Subject Matter
The first step in deciding the subject matter of your game is to
pick the Vampire Lord your campaign will focus on defeating.
Each of the three Vampire Lords creates a different version of
Cardenfell we call their demesne, and the one you pick will in
many ways determine the content and subject matter of your
game.

A brief overview of each Vampire Lord is provided below, but for
more detail, see the Chapter 8 - Vampire Lords and their
Servants.

As another option, you can put off the decision of which Vampire
Lord you wish to pursue, playing out a few sessions in a less
specific Cardenfell before settling on a direction for the
campaign. Perhaps a minor noble lord is replaced by the “true”
Vampire Lord once you make their incompetence obvious?

The Duke
Themes: Industrial fascism, paranoia, feudalism, replaceable
cogs, mechanics, billowing smoke, coal, choking dust,
gunpowder, soldiers, tactics, a slow grind

Demesne

Air choked with soot. In towns: the banging, clanging of industry
during the day, the deathly quiet of a strict curfew after darkness,
punctuated by the occasional scream or sob, quickly silenced.
Marching boots on cobblestone. Shuffling peasants, their heads
bent low, watched over by towering guard posts and panopticons.
Turning gears and the wrenching grind. The taste of oil and
gunpowder. Monolithic, imposing architecture, draped with
tattered banners and propaganda.



The Countess
Themes: The Gilded Age,  austerity, rot, inequality, beauty,
misshapen, too-perfect forms, uncanny valley, dancing,
victorian balls, deception, applause, sycophants, disposable
things and people, dolls, The Favorite

The Countess’ Demesne

Cities and towns dotted with tattered tapestries depicting
pastoral scenes; high vaulted architecture, and chipped crimson
paint. Everything seems covered with layers of cheap gilt, hastily
painted over decay and grime. Across village and town, the wind
carries the scent of perfume over rot, and the faint strains of
hauntingly somber music seem to echo, always at a distance.

The Baron
Themes: Late-stage capitalism, hunger, excess, eating,
crunching, snapping, thirst, insatiable, hollowness, sunkenness,
ravenous, beastial, howling, meat-horror

The Baron’s Demesne

The squeal of pigs, cries of terror, and lonely sobs. Blood—blood
everywhere. Messy piles of gore and intestine, gutters choked
with bile and filth. The stains of blood and ichor in the cracks of
nearly everything. A foul, rotting stench, clinging to the air.

From your chosen Vampire Lord, you should have an idea of the
themes and content your game is likely to include. However, it is
best to go over the content of your game and make sure
Cardenfell is custom-tailored to your playgroup. For this, we
recommend Ron Edward’s Lines and Veils.



Lines and Veils
Lines are hard lines, things you don’t want to come up in the
game and want the GM and your fellow players to steer away
from. Veils are a little looser, describing things you want
fast-forwarded through without going into too much detail about
the nitty-gritty. Every player should lay out their Lines and Veils,
and these should be recorded and made visible to all players.
Please note that players are not expected to state why something
is a line or veil for them, though room should be made if the
player bringing up the topic wants to discuss it.

Some potential lines and veils that should be discussed are listed
below:

● Violence: Brinkwood contains violence by its nature, but
the exact level of that violence is up to the players. Think of
movie ratings: PG, PG-13 or hard R. Do you want
descriptions of bloody gore? PG-13 action and stakings? Or
more cartoon-esque violence where enemies puff away
into smoke?

● Child Exploitation: Cogscampers are the children who
work in the factories that dot the world of Brinkwood. This
is meant to mirror real-world exploitation of children
during the industrial age, but some groups might want to
tone down or completely excise this element from the
game.

● Sexual Violence: It is highly recommended that Sexual
Violence be a hard line.

● Lack of Consent/Compulsion/Mind Control: In a great deal
of vampire fiction, vampires are depicted as being able to
compel people to do things against their will. Furthermore,
by default, some player characters have the ability to



“mesmerize” NPCs. How much of this you want in your
game is worthy of discussion.

● Self-Harm: The Ruin mask contains a few references to
combining magic and blood. A wearer of the Mask of Ruin
does not need to physically spill their blood in order to use
these abilities, and can use the magic that now courses
through their veins to augment their abilities.

Safety Tools
Your group should also consider which safety tools to use, if any.
A full discussion of the benefits and drawbacks of different safety
tools is beyond the scope of this manual, but some to consider
might be X-Card by John Stavropoulos or Script Change by Brie
Beau Sheldon.

No matter which Safety Tools you choose to use, you should make
it clear that the safety tool is not intended to override common
sense or be leaned on as an excuse to “push” more traumatic
content. Brinkwood is designed to be an adventure game, not an
exploration of trauma or emotional pain.

Thermian Argument
The Thermian Argument is a term used to describe the pattern of
justifying objectionable or harmful content in a work by making
reference to the fact that it exists in the game world.

This, in the opinion of the designer, is a flimsy and foolish
argument, and should not be invoked to keep part of the game
that would be harmful or damaging to the players. There is no
aspect of Brinkwood that should not be changed or excised in
order to improve the play experience for your group. There is
nothing you can change or alter that will fundamentally break the
experience or the world.



Have fun together. Make Brinkwood your own.

Next Steps
With your Concept, Aim, Tone, and the Setting established, you
are ready to begin making your characters. Turn to Chapter 3 -
Character Creation for the next steps of your Session Zero.



The Rules

The Basics
In Brinkwood, everyone sitting down at the game is a participant,
and together they share the goal of collaboratively telling an
engaging story of rebellion and revolution, using the Concept,
Aim, Tone, and Setting established previously to guide them.

The goal of the players is to play their brigands to the hilt,
creating characters that can grow roots in the world of
Brinkwood, and are actively trying to overthrow the vampiric
regime that controls Cardenfell.

The goal of the GM is to establish the dynamic and tone of the
world with the players, playing to create an engaging, dramatic,
and interesting story. The GM is not in charge of the story, and
does not decide ahead of time what must happen. Instead, the GM
manages a dynamic, interesting world that reacts to the players,
and then sets the brigands loose in that world to tear it all down.

The players and the GM play to find out, meaning that the fiction
of the world is established during play, not beforehand. While
your concept, aim, tone, and subject matter are predetermined
before the game begins, the sequence of events or the direction of
the story should not be treated as a foregone conclusion or
plotted out in detail by either the GM or the players.

Game Structure
Brinkwood has a unique structure in that it is divided into
different phases of play called free play, foray, and downtime.
The start of a typical session of Brinkwood begins in free play,
during which the GM might recap the events of a previous session
and introduce the current situation the brigands find themselves



in (usually relaxing in their forest refuge) and ask the brigands to
narrate what they’re up to.

The brigands eventually gather to plan their next foray,
consulting the Map of Cardenfell to try and decide which
opportunities to pursue or what matters require their most
immediate attention.

The game then cuts to the action of the foray phase, in which the
brigands work together to overcome obstacles standing between
them and their goals.

Next, the session typically wraps up with downtime where the
brigands have a chance to rest, recuperate, and pursue personal
or side projects.

Finally, at the end of each session, the GM and players discuss
how the session went, assigning experience points (XP) to their
characters and masks that allow them to gain new abilities.

Note that this session structure is not strict. Sessions can end in
the middle of the foray for a cliffhanger, or can stop before
downtime to be picked up at the next session. In this case, the
GM will begin the next session by narrating where the players last
left off.

Forged in the Dark Changes
While many of Brinkwood’s rules are different from the standard
Forged in the Dark ruleset, there are several major areas that fans
of Forged in the Dark games should review in detail while
learning Brinkwood:

● Consequences and Harm
● Masks and Mask Actions
● Resistance Rolls



● Bans
● Resources and Resupply

Background and Mask Sheets
While playbooks and character sheets are common features in
tabletop roleplaying games, Brinkwood uses two separate sheets
in order to track and record the mechanical and narrative features
of each individual brigand, as well as each individual mask.

Each player records their brigand’s information on their
background sheet, which contains information on the brigand’s
personal abilities, traits, personal history, and equipment, among
other details.

Meanwhile, each mask has its own mask sheet. Mask sheets are
designed to be passed from player to player between each session
when a player dons a new mask. A mask’s abilities, stats, and
experience are tracked independently of any individual brigand
on its individual mask sheet.

Hable’s player takes a background sheet and records his brigand’s
details per the instructions in Chapter 3 - Character Creation.
Later, during the course of play, Hable puts on the Mask of
Violence. Hable’s player takes the mask sheet for Violence and
consults it to discover Violence’s abilities, motivations, and
attributes. If any changes are made to the mask’s XP, essence, or
other traits, Hable’s player will record them on Violence’s mask
sheet.

Next week, Tekla’s player decides she would like to have Tekla
wear The Mask of Violence during a foray. She takes the mask
sheet for Violence from Hable’s player, which has the details and
information Hable previously filled out. Tekla’s player now plays
with Violence’s mask sheet, building off of the abilities,



experiences, and character development previously established
by Hable’s player.

The Core System
Brinkwood is a tabletop roleplaying game. For the uninitiated, a
roleplaying game is essentially a conversation in which the
players narrate the actions of their characters (the brigands) and
the Game Manager, or GM, narrates the actions and reactions of
the world and non-player characters (NPCs) that populate the
world around them. The typical flow runs something like this:

1. The GM introduces a scene, describing where the brigands
are and what’s around them. The GM asks the players what
the brigands do.

2. The players take turns narrating their character’s actions
and dialogue.

3. The GM narrates how the world reacts to the character’s
actions, or what the outcomes of the player’s actions might
be.

4. When the brigands move to a new location, the GM
introduces a new scene, beginning the cycle over again.

When in doubt, you can fall back on this simple cycle of
introduction, ask, action, and reaction to play out most of the
game.

The playgroup will sometimes introduce judgement calls into this
pattern, moments where the players or GM need to decide if a roll
is needed to adjudicate the outcome of a player’s action or
determine how the world around them reacts.



Judgement Calls
To decide when to engage the mechanics of Brinkwood, the
playgroup makes several key judgement calls. Everyone
contributes to each decision, but either the players or the GM has
the final say for each:

● Does this situation call for a dice roll? And if so, which one?
Does the action carry a risk with it? Are you uncertain what
should happen next? Has a player picked up the dice and is
excited to roll them? Then a dice roll is probably called for.
The GM has the final say.

● Which actions are reasonable as a solution to a problem?
Can this person be swayed? Do I have to get out the tools
and tinker with this old rusty lock, or could it also be
quietly finessed? The players have final say.

● How dangerous and how effective is a given action in this
circumstance? How risky is this? Can this person be swayed
very little or a whole lot? The GM has final say.

● Which consequences are inflicted to manifest the dangers
in a given circumstance? Does this fall from the roof break
your leg? Do the guards merely become suspicious or do
they already have you trapped? The GM has final say.

Rolling the Dice

Once a player decides that a dice roll is called for, they pick up the
dice. Blades in the Dark uses six-sided dice. You roll several at
once and read the single highest result.

● If the highest die is a 6, it’s a full success—things go well.
If you roll more than one 6, it’s a critical success—you gain
some additional advantage.



Merryn attempts to jump nimbly across the rooftops of
Innisfirth. Merryn’s player rolls 3d6 and gets 6, 6, 5. A Crit!
Merryn crosses the distance easily and, as a bonus, finds an
unlocked window at his destination, perfect for silently creeping
into...

● If the highest die is a 4 or 5, that’s a partial success—you
do what you were trying to do, but there are consequences:
trouble, harm, reduced effect, etc.

Merryn creeps silently through the open window, and begins to
search the room for the letters and documents he came for.
Merryn’s player rolls a 5 and a 3, a partial success. Merryn finds
the documents, but the noise of his search has attracted the
attention of one of the guards in a room below him.

● If the highest die is 1-3, it’s a bad outcome. Things go
poorly. You probably don’t achieve your goal and you suffer
complications.

Merryn hides in a shadowy corner of the room, waiting for the
guard to pass by. Merryn’s player rolls a 3 and 1, a failure. The
guard passes a lantern over the room and spots Merryn, shouts a
warning, and draws his blade. Merryn is now in a desperate
situation!

If you ever need to roll but you have zero (or negative)
dice, roll two dice and take the single lowest result.
You can’t roll a critical when you have zero dice.

All the dice systems in the game are expressions of this basic
format. When you’re first learning the game, you can always
“collapse” back down to a simple roll to judge how things go.
Look up the exact rule later when you have time.



To create a dice pool for a roll, you’ll use a trait (like your Finesse
or your Prowess) and take dice equal to its rating.

There are four types of rolls that you’ll use most often in the
game:

● Action roll. When a brigand attempts an action that’s
dangerous or troublesome, you make an action roll to find
out how it goes. Action rolls and their effects and
consequences drive most of the game.

Jump from rooftop to rooftop. Engage a vampiric socialite in a
duel of witty banter. Study ancient tomes of forgotten fae lore.

● Resistance roll. A player can make a resistance roll when
their character suffers a consequence they don’t like. The
roll tells us how much stress their character suffers to
cancel out the consequence.

Steel yourself against blood magic sorcery. Nimbly dodge an
incoming blow. Disarm a blood-soaked trap before it springs.

● Fortune roll. The GM can make a fortune roll to disclaim
decision-making and leave something up to chance.
Players might make a fortune roll if there’s no risk to
failure, but they want to see how effective their action was.

How loyal is an NPC? How much does the plague spread? How
much blood sterling is stolen before the guards kick in the door?

● Downtime roll. When the brigands are at their leisure after
a job, they can perform downtime activities in relative
safety. You make downtime rolls to see how much they get
done.



Rest and recover from the travails of brigandry. Reconnect with
friends and allies. Pursue personal side projects.

Actions and Action Rolls

Action Ratings

There are 12 basic actions in the game that the player characters
use to overcome obstacles.

● Attune
● Command
● Consort
● Finesse
● Hunt
● Prowl
● Skirmish
● Study
● Survey
● Sway
● Tinker
● Wreck

Each action has a rating (from zero to four) that tells you how
many dice to roll when you perform that action. Action ratings
don’t just represent skill or training—you’re free to describe how
your character performs that action based on the type of person
they are. Maybe your character is good at Command because they
have a scary stillness to them, while another character barks
orders and intimidates people with their military bearing.

You choose which action to perform to overcome an obstacle by
describing what your character does. Actions that are poorly



suited to the situation may be less effective and may put your
brigand in more danger, but they can still be attempted. Usually,
when you perform an action, you’ll make an action roll to see how
it turns out.

Mask Actions
Each mask has a set of actions associated with it. These mask
actions can be used to trigger action rolls like any other action,
and are purposely defined a bit more broadly than normal
actions.

Actions

When you Attune, you open your mind to arcane power.

You might communicate with the fae. You could try to
perceive beyond sight in order to better understand
your situation (but Surveying might be better).

When you Command, you compel swift obedience.

You might intimidate or threaten to get what you
want. You might lead a gang in a group action. You
could try to order people around to persuade them (but
Consorting might be better).

When you Consort, you socialize with friends and contacts.

You might gain access to resources, information,
people, or places. You might make a good impression
or win someone over with your charm and style. You
might make new friends or connect with your heritage
or background. You could try to manipulate your
friends with social pressure (but Sway might be better).



When you Finesse, you employ dexterous manipulation or subtle
misdirection.

You might pick someone’s pocket. You might handle
the reins of a carriage or direct a mount. You might
formally duel an opponent with graceful fighting arts.
You could try to employ those arts in a chaotic melee
(but Skirmishing might be better). You could try to pick
a lock (but Tinkering might be better).

When you Hunt, you carefully track a target.

You might follow a target or discover their location.
You might arrange an ambush. You might attack with
precision shooting from a distance. You could try to
bring your guns to bear in a melee (but Skirmishing
might be better).

When you Prowl, you traverse skillfully and quietly.

You might sneak past a guard or hide in the shadows.
You might run and leap across the rooftops. You might
attack someone from hiding with a back-stab or
blackjack. You could try to waylay a victim in the midst
of battle (but Skirmishing might be better).

When you Skirmish, you entangle a target in close combat so they
can’t easily escape.

You might brawl or wrestle with them. You might hack
and slash. You might seize or hold a position in battle.
You could try to fight in a formal duel (but Finessing
might be better).

When you Study, you scrutinize details and interpret evidence.



You might gather information from documents,
newspapers, and books. You might do research on an
esoteric topic. You might closely analyze a person to
detect lies or true feelings. You could try to examine
events to understand a pressing situation (but
Surveying might be better).

When you Survey, you observe the situation and anticipate
outcomes.

You might spot telltale signs of trouble before it
happens. You might uncover opportunities or
weaknesses. You might detect a person’s motivations
or intentions. You could try to spot a good ambush
point (but Hunting might be better).

When you Sway, you influence with guile, charm, or argument.

You might lie convincingly. You might persuade
someone to do what you want. You might argue a
compelling case that leaves no clear rebuttal. You
could try to trick people into affection or obedience
(but Consorting or Commanding might be better).

When you Tinker, you fiddle with devices and mechanisms.

You might create a new gadget or alter an existing
item. You might pick a lock or crack a safe. You might
disable an alarm or trap. You might use the various
anachronistic, magic, or clockwork devices in towns to
your advantage. You could try to use your technical
expertise to control a carriage (but Finessing might be
better).

When you Wreck, you unleash savage force.



You might smash down a door or wall with a
sledgehammer or an explosive. You might employ
chaos or sabotage to create a distraction or overcome
an obstacle. You could try to overwhelm an enemy
with sheer force in battle (but Skirmishing might be
better).

As you can see, many actions overlap with others. This is by
design. As a player, you get to choose which action you roll by
saying what your character does.

Action Roll

When a player character does something challenging, you make
an action roll to see how it turns out. An action is challenging if
there’s an obstacle to the brigand’s goal that is dangerous or
troublesome. If an action is something that a brigand can simply
accomplish, then don’t make an action roll.

Each play group will have their own ideas about what
“challenging” means. This is good! It’s something that
establishes the tone and style of your Brinkwood game.

To make an action roll, there are six steps. In play they flow
together, but are broken down here for clarity.

1. The player states their goal for the action.
2. The player chooses the action rating.
3. The GM sets the position for the roll.
4. The GM sets the effect level for the action.
5. Add bonus dice.
6. The player rolls the dice and the group judges the result.



1. The Player States Their Goal

Your goal is the concrete outcome your character will achieve
when they overcome the obstacle at hand. Usually the character’s
goal is pretty obvious in context, but it’s the GM’s job to ask and
clarify the goal when necessary.

“You’re punching him in the face, right? Okay... what do
you want to get out of this? Do you want to take him out, or
just rough him up so he’ll do what you want?”

2. The Player Chooses the Action Rating

The player chooses which action rating to roll, following from
what their character is doing on-screen. If you want to roll your
Skirmish action, then get in a fight. If you want to roll your
Command action, then order someone around. You can’t roll a
given action rating unless your character is presently performing
that action in the fiction.

“I want to Command him to tell us where Lord Shrieve is going. My
mask twists in a distorted grin, ‘We’re parched dry, wisp. The
question is, will we be drinking your blood, or your masters?’

3. The GM Sets the Position

Once the player chooses their action, the GM sets the position for
the roll. The position represents how dangerous or troublesome
the action might be. There are three positions: controlled, risky,
and desperate. To choose a position, the GM considers the
situation as follows:

By default, an action roll is risky. You wouldn’t be rolling if there
was no risk involved. If the situation seems particularly perilous,



make it desperate. If the situation seems relatively safe or under
control, make it controlled.

“This wisp is probably more scared of what Lord Shrieve will do to
him if he survives and finds out he helped you than losing some
blood. I’ll say this position is risky.”

4. The GM Sets the Effect Level

The GM assesses the likely effect level of an action, given the
factors of the situation. Essentially, the effect level tells you how
much this action roll can accomplish: will it have limited,
standard, or great effect?

The GM’s choices for effect level and position can be strongly
influenced by the player’s choice of action rating. If a player
wants to try to make a new friend by Wrecking something—well...
maybe that’s possible, but the GM wouldn’t be wrong to say it’s a
desperate position and probably has limited effect. The GM
might decide that Consorting would be a much better fit, and
suggest as such to the player. The players are always free to
choose the action they perform, but that doesn’t mean all actions
should be equally risky or effective.

“That said, he definitely knows where Shrieve went, since
he was given orders to meet up with him later. I’ll say this is
great effect… if you can get him to talk.”

4. Add Bonus Effect

The players can upgrade the effect of their action after the
GM has judged the effect level, either by invoking a fitting
mask ability, trading position for effect, invoking mask
coherence, or by pushing themselves. For more



information on bonus effect, see the effect section on page
XX.

“I want to trade position for effect. If this wisp doesn’t tell
us what we want to know, he’s done. I’m not going to ask
twice. Let’s make it desperate with extreme effect.”

5. Add Bonus Dice

You can normally get up to two bonus dice for your action roll
(some mask abilities might give you additional bonus dice).

For one bonus die you can get assistance from a teammate. They
take 1 stress, describe how they help you, and give you +1d.

For another bonus die, you can either push yourself (take 2 stress
or spend 2 essence) or you can accept a mask bargain. Note that
you can’t get dice for both; it’s one or the other.

“I want to help out, so I’ll play ‘nice brigand.’ “Tell us what you
know, wisp, and you can start a new life far from here. Shrieve
will never find where we hide you.” I’ll take a stress to give a
bonus die.”

Mask Bargains
The Masks that the brigands don have magic, goals, and
personalities of their own, and they may offer additional strength
to the players in exchange for taking additional risks. These mask
bargains are offers from the mask the brigand is currently
wearing, either asking the brigand to perform some risky action,
ensure a shared goal is completed, or otherwise letting the mask
act “through” the wearer. Common mask bargains include:

● Collateral damage, unintended harm. The fires of Riot will
burn out of control, likely consuming this entire building.



● Commit to an unnecessary course of action or a more
“complete” solution to a problem. It’s not enough to just
kill this vampire. Judgement wants a full confession of his
crimes.

● Start and/or tick a troublesome clock. You’ll have to take
your time to make sure you’re not spotted, and Lord
Shrieve is already getting ready to leave the ball. I’ll tick
the “Shrieve Departs” clock.

● Add heat to the crew from evidence or witnesses. Violence
is a bit messy. You’ll leave behind quite a few blood stains.
I’m adding 2 heat.

The penalties for breaking a bargain with your mask are the same
as breaking an oath, described in greater detail in Chapter 4 -
Masks.

Both players and the GM can suggest possible mask bargains, but
the GM has the final say on which bargains are offered. If a player
accepts a mask bargain, they gain +1d or +Effect as the mask
gives the brigand’s action an extra push.

6. Roll the Dice and Judge the Result

Once the goal, action rating, position, and effect have been
established, add any bonus dice and roll the dice pool to
determine the outcome. (See the sets of possible outcomes,
organized by position, in the action roll summary below.)

The action roll does a lot of work for you. It tells you how well the
character performs as well as how serious the consequences are
for them. They might succeed at their action without any
consequences (on a 6), they might succeed but suffer
consequences (on a 4/5), or it might just all go wrong (on a 1-3).



On a 1-3, it’s up to the GM to decide if the PC’s action has any
effect or not, or if it even happens at all. Usually the action just
fails completely, but in some circumstances it might make sense
or be more interesting for the action to have some effect.

Each 4/5 and 1-3 outcome in the summary below lists suggested
consequences for the character. The worse your position, the
worse the consequences are. The GM can inflict one or more of
these consequences depending on the circumstances of the
action roll. Brigands have the ability to avoid or reduce the
severity of consequences they suffer by resisting them.

When you narrate the action after the roll, the GM and player
collaborate together to say what happens on-screen. Tell us how
you vault across to the other rooftop. Tell us what you say to the
Fletcher to convince her. When you face the Porcelain, what’s
your fighting style like?

Action Roll Summary

● A player or GM calls for a roll. Make an action roll when the
character performs a dangerous or troublesome action.

● The player chooses the action rating to roll. Choose the
action that matches what the character is doing in the
fiction.

● The GM establishes the position and effect level of the
action. The choice of position and effect is influenced
strongly by the player’s choice of action.

● Add in any applicable bonus effect.
● Add up to two bonus dice:

○ 1) Assistance from a teammate.
○ 2) Push yourself (take 2 stress) or accept a mask

bargain.
● Roll the dice pool and judge the outcome. The players and

GM narrate the action together. The GM has final say over



what happens and inflicts consequences as called for by
the position and the result of the roll.

Action Roll

● 1d for each action rating dot
● +1d if you have assistance
● +1d if you push yourself -or- you accept a mask bargain

Controlled—You act on your terms. You exploit a dominant
advantage.

● Critical: You do it with increased effect.
● 6: You do it.
● 4/5: You hesitate. Withdraw and try a different approach,

or else do it with a minor consequence: a minor
complication occurs, you have reduced effect, you suffer
lesser harm, you end up in a risky position.

● 1-3: You falter. Press on by seizing a risky opportunity, or
withdraw and try a different approach.

Risky—You go head to head. You act under fire. You take a
chance.

● Critical: You do it with increased effect.
● 6: You do it.
● 4/5: You do it, but there’s a consequence: you suffer harm,

a complication occurs, you have reduced effect, you end up
in a desperate position.

● 1-3: Things go badly. You suffer harm, a complication
occurs, you end up in a desperate position, you lose this
opportunity.

Desperate—You overreach your capabilities. You’re in serious
trouble.



● Critical: You do it with increased effect.
● 6: You do it.
● 4/5: You do it, but there’s a consequence: you suffer severe

harm, a serious complication occurs, you have reduced
effect.

● 1-3: It’s the worst outcome. You suffer severe harm, a
serious complication occurs, you lose this opportunity for
action.

Double-duty Rolls

Since NPCs don’t roll for their actions, an action roll does
double-duty: it resolves the action of the brigands as well as any
NPCs involved. The single roll shows how those actions interact
and which consequences result. On a 6, the PC wins and has their
effect. On a 4/5, it’s a mix—both the PC and the NPC have their
effect. On a 1-3, the NPC wins and has their effect on the PC.

Effect

In Brinkwood, you achieve goals by taking actions and facing
consequences. But how many actions does it take to achieve a
particular goal? That depends on the effect level of your actions.
The GM judges the effect level using the profiles below. Which
one best matches the action at hand—great, standard, or
limited? Each effect level indicates the questions that should be
answered for that effect, as well as how many segments to tick if
you’re using a progress clock.

Effects Ticks

Great You achieve more than usual. How does the
extra effort manifest? What additional

3



benefit do you enjoy?

Standard You achieve what you would consider
“normal” with this action. Is that enough,
or is there more left to do?

2

Limited You achieve a partial or weak effect. How is
your impact diminished? What effort
remains to achieve your goal?

1

Assessing Factors

To assess effect level, first start with your gut feeling, given the
situation and the tier of any obstacles, if tier is a consideration at
all. If needed, assess three factors that may modify the effect
level: potency, scale, and quality. If the brigand has an advantage
in a given factor, consider a higher effect level. If they have a
disadvantage, consider a reduced effect level.

Potency considers particular weaknesses, extra strengths, and
other conditional or situational factors. An infiltrator is more
potent if all the lights are extinguished and they move about in
the dark.

Quality represents the effectiveness of tools, weapons, or other
resources. If a brigand does not have the equipment necessary to
effectively take the action, their quality is reduced, possibly to
zero if the action would be nearly impossible (such as trying to
scale a sheer cliff without climbing gear). If a brigand equips an
item that is helpful, but not necessary (such as using demolition
tools to destroy a door made of wood), their quality is increased.

Scale represents the number of opponents, size of an area
covered, scope of influence, etc. Larger scale can be an advantage



or disadvantage depending on the situation. In battle, the more
people on your side, the better. When infiltrating, trying to move
a whole platoon with you is a hindrance.

Tier represents the general toughness of an enemy or obstacle
when compared to the capabilities of the rebellion, represented
by the rebellion’s aspects.

If the main difference between the brigands and the obstacle is...

... one of material goods, such as using the right lockpicks to open
a fancy lock, compare tier to organization.

...one of social Prowess, investigation, knowledge, or connections,
compare tier to influence.

...one of martial Prowess, weapon strength, training, or discipline,
compare tier to force.

Tier Example Obstacles

0 A small pack of ghouls, a few sleepy guards, some
grumbling townsfolk, a cobblestone fence.

1 A patrol of dramcoats, a wary wisp, a local merchant, a
mass-produced brass lock, a tall wrought-iron gate.

2 A team of loanfangs, a bit-blood vampire, a savvy
courtier, a crenellated stone wall, a masterwork lock.

3 A kith-level vampire escorted by guards, a master spy or
infiltrator, a well-patrolled castle wall, a magically
sealed lock.

4 A pure line vampire, a banquet dinner with you on the
menu, the walls of the Wrought Fortress, a working of
old magic meant to keep you out.



Also note that the tier of vampire servants represents their
strength when acting in the capacity they are most suited for.

● A courtier will be at full effect when posing an obstacle
during a social scene, perhaps by trying to suss out the
brigand’s true motives, resist deception, or to manipulate
or sow discord among allies. However, they will falter if
trying to detect stealthy brigands and might be near
useless in a straight up fight.

● An enforcer will be at full effect during combat, or when
seeking to terrify or brutalize a population. They will be
less useful at detecting ambushes or at investigating the
brigand’s activities, and will typically be rather useless in
scenarios that call for subtlety, etiquette, or charm.

● An investigator will be at full effect when seeking out the
brigands or keeping watch for them. They are difficult to
ambush and will attempt to hunt the brigands down at
every opportunity. They are not easily misled, outpaced, or
fooled. In a fight, they might be able to hold their own,
though they typically prefer to call in more blunt
instruments. Likewise, they will be at reduced effect in
social scenarios, though they may still be potent at sussing
out hidden motives.

● An officer will have their full effect so long as they are
attended by an appropriate number of subordinates. They
excel at politics, investigation, and combat equally, but if
stripped of their subordinates they will quickly falter.

When considering factors, the effect level might be reduced
below limited, resulting in zero effect—or increased beyond
great, resulting in an extreme effect. In some especially
dangerous cases, where the brigands are greatly outclassed, effect
can even be reduced below zero effect to negative effect, which



adds another level of penalty to effect that must be overcome
before the brigands can even get a limited effect for their action.

Every factor won’t always apply to every situation. You don’t have
to do an exact accounting every time, either. Use the factors to
help you make a stronger judgment call but don’t feel beholden to
them.

Bonus Effect

Bonus effects are added in after the GM has assessed the effect
level. As the GM, you should be sure to advise the other players
about what bonus effects they have available, especially if the
effect level you judged is below standard.

For example, if a brigand uses a mask ability that gives +Effect, it
raises the effect level of the brigand’s action, from limited to
standard.

If a brigand wields a fine item that is helpful for their action, they
gain +Effect.

If a brigand has an appropriate action rating that overlaps with a
mask action for the mask they’re wearing, they are said to have
mask coherence. The brigand can choose to roll the lower of the
two action ratings to gain +Effect. The GM has the final say as to
whether or not a basic action and mask action have mask
coherence.

If a brigand was set up for their current action by a fellow brigand
using a set up action, they gain +Effect.

A brigand may push themselves or take a mask bargain to gain
either +Effect or +1d.



Trading Position for Effect

After factors are considered, the GM has announced the effect
level, and the player has applied all bonus effect, a player might
want to trade position for effect, or vice versa. For instance, if
they are going to make a risky roll with standard effect (the most
common scenario, generally), they might want to push their luck
and instead make a desperate roll but with great effect.

This kind of trade-off isn’t included in the effect factors because
it’s not an element the GM should assess when setting the effect
level. Once the level is set though, you can always offer the
trade-off to the player if it makes sense in the situation.

Ifig is in disguise at a masquerade ball thrown by the Countess.
He needs to get into the inner chambers of the manor where the
ball is held, and suspects that one of the servants, Lyessa, who is
lingering by the door, might have sympathies to the rebellion. It
would be risky to Prowl past, and he would only make it through
the door and would still need to search for the exact chamber. If
Ifig’s player trades position for effect and instead tries to Sway
Lyessa as a desperate action, his effect will increase and she
might lead him exactly where he needs to go.

Progress Clocks and Threat
[add example clocks to the right of this paragraph]

A progress clock is a circle divided into segments (see examples
at right). Draw a progress clock when you need to track ongoing
effort against an obstacle or the approach of impending trouble.

Sneaking into the vampire’s manor? Make a clock to track
the alert level of the patrolling guards. When the brigands



suffer consequences from partial successes or missed rolls,
fill in segments on the clock until the alarm is raised.

Generally, the more complex the problem, the more segments in
the progress clock.

Threat
The playgroup uses threat to help keep track of the most likely
effect the brigands will have on an obstacle. Threat is not useful
for every roll and can usually be discarded if no progress clock is
in play.

Threat is the average penalty to the effect level the brigands will
have when acting upon an obstacle, with a threat of 0 indicating
standard effect. The maximum threat that can be assessed is -3,
signaling that the brigands will start at negative effect when
acting upon an obstacle.

When creating a progress clock, threat should be displayed with
the clock so that all players have a rough idea of how dangerous
the obstacle the clock represents is, or if additional preparation
might be necessary before they can effectively engage with the
obstacle.

Likewise, if an obstacle is likely to require the brigands to resist a
consequence before they can engage with it, mark the obstacle’s
progress clock with a (E) to denote an “elite” obstacle.

A pack of hungry ghouls roams the outskirts of Hogswick. The GM
draws a 4-segment progress clock with a -1 threat to indicate
their relative scale and danger.

Note that threat, as well as the effect of the brigands actions, is
flexible by design. It should be used as a reminder of a set
baseline in order to make it easier and more obvious where the



effect will typically be set when acting upon the obstacle in
question.

It is easier to mislead ghouls than it is to fight them. One of the
brigands throws a juicy hamhock over a wall, and the ghouls
swarm after it. This action is at no penalty to effect despite the -1
threat, because the brigands chose not to fight the ghouls.

Threat can also be used dynamically to track the relative balance
of power between the brigands and an obstacle. As the brigands
gain the upper hand, perhaps by breaking armor off an enemy or
wounding them, the threat will likely increase in their favor. If
the balance of power shifts against the brigands, such as if an
enemy calls in additional reinforcements or unveils a new,
powerful ability, the threat may decrease.

Ifig takes up position at a door into the warehouse, forcing a
chokepoint as the ghouls pursue him. Because they cannot
effectively use their numbers, the threat of the ghouls is reduced
by one, down to 0.

Resources and Resupply

When brigands use resources that may be in short supply, such as
ashwood or black powder, the GM may choose to tick the resupply
clock. If the resupply clock is filled, it means the rebellion is
dangerously low on supplies, and the brigands should take
immediate action to remedy this. The exact narrative and
mechanical penalties for a full resupply clock are left to the GM,
but some possibilities might include -1d to engagement rolls or
the inability to use certain downtime activities.

The resupply clock starts at 4 segments, but increases in size
depending on the organization of the rebellion, adding +2
segments for each rank of organization.



The resupply clock may be emptied through the requisition asset
downtime action or by appropriating resources during forays.

Resources

Black powder is a combustible substance used to fire pistols and
rifles without fouling them and to detonate large, (relatively)
controlled explosions.

Merryn uses some black powder when setting up an explosive
trap in the vampire’s castle. By using black powder, Merryn’s
player gains +Effect on his Tinker roll to create the trap.

Ashwood is gathered from the fallen branches of ash trees, a
special tree that grows only in forests home to the fae. The garlicy
smell of ashwood confounds a vampire’s senses, and piercing a
vampire’s flesh with ashwood causes them dire harm.

Hable uses some ashwood arrows when fighting off a gang of
loanfangs. Hable’s player gains +Effect on his Hunt roll because
he is using ashwood against vampires.

Blood sterling is the dire currency of the Bloody Isles, and while
you may find it distasteful, it does have its uses—namely bribing
guards or purchasing supplies.

Tekla tries to bribe a guard with some blood sterling to look the
other way while she and her compatriots sneak into a manor.
Tekla’s player gains +Effect to her Sway roll because she’s offering
some blood sterling as a bribe.

Using Resources

When a brigand first wishes to use a resource such as black
powder, ashwood, or blood sterling, you should place a tick on the



resupply clock and create a 4-segment clock for that resource
with one tick filled. Every subsequent time the resource is used,
put another tick on that resource’s clock. If the clock fills,
another tick should be placed on the resupply clock and a new
resource clock should be started.

When Merryn uses some black powder in his explosive trap, the
GM marks a tick on a resupply clock and creates a clock labeled
“black powder” with one tick already filled.

Later, Ifig uses some more black powder to improve the effect of
his pistol, and the GM marks another tick on the clock labeled
black powder.

When the black powder clock fills, it is erased, and the GM will
tick another mark on the resupply clock and create a new black
powder clock if the brigands decide to use black powder again.

Consequences & Harm

Enemy actions, bad circumstances, or the outcome of a roll can
inflict consequences on a PC. There are five types of
consequences:

● Reduced effect
● Complication
● Lost opportunity
● Worse position
● Harm

A given circumstance might result in one or more consequences,
depending on the position and result of a roll, as outlined in the
table below:



Controlled
6: You do it.

4/5: You hesitate. Withdraw and try a different approach, or else
do it with a minor consequence: a minor complication occurs,
you have reduced effect, you suffer lesser harm, you end up in a
risky position.

1-3: You falter. Press on by seizing a risky opportunity, or by
having a complication occur, or withdraw and try a different
approach.

Risky
6: You do it.

4/5: You do it, but there’s a consequence: you suffer harm, a
complication occurs, you have reduced effect, you end up in a
desperate position.

1-3: Things go badly. You take one or two consequences: suffer
harm, a complication occurs, you end up in a desperate
position, you lose this opportunity.

Desperate
6: You do it.

4/5: You do it, but there’s a consequence: you suffer moderate
harm, a serious complication occurs, you have reduced effect.

1-3: It’s the worst outcome. You take up to three consequences:
severe harm, a serious complication occurs, you lose this
opportunity.



Reduced Effect

This consequence represents impaired performance. The
brigand’s action isn’t as effective as they’d anticipated. You hit
him, but it’s only a flesh wound. She accepts the forged
invitation, but she’ll keep her eye on you throughout the night.
You’re able to scale the wall, but it’s slow going—you’re only
halfway up. This consequence essentially reduces the effect level
of the brigand’s action by one after all other factors are accounted
for.

Tekla throws ashwood into the air, hoping to blind her loanfang
pursuers. They gag and choke on the noxious ash, but it quickly
dissipates due to a reduced effect consequence.

Complication

This consequence represents trouble, mounting danger, or a new
threat. The GM might introduce an immediate problem that
results from the action right now: the room catches fire, you’re
disarmed, the crew takes heat from evidence or witnesses, you
lose status with a faction, the target evades you and now it’s a
chase, reinforcements arrive, etc.

The GM might tick a danger clock for the complication instead.
These clocks represent a countdown to a more serious threat or
obstacle being brought to bear on the brigands. Maybe there’s a
clock for the alert level of the guards at the manor, or maybe the
GM creates a new clock for the suspicion of the noble guests at
the masquerade party and ticks it. Fill one tick on a clock for a
minor complication or two ticks for a standard complication.



It is highly recommended that if, as the GM, you wish to bring in a
complication or obstacle with a high threat, you telegraph its
arrival first with a danger clock.

A serious complication is more severe: reinforcements surround
and trap you, the room catches fire and falling ceiling beams
block the door, your weapon is broken, your target escapes out of
sight, etc. Fill three ticks on a danger clock for a serious
complication.

A minor complication is less severe. Typically, a minor
complication will only create or put a tick on a danger clock, and
usually only a single tick at that.

Don’t inflict a complication that negates a successful roll. If a
brigand tries to corner an enemy and gets a 4/5, don’t say that the
enemy escapes. The player’s roll succeeded, so the enemy is
cornered. Maybe instead, the brigand has to wrestle them into
position, and during the scuffle, the enemy grabs the brigand’s
pistol.

Lost Opportunity

This consequence represents shifting circumstances. You had an
opportunity to achieve your goal with this action, but it slips
away. To try again, you need a new approach; usually a new form
of action or a change in circumstances.

Ifig Skirmishes with a Porcelain to trap her on a balcony, but she
evades his blade and leaps out of reach. If Ifig wants to trap her
now, he’ll need to try a different method—maybe Hunting the
Porcelain with his crossbow to try to pin her in place.



Worse Position

This consequence represents losing control of the situation—the
action carries you into a more dangerous position. You haven’t
failed, but you haven’t succeeded yet, either. You can try again,
re-rolling at the new, worse position. This is a good consequence
to choose to show escalating action. A situation might go from
controlled, to risky, to desperate as the action plays out and the
brigand gets deeper and deeper in trouble.

Tekla follows Merryn’s lead across the rooftops. She makes a leap
across to the next rooftop, only to end up dangling by her
fingertips—a desperate position indeed!

Harm
Harm is physical and mental strain that is imposed on the
character, typically during a fight or other physical challenge. In
Brinkwood, harm is assessed directly to the stress track, unless it
is reduced or countered by armor, a resistance roll, or soaked into
a ban.

● Minor Harm - adds 1 stress
● Moderate Harm - adds 2 stress
● Severe Harm - adds 3 stress

Ifig ends up with a few cuts and bruises after crossing blades with
a rustcoat. He takes minor harm as a consequence and marks 1
stress.

Merryn’s grasp slips as he swings from the pulley rope in a
warehouse, sending him tumbling to the ground. He takes
moderate harm as a consequence and marks 2 stress.



Vallya Crown, a vampire assassin rakes her claws acrossTekla’s
throat, causing severe harm. Tekla marks 3 stress.

Narratively speaking, brigands are made hardier and tougher by
their connection to fae magic and their masks. Despite grievous
injury, a mask will simply not allow a brigand to die until its
objective is completed.

Note that you will likely want to tailor the gore and description of
harm depending on the desired tone and any safety concerns of
your playgroup. Just because the harm mechanic allows for
grievous, bloody injury that doesn’t stop the story dead, it doesn’t
mean that excessive blood and guts are required.

A ban bars a mechanical or narrative aspect of a character, the
exact effect of which is negotiated between the player and GM.
Bans come in four different levels, three of which can soak up
harm so it isn’t assessed onto a brigand’s stress track. For more
information on bans, see page XX.

Level 1 Ban - Soaks 1 harm

Level 2 Ban - Soaks up to 2 harm

Level 3 Ban - Soaks up to 3 harm

Note: Once a ban has been used to soak harm received as a
consequence, it cannot be used to soak up additional harm from a
different consequence, even if the initial ban didn’t soak its
maximum amount of harm.

Hable gets a nasty cut from the jagged edge of a Porcelain’s arm,
inflicting moderate harm. Hable is running out of stress, so his
player decides to soak the harm into a level 2 ban. He doesn’t
mark off any stress and instead asks the GM for a level 2 ban.



Resisting Consequences

When a brigand suffers a consequence that their player doesn’t
like, they  can choose to resist it. Resistance is always
automatically effective—the GM will tell the player if the
consequence is reduced in severity or if you avoid it entirely.
Then, you’ll either expend armor or make a resistance roll to see
how much stress your character suffers as a result of their
resistance.

Armor

If you have a type of armor that applies to the situation, you can
mark an armor’s load to avoid a consequence instead of rolling to
resist. For more information on load, see page XX.

Silas has taken 2 harm and the fight isn’t even over yet, so Silas’s
player decides to use Silas’s armor to avoid the harm. He marks
off 3 load and circles plated jacket under equipment on his
background sheet and the harm is avoided.

When a type of armor is used, it can’t be used again until it’s
restored. All of your armor is restored when you choose your
loadout for the next foray.

Shields
Shields provide a +1d bonus on resistance rolls where they are
relevant to the situation, and may improve the position of a
character.

The fight is getting tough,with multiple enemies attacking Silas
at once. Normally, this fight would put Silas in a desperate
position, but his player marks off a buckler shield and the



situation becomes risky. When a foe lands a blow on Silas, his
player is told to take moderate harm, but his player decides to roll
to try and reduce the stress he has to take. He rolls his Prowess
with a bonus die, because he can use his shield to block the
incoming sword blows from his opponents.

Resistance Rolls

You may make a resistance roll to reduce the severity of a
consequence or avoid it completely, gambling your essence and
stress.

You make the roll using one of your character’s attributes listed
below. The GM chooses the attribute based on the nature of
consequences:

● Insight: Consequences which come from deception or
misunderstanding

● Prowess: Consequences which come from physical strain or
injury

● Resolve: Consequences which come from mental strain or
lack of willpower

The rating for each attribute is equal to the number of dots in the
first column under that attribute on a brigand’s background
sheet. The more well-rounded your character is with a particular
set of actions, the better their attribute rating.

A brigand suffers stress or expends essence depending on the
result of the resistance roll:

● Crit: 0 stress
● 6: 1 stress
● 4/5: 2 stress
● 1-3: 3 stress



Silas is in a desperate fight with several duelists and one of them
lands a blow with their sword. Since the position was desperate,
the GM inflicts severe harm. Silas’s player tries to resist the
harm, and rolls Prowess to try and dodge the sword blow. He rolls 4
and a 5, and only takes 2 stress, as opposed to the 3 stress of
severe harm.

Usually, a resistance roll avoids a consequence. Typically, only an
elite obstacle will force you to reduce rather than avoid a
consequence. If you’re going to suffer severe harm from an elite
opponent, a resistance roll would reduce the harm to moderate
instead. Or, if you have a complication when you were sneaking
into the manor house, and the GM was going to mark three ticks
on an elite alert clock, they’d only mark two (or maybe one) if you
resisted the complication.

You may only make one resistance roll against a given
consequence.

The GM may also threaten several consequences at once, up to a
maximum determined by the position and the roll result, as per
the Consequences and Harm table on page XX. Then, the player
may choose which ones to resist. Players may choose to resist one
consequence, see the outcome, and then go on to resist other
consequences.

“She stabs you and then leaps off the balcony. Moderate harm
and you lose the opportunity to catch her with Skirmish.”

“I’ll resist losing the opportunity by grappling her as she attacks.
She can stab me, but I don’t want to let her escape.”

Once you decide to resist a consequence and roll, you suffer the
stress or expend the essence indicated. You can’t roll first and see



how much stress you’ll take and then decide whether or not to
resist.

Resistance Roll Summary

● Roll 1d for each attribute rating (Insight, Prowess or Resolve)

You avoid the effects of the consequence or reduce the effects if
the obstacle is elite.

Suffer stress or expend essence according to your roll:

● Crit: 0 stress or essence
● 6: 1 stress or essence
● 4/5: 2 stress or essence
● 1-3: 3 stress or essence

Bans

When a brigand wishes to succeed at a cost without rolling, they
may take a ban. A ban bars the brigand from using an important
part of their character’s abilities while they remain under it.
Think of traditional bans in fairy tales against silver, cold iron,
wood, etc. and you’ll have the right idea.
The GM and brigand should negotiate the mechanical and
narrative nature of the ban, and the ban should be recorded in its
relevant slot on the background sheet.

Level 1 - Light Ban: The brigand succeeds with limited effect.
This ban usually bars an object/class of object.

Level 2 - Normal Ban: The brigand succeeds with standard
effect. This ban usually bars a class of object, a mechanic,
or an action.



Level 3 - Dangerous Ban: The brigand succeeds with great
effect. This ban usually applies to several actions, a major
mechanic, or entire masks.

Level 4 - Final Ban: The brigand succeeds with extreme effect
and, when narratively appropriate, their character dies,
transitions into a fae NPC, becomes part of their mask, or
some other outcome created collaboratively by the GM and
player. The player has final say on the outcome of a Final
Ban.

A group of drowners swarms the brigands rowboat as they start to
cross Cardenfell River. Ennor senses the situation is about to go
from bad to worse, and his player decides to take a normal ban to
succeed on a Skirmish action with standard effect in order to fight
off the drowners. The GM assigns a normal ban: his mask bids
him renounce laughter, and Ennor may no longer Consort or
Finesse.

Scarring a Ban
If a brigand wishes to succeed at a cost but has the relevant level
of ban already marked, they may scar the current ban and take
another. Scars are more permanent than bans, though they may
fade with time. A scarred ban stays on a brigand’s background
sheet until it fades, usually due to completing a long-term
project.Once a ban scars, it is immediately removed from the ban
slot and is instead recorded as a scar on the background sheet
while its mechanical effects remain in play.

Later, Ennor clashes in a climactic fight with a vampire noble and
is about to finish the fight with a longbow. His player decides this
opportunity is too important to risk failure, and wants to take
another ban. Because Ennor’s normal ban is already marked, his
player needs to scar it in order to ensure success on this Hunt roll.
His ban on laughter is scarred, and he must now finish a long



term project in order to remove it. He erases the ban on laughter
from his normal ban slot and marks it down as a scar.

Flipping a Roll
Bans can be taken after an action roll to “flip” it to a success by
taking a ban equal to the current position, such that: Desperate -
Dangerous Ban, Risky - Normal Ban, Controlled - Light Ban

Hable silently creeps up behind an unsuspecting rustcoat, knife
at the ready. He rolls Prowl from a controlled position to ambush
the rustcoat, but rolls a 3, 3, and 1, a failure. Unsatisfied with that
outcome, Hable’s player takes a light ban to “flip” his roll to a
success.

Hable successfully ambushes the guard, and the GM assigns a
light ban since he was acting from a controlled position. Hable’s
mask forbids him from touching powder, and Hable cannot use
firearms until the ban is cleared.

Example Bans

Light Normal Dangerous

1 Silver - all blood
sterling

Diligence - Tinker
or Finesse

Esprit -
teamwork
maneuvers

2 Iron - all blades Tears - Sway or
Attune

Worries - Any
stress/essence
expenditure

3 Wood - all bows Bravado- Command
or Consort

Burdens - any
item costing load

4 Powder - all
firearms

Quiet - Prowl or
Study

Patience- Hunt,
Finesse, Study



5 Leather - all
armor

Writing - Study or
Sway

Associations -
Survey, Consort,
Sway

6 Parchment -
documents,
papers, etc

Laughter- Consort
or Finesse

Strife- Command,
Skirmish, Prowl

Recovering a Ban
A brigand may recover from a ban and erase it from their
background sheet by using the recover downtime action. The
brigand may take part in a short scene where they negotiate with
their mask or Fae, take action to feel more human, or receive aid
from another brigand. Next, they erase the highest level ban
from their background sheet, and no longer suffer its mechanical
effects.

Back at camp, Hable’s player takes the recover downtime action
to clear his ban. Hable reminisces with Tekla about the time they
snuck out from under the nose of a squad of rustcoats and feels a
bit more at ease. The ban on powder is lifted, and Hable can use
firearms again.

Stress and Essence

Brigands have a special reserve called stress, and the Masks they
wear have a similar pool called essence. When they suffer a
consequence that they don’t want to accept, they can take stress
or spend essence instead. The result of the resistance roll
determines how much stress it costs to avoid a bad outcome.

During a knife fight, Ifig gets stabbed in the chest. Ifig’s player
rolls his Prowess rating to resist, and gets a 2. It costs 3 stress or
essence to resist the consequences. Ifig’s player marks off 1



essence and 2 stress and narrates how they keenly dodge the
blade.

Removing Stress
As noted in the Downtime Actions section, you may remove
stress from your character by performing a downtime action:
Reconnect.

When you rest, roll a number of dice equal to your lowest
attribute, and remove stress from your stress track equal to the
highest die roll.

Gaining Essence
Essence, in contrast to stress, is first gained, then later spent. A
brigand may gain essence by taking an oath when they put on
their mask.

● If you swear an oath, roll dice equal to your current oath
rating and gain essence accordingly. 1-3: 2, 4/5: 4, 6: 5,
Crit: 6

● When you fulfill your Pact, gain a dot in your oath rating. If
you fail to fulfill an oath you have pledged, lose a dot.

Pushing Yourself

You can use stress or essence to push yourself for greater
performance. For each bonus you choose below, take 2 stress or
spend 2 essence (each can be chosen once for a given action):

● Add +1d to your roll. (This may be used for an action roll,
downtime roll or any other kind of roll where extra effort
would help you.)

● Add +Effect to an action.
● Take action when you’re incapacitated.



Drinking the Rich
The Masks you wear allow you to drink the blood of vampires,
converting it into essence. The more powerful the vampire, the
more essence you will gain from drinking their blood.

Drinking is usually a time-intensive process, and if time is an
issue, you may require either a fortune roll to determine how
much blood you drain before you need to move on, or multiple
action rolls if draining the blood of a struggling vampire.

Action Roll Effect Essence Gained

Limited 1

Standard 2

Great 3

Fortune Roll Essence Gained

1-3 2

4, 5 3

6 4

Critical Full Essence



Roll Modifiers
● Start with 1d

● +1d if vampire is unconscious/incapacitated

● +1d if you have more than a few minutes to drain the
vampire’s blood

● +1d if you are in a rarely patrolled quiet place, or locked
room

● -1d if guards are patrolling nearby or are likely to
investigate soon

Filling the Stress Track
When a brigand’s stress track fills, they may choose to be taken
out of the scene, and their highest level ban becomes a scar. If a
brigand is taken out in this way, all other bans are erased.

Tekla’s player marks her last stress as she’s thrown off
Drancaster Bridge into the river below. Tekla’s player decides she
doesn’t want to add drowning onto an already pretty terrible day,
and says her character is taken out. The GM suggests that Tekla is
washed downstream and will wake up later on the banks of the
river, and Tekla’s player agrees.

Tekla has a ban on touching iron as a level 1 ban, which becomes a
scar. Tekla’s player erases the iron ban from her level 1 ban slot
and marks it down as a scar. She also clears her stress track.

When a ban becomes a scar, it is erased from the ban slot on the
background sheet, but the mechanical effect persists. A scar may
heal over time, usually as the result of completing a long-term
project.



If a brigand chooses to remain in the scene after filling their
stress track, the mask they are wearing takes hold. For the
duration of the foray or scene, the brigand may not refuse a mask
bargain in-character, though safety rules always apply, and the
player retains final say over their character’s actions.

Ifig is in the middle of fierce fight with a gang of powdermen
when he runs out of stress and essence. Ifig’s player decides that
now is the time to go all-in, and narrates how Ifig’s mask, the
Mask of Violence, takes hold.

As Ifig continues to Skirmish the powdermen, the GM offers a
mask bargain that Ifig will be consumed by his bloodlust, and will
need to be literally dragged away from the fight when it’s time to
go. Ifig’s player decides this is in keeping with Ifig’s character
and makes no objection.

Teamwork Maneuvers

When a team of brigands works together, they have access to four
special teamwork maneuvers. The four maneuvers are:

● Assist another brigand who’s rolling an action.
● Lead a group action.
● Protect a teammate.
● Set up a character who will follow through on your action.

Assist

When you assist another player who’s rolling, describe what your
brigand does to help their character. Take 1 stress and give them
+1d to their roll. You might also suffer any consequences that
occur because of the roll, depending on the circumstances. Only
one character may assist a given roll. If you really want to help



and someone else is already assisting, consider performing a set
up action instead.

A character may assist a group action, but only if they aren’t
taking part in it directly. You decide which character in the group
action gets +1d.

Lead a group action

When you lead a group action, you coordinate multiple members
of the team to tackle a problem together. Describe how your
brigand leads the team in a coordinated effort. Do you bark
orders, give subtle hand signals, or provide charismatic
inspiration?

Each brigand who’s involved in the group action makes an action
roll (usually using the same action) and the team counts the
single best result as the overall result for everyone who rolled.
However, the character leading the group action takes 1 stress for
each brigand that rolled 1-3 as their best result.

The group action result covers everyone who rolled. If you don’t
roll, your character doesn’t get the effects of the action.

Your character doesn’t have to be especially skilled at the action
at hand in order to lead a group action. This maneuver is about
leadership, not necessarily about ability.

The brigands need to sneak past a few patrols of guards in order
to enter Lord Shrieve’s manor. Hable takes point, scouting the
grounds briefly and asking the other players if they’d like to Prowl
along the nearby walls as a group action in order to enter the
manor. The other brigands agree, and since it’s Hable’s idea, he
offers to lead the group action.



Since all brigands are participating in the group action (they all
need to enter the manor, after all), they each roll their Prowl and
announce their highest result. Hable happens to get the highest
roll, a 6, and so the brigands will successfully sneak across the
garden, avoiding the bit-blood patrols.

However, Tekla’s player rolls a 2 as her highest result, a failure.
As the leader of the group action, Hable takes 1 stress and
narrates how he covers for Tekla, quickly pulling her behind a
hedge when a bit-blood passes nearby.

Leading Allies

You can also lead your allies with a group action. Roll Command if
you direct their efforts, or roll another appropriate action rating
if you participate alongside them. Your allies will roll dice equal to
the relevant aspect you are using.

Hable makes contact with a circle of loyal Scribblers in Stamleigh,
and convinces them to help him infiltrate a ball at the local lord’s
manor. The Scribblers will aim to bog the guests down in dry,
boring conversations, leaving the guests practically begging for a
more interesting conversational partner, in this case, Hable.
Hable’s player will roll Consort and lead a group action, while the
Scribblers roll the rebellion’s influence.

Protect

When you protect, you step in to face a consequence that one of
your teammate’s would otherwise face and suffer it for them. You
may roll to resist it as normal. Describe how you intervene.

Ifig and Ennor are fighting a group of powdermen mercenaries.
Ifig Skirmishes up close and personal while Ennor Hunts with his
longbow from a distance. When Ennor fails a hunt roll, the GM
narrates that the powderman he was hunting quickly dives out of



the way, returning fire and inflicting moderate harm as the
powderman’s shot shatters Ennor’s collarbone.

Ifig is unhappy with the idea of his ranged support getting shot in
the middle of the fight, and declares that he’ll protect Ennor by
diving in front of the bullet. Ifig narrates that the bullet catches
against his plated jacket armor, soaking the harm. Ifig marks off 3
load for using the plated jacket, but takes no stress. “Your fight’s
with me, bootlick,” Ifig growls menacingly.

Set up

When you perform a set up action, you have an indirect effect on
an obstacle. If your action has its intended result, any member of
the team who follows through on your maneuver gets +Effect or
improved position for their roll. You choose the benefit based on
the nature of your setup action.

The brigands are attempting to sneak into a grand fȇte thrown by
the vampire lords and ladies of Drancaster, but they don’t exactly
have an invitation. Typically, sneaking into such a gathering
would be desperate.

Merryn announces that he’d like to try creating a distraction,
quickly Tinkering with a faulty gas pipe on the roof of a nearby
building. Merryn’s roll succeeds, and all but one of the doormen
rush off to investigate the nearby disturbance. The rest of the
brigands seize the opportunity, Prowling in with risky position
instead of desperate due to Merryn’s set up action.

This is a good way to contribute to an operation when you don’t
have a good rating in the action at hand. A clever set up action
lets you help the team indirectly. Multiple follow-up actions may
take advantage of your set up (including someone leading a group
action) as long as it makes sense in the fiction.



Later on, Ifig challenges a vampire courtier to a duel in the
manor’s courtyard. Tekla announces that she’d like to do a quick
flashback to her poisoning the vampire duelist’s goblet of
bloodwine with some ashwood as a set up action. Her Finesse roll
succeeds, and Ifig will have +Effect against the now weakened
vampire duelist.

Since a set up action can increase the effect of follow-up actions,
it’s also useful when the team is facing tough opposition that has
advantages in tier, threat, quality, scale, and/or potency. Even if
the brigands’ effect level is reduced to zero effect due to
disadvantages in a situation, the set up action provides a bonus
that allows for limited effect.

Fortune Roll

A fortune roll is a tool the playgroup can use to disclaim decision
making. You use a fortune roll in two different ways:

1. When you need to make a determination about a situation
the brigands aren’t directly involved in and don’t want to
simply decide the outcome

Two rival vampire nobles, Lord Shrieve and the
Houndsmistress, are engaged in a vendetta against one
another. When one of the brigands investigates how this
internal conflict is progressing, the GM makes two seperate
fortune rolls for each vampire, rolling a number of dice
equal to each vampire’s tier, three dice each since they are
both Tier 3 Kine vampires.

Lord Shrieve rolls a 6, while the Houndsmistress manages
only a 4. The GM narrates how Lord Shrieve had great effect
and has managed to considerably undermine the
Houndsmistress’s position at court. Meanwhile, the



Houndsmistress only gained standard effect from her roll,
which the GM narrates as a few secret raids on Lord
Shrieve’s holdings.

2. When an outcome is uncertain but no other roll applies to
the situation at hand

While pilfering the workshop of an alchemist, Tekla inhales
dangerous fumes, choking the life from her. As control of her
body slips away, Tekla grabs a random potion bottle and drinks it
down. Will the arcane concoction cure her affliction? Will it
poison Tekla to near-death? Who knows? The GM makes a
fortune roll to see how it turns out.

When you make a fortune roll, you may assess any rating to
determine the dice pool of the roll.

For example, when a faction or enemy force takes an action with
uncertain outcome, you might use their tier or one of the
rebellion’s aspects as the rating to make a fortune roll.

If no trait applies, roll 1d for sheer luck or create a dice pool (from
one to four) based on the situation at hand. If two parties are
directly opposed, make a fortune roll for each side to see how
they do, then assess the outcome of the situation by comparing
the results.

The fortune roll is also a good tool to help the GM manage all the
various moving parts of the world. Sometimes a quick roll is
enough to answer a question or inspire an idea for what might
happen next.

Other examples of fortune rolls:

● The brigands instigate a war between two rival vampires,
then sit back and watch the fireworks. How does it turn
out? Does either side dominate? Are they both made



vulnerable by the conflict? Make a few fortune rolls to find
out.

● A strange sickness is sweeping Cardenfell. How badly is a
village hit by the outbreak? The GM assigns a tier to the
plague, and makes a fortune roll to judge the extent of its
contamination.

Fortune Roll

● 1d for each trait rating
● +1d for each advantage
● -1d for each disadvantage
● Critical: Exceptional result/Great, extreme effect
● 6: Good result/Standard,  full effect
● 4/5: Mixed result/Limited, partial  effect
● 1-3: Bad result/Poor, little effect

Flashbacks
In Brinkwood, the mechanics do not distinguish between actions
made in the present and actions made in the past. At any time, a
player may call for a flashback in order to take an action in the
past that would affect the current situation.

The GM sets a stress cost for activating a flashback based on the
complexity and likelihood of a given opportunity.

0 Stress: An ordinary action for which the brigand would have
had ample opportunity: Surveying the vicinity of the vampire’s
manor, so as to know its general layout.

1 Stress: A complex action or an unlikely opportunity: Finessing an
ashwood stake into a hiding spot near the manor wall, so as to
have one ready after being searched by the guards.



2 (or more) Stress: An elaborate action that involved special
opportunities or contingencies: Studying an ancient vampire tome
that contains intricate knowledge of the blood magic used to seal
the lost spirits who defend the manor, and how to negotiate with
them for their aid.

After the stress cost is paid, a flashback action is handled just like
any other action. Sometimes it will entail an action roll, because
there’s some danger or trouble involved. Sometimes a flashback
will entail a fortune roll, because you just need to find out how
well (or how much, or how long, etc.) something went.
Sometimes a flashback won’t call for a roll at all because you can
just mark the stress and its goal is accomplished.

If a flashback involves a downtime activity, mark a tick in the
resupply clock for it instead of paying stress. The GM has final
say over what downtime activities can occur during a flashback,
but in general, only command cohort, requisition asset, or hone
equipment are appropriate.

Flashbacks can be immensely powerful, and their exact scope,
and usage of, should be negotiated by your group. When in doubt,
think about your established tone and whether a particularly
powerful or dramatic flashback will help your entire group have a
good time.

Gathering Information

When you want to know something specific about the fictional
world of Brinkwood, your brigand can gather information. The
GM will ask you how your brigand gathers the info (or how they
learned it in the past).

If it’s common knowledge, the GM will simply answer your
questions. If there’s an obstacle to the discovery of the answer,



an action roll is called for. If it’s not common knowledge but
there’s no obstacle, a simple fortune roll determines the quality
of the information you gather.

Each attempt to gather information takes time. If the situation
allows, you can try again if you don’t initially get all the info you
want, but often the opportunity is fleeting and you’ll only get one
chance to roll for that particular question.

Investigation

Some questions are too complex to answer immediately with a
single gather information roll. For instance, you might want to
discover the network of contraband smuggling routes in a city. In
these cases, the GM will tell you to start a long-term project that
you work on during downtime, called an investigation project.

You track the investigation project using a progress clock. Once
the clock is filled, you are rewarded with the following:

● You have the evidence you need to ask several questions
about the subject of your investigation as if you had great
effect on a gather information roll.

● Any engagement roll (see page XX) that follows up on an
investigation gains +1d.

Gather Information Summary

Ask a question and make an action roll or a fortune roll. The GM
answers you honestly, with a level of detail depending on the
effect level.

Fortune Roll: Crit: Great effect, 6-4: Standard Effect, 1-3: Limited
Effect



● Great: You get exceptional details. The information is
complete and follow-up questions may expand into related
areas or reveal more than you hoped for.

● Standard: You get good details. Clarifying and follow-up
questions are possible.

● Limited: You get incomplete or partial information. More
information gathering will be needed to get all the
answers.

Experience and Advancement
At the end of each session, the group should discuss the XP
questions asked at the bottom of the background sheet for each
character, as well as each mask used. XP gained from the
background sheet should be recorded in the XP clock on the
background sheet. When the XP clock fills, mark a new dot in an
action rating of your choice.

XP gains from the questions on the mask sheet should be
recorded on the mask XP clock. When this bar fills, the group
should discuss whether to add a new special ability to the mask or
to add an action dot to one of the mask actions. The player who
last used the mask has the final say on how to use this
advancement.

Background XP

At the end of each session, mark 1 attribute XP...

● If you brought into play your upbringing, profession, or
personal history.

● If you took a course of action because of or expressed your
tragedy, triumph, or scars.



● If you brought into play some aspect of your relationship to
your fellow brigands, the rebellion, the Masks, or the Fae.

Mask XP

At the end of each session, mark 1 Mask XP (or 2 if performed
multiple times)...

● If you fulfilled your oath.

● If you defeated a vampire of a higher tier than your highest
aspect.

● If you fulfilled the condition unique to your mask.

Tragedy to Triumph
Tragedy is the prime motivator for brigands, but it cannot sustain
them forever. Eventually, the sorrow and rage of tragedy is
replaced by the joy and hope of triumph. When your character has
found their purpose in the revolution, or has something they
want to accomplish—something bigger they’re fighting
for—re-write their tragedy into a triumph. Some examples might
be:

● I am the bedrock of the rebellion; though I weather, I will
not break.

● I have tasted the blood of my oppressor, and will hunt and
hunt again.

● Though my family is gone now, I am mother to many—the
mother of a revolution.



Death, Veterancy and Retirement
As time passes, your brigands may begin to feel the weight of
their scars, or gain so much experience that their value to the
rebellion is better served behind the front lines.

When a brigand gains their 18th action dot, they become a
veteran. The player may continue to play the brigand, but the
brigand will not gain any more XP.

The player may at any time choose to promote their veteran to a
vanguard. Vanguards increase the rank of one rebellion aspect,
and players are encouraged to create a new brigand to play as.

Tekla gains a new action dot, bringing her to a total of 18 action
dots. Tekla’s player decides that her story is about wrapped up
and decides to promote her to a vanguard. She narrates how Tekla
takes over organizing the alchemical labs in the rebellion-held
town of Stamleigh, increasing the rebellion’s force.

Her player brainstorms a new character, an apprentice of Tekla’s
named Sparrow who takes up her teacher’s former place in the
rebellion.

When a brigand earns their fourth scar, they retire. The rebellion
has taken its toll and the time has come for their story to end. The
player narrates how their character steps away from the front
lines, either by retiring to the ranks of an allied faction, through
the sacrifice of their life in a climactic battle, or by any other
means the player chooses.

Hable marks his fourth scar, and his player decides it’s time for
him to retire. He joins the ranks of the Fletchers, putting his
talents as a thief and a marksman to good use training the next
generation of archers and scouts. Hable’s player decides it’s time



for a change of pace and introduces Tines, a brash deserter with a
chip on his shoulder and a penchant for rushing into battle.

Whether a brigand is dismissed through becoming a vanguard or
retirement, the next brigand their player creates gains bonus
action dots equal to their previous brigand’s scars.

Tines takes over for Hable, and inherits four bonus action dots
due to Hable’s scars. Tines is no novice; his career has made him
an expert in both Command and Skirmish.

[Image: Ifig Scene]

Character Creation
Every player except the GM will create a player character, referred
to in this text as a brigand. You will build one Fae character
together as a group. It is the GM’s role to guide and help the
players during character creation. It is recommended that you
read through these sections one by one, and consider printing off
multiple copies of this section for each player.

1. Folk and Look

Choose any mix of Folk you like and record it on your background
sheet. This represents your character’s ancestry and heritage,
and while it has no mechanical effect on the game, you may
choose to have it affect the Look of your character.

2. Upbringing

Choose an Upbringing for your character, and select one trait and
associate from your chosen Upbringing.

3. Profession



Choose your brigand’s former Profession, and select one trait
from those listed and one associate. Next, mark down a dot in the
action listed under your Professions’s training.

4. Class

Choose a Class for your brigand, and mark down the action dots it
gives you.

5. Action Dots

After choosing your Profession and Class, you should have 4
action dots on your background sheet. Assign 3 additional dots,
for a total of 7. Keep in mind that these dots may not raise an
action rating over 3 dots.

6. Tragedy

Mark down your character’s Tragedy, the inciting incident that
caused them to leave their old life behind and join the rebellion.

7. Bonds

Choose Bonds for your brigand, be it to people, places, pastimes,
or something else entirely that reminds your brigand why they
fight. A brigand can reconnect with their bonds as a downtime
action to recover stress. Typically, one or two bonds will suffice,
with a maximum of three bonds being the limit for most
brigands.

8. Fae Pacts

Choose a Fae Pact for your character. Your brigand will swear
oaths on this Pact to gain essence and be rewarded with XP if they
fulfill its terms.

9. Name, Alias, and Pronouns



Next, choose a Name and Alias for your brigand. Most folk in
Cardenfell go by a given name, with only noble houses claiming
family names. Peasant folk typically give their profession or
village as a last name i.e., Gwenneg the Miller or Aedel of
Cliffsblack.

Aliases can be anything you choose, and may serve as a “nom de
guerre” for your brigand.

Finally, note down the pronouns your brigand should be referred
to with.

Names: Gaël, Gwenneg, Judoc, Ronec, Luhan, Matelin, Kirill,
Gothian, Jovan, Katarin, Ahez, Lizig, Servanne, Gaid, Maele,
Awen, Riwanez

Aliases: Hooks, Fetch, Thicket, Lark, Badger, Oak, Laurel, Delight,
Crow, Fox, Red, Jacket, Feathers

Folk
Legends say that in the Old Kingdoms, the folk of the world were
often distant from one another. Separated by culture, geography,
and language, the folk of the world nonetheless slowly grew
together. Now, none can truly claim a “pure” heritage without
sounding like a dolt, as the fortunes, cultures, and peoples of the
world have integrated and woven together. Some characters may
show signs of their ancestry in their appearance, while others will
not.

Saltfolk
Saltfolk were the most common folk in the Bloody Isles during
the Old Kingdom, and many count at least a few Salters among



their ancestors. Saltfolk are diverse in all things, and culturally
tend to seek accord and agreement with one another.

Look: Tall, short, plump, skinny, dark, tanned, hardened, soft,
cheery, dour.

Sylfolk
Sylfolk are people of the woods, and their legends claim that the
first of their kind grew from the soil.

Look: Tall, stocky, broad, willowy, multicolored, sun-dappled,
oak-skinned, emerald-skinned, leaf-haired

Fairfolk
The fairfolk, or “elves,” are descended from the fae of the wilds
who fell in love with other folk of the world. They are marked by
their extremes, in beauty and in stature, and they can appear
almost otherworldly to some.

Look: Tall, lanky, cherubic, alien, gaunt, gleam-eyed, twisting,
willowed

Dvarfolk
The dvarfolk, or “dwarves,” are an industrious people who once
lived in great holds of stone and in clever mines dug into
mountains. Their descendents tend to be a bit on the stockier and
shorter side, and their culture values endurance and fairness in
all dealings.

Look: Short, stocky, broad-shouldered, well-muscled, rough,
bearded, sharp-eyed



Deepfolk
The Deepfolk come from the sea and the rivers, descended from
merfolk and other peoples of the ocean, who followed their
curiosity to find love and acceptance among the sailors that plied
their waters.

Look:Scaled, wide-eyed, gilled, tattooed, befinned, azure,
emerald

Beastfolk
Beastfolk are as diverse in their nature as the beasts they
resemble, taking features of fur, horns, claws, and hooves down
from their ancestors.

Look: Ram-horned, stag-horned, befurred, clawed, satyr-hoofed,
bepawed, snouted, winged, betailed

Scalefolk
Scalefolk descend from small, scaled races of beastfolk, varying
from dragonfolk, to goblins, to kobolds.

Look: Emerald, auburn, shining scales, forked tongue, slick,
long-eared, nimble

Upbringing
While vampire propaganda preaches that any folk may rise to
stations of power and influence if they are only willing to work
hard enough, in actuality most of a person’s life on the Bloody
Isles is decided by their upbringing.



Foundling
You were not born, per se, but found. Left near the Brinkwood
when times grew lean and another hungry mouth was
unwelcome, your fate seemed grim. But then you were taken in,
possibly by a kindly villager, or perhaps by a curious fae of the
wild. Your adoptive parent loved you and raised you into what you
are today.

Traits:

● Fae-loved: Raised by the fae, they take a special interest in
you. They may offer you things, provide guidance, and
generally dote upon you.

● Village-raised: It takes a village, or so it is said. To take in a
foundling is said to bless a village, and you were raised by
many hands. Choose a village as your home and you are
always welcome there, no matter what.

Associates:

● Ather, a beast you met in the forest.

● Holgin, a village elder who taught you near everything you
know.

Peasant
You were born into hardship. Your parents were simple
sharecroppers who did their best, but were often tired and worn
down from their labors and anemia. Still, the adversity
strengthened you, hardened you, and taught you a few things
about the natural world.

Traits:



● Farmer’s Knack: You know a thing or two about
agriculture, farming, seasons, and raising livestock. You
can assist competently with farm work. Gain +Effect
whenever this knowledge and competence would help you.

● Peasant Song: You know the best manners, jokes, and tone
to take with your fellow peasants to help win their trust.
Gain +Effect whenever this knowledge or competence
would help you.

Associates:

● Ovan, another youngster from a neighboring farm

● Qain, the baker your family brought their grain to

Scion
You were raised in the lap of luxury, your every whim catered to
by your parents and their servants. You drank blood sterling, and
for a time blinded yourself to the pain and agony your good
fortune was built on. But such ignorance cannot last, and
eventually you turned away.

Traits:

● Light Mesmerizing: You learned the basics of mesmerizing
your fellow folk, to make them more pliable to your will.
Funny, no one mentioned it also works on vampires.

● Quick-Drain: You learned how to quickly drain the blood
from a body. A grisly task, but a vampire can be drained
just as quickly as anyone else.

Associates

● Quell, a loanfang charged with protecting you



● Samsor, a servant who attended you as a child

Cogscamper
When the blood rent came due, you were sold or seized by a
landlord and put to work in a mine or factory as a “cogscamper,”
a small child laborer who can squeeze between the billowing
machines, scamper down tight tunnels, or sweep the
soot-stained chimneys. It was arduous, dangerous work, and
many of your fellows were taken by a black cough or maimed by
an errant loom. But you survived, “graduating” when you grew
too tall to scamper and sweep, a crust of bread and a dram or two
of blood sterling your only severance.

Traits:

● Cogscamp Veteran: Having survived the factories, you
learned a great deal about them. You also can Command a
certain amount of respect from your fellow workers. Gain
+Effect whenever this knowledge or competence would
help you.

● Scampsense: You don’t survive the factories without being
very lucky or very observant. You will always have a chance
to avoid a trap, machine, or other environmental danger.

Associates:

● Fillin, an unlucky cogscamper who lost a limb

● Pullo, the “head” cogscamper who taught you what you
needed to know

Apprentice
Your parents were able to scrape together enough blood, silver, or
connections to have you apprenticed to a master craftsman or
merchant. You worked long hours learning your master’s craft or



going over their books, enduring harsh punishments for simple
mistakes, and working your fingers to the bone. But by the end of
it, you knew a trade or how to balance a ledger. Valuable skills…
until they devise a machine to replace you.

Traits:

● Keen Eye: You know good or shoddy work when you see it.
Gain +Effect whenever this would be helpful.

● Bookish: You are proficient in searching through records,
documents, and papers to pull out relevant information.
Gain +Effect whenever this would be helpful.

Associates

● Anndr, a fellow apprentice

● Vogan, your master who taught you your trade

Student
You had the good fortune to be born into a family that could
afford to send you off for proper schooling. Perhaps you studied
diligently; perhaps you took the opportunity to learn the ways,
manners, and games of high society. Either way, you’re
reasonably sure you got your parent’s money’s worth.

Traits:

● Educated: You have a proper education, granting you the
ability to read and write in several languages, understand
natural philosophy, and do a bit of arithmetic. Gain +Effect
when this knowledge or competency would help you.



● Etiquette: You know the manners, etiquette, and subtlety
necessary to survive in ennobled circles. Gain +Effect when
this knowledge or competence would help you.

Associates

● Cullugh, another student who came from a wealthy family

● Dr. Avern, a teacher who took a special interest in you

Faithful
Some children are said to have a touch of the divine. Perhaps they
have a knack for easing the troubles of others, or maybe they hear
words or see signs that are invisible to everyone else. Whatever
the reason, such children are usually secretly raised in the
traditions of the Old Faith.

● Faithful: Such is your faith that it allows you to push past
injuries to your flesh. Expend special armor to cancel one
harm consequence.

● Truesight: Choose one of the following sights:
○ Step: You may see the footsteps of others
○ Heart: You may see the hearts of folk
○ Evil: You may see the evil that lurks within folk
○ Sighs: You hear the most ardent thoughts of folk

Associates

● Friar Gallin: A kindly monk who helped raise you

● Corban: A sprite who was your playmate when you were
young



Professions

Poacher
From the Old Kingdom to the Crimson Crown, the prohibition on
poaching in the Lord’s woods remains. Still, when the grip of
winter tightens, and the blood rent comes due, risking the
hangman’s noose for a scrap of meat begins to look like a worthy
trade.

Traits

● Passle: You always have the ability to scrounge up a bit of
meat. Useful for making a good impression with folks or to
trade with if you need it.

● Tracker: You’re experienced in tracking targets over
distances, both in urban and rural environs. Gain +1d when
using this ability.

Training: +1 Hunt

Associates

● Sezig, a former huntsman and ranger

● Illec, a retired fletcher

Cutpurse
Thievery is a common, if risky occupation in the Bloody Isles.
Those who get caught robbing the rich of their blood and silver
can expect little mercy if caught. Still, if you have quick hands and
a good batch of luck, it’s not an awful way to make a living.

Traits



● Thief: Gain +Effect when climbing or breaking into a
location.

● Pickpocket: Gain +Effect when picking someone’s pockets
or picking a lock.

Training: +1 Prowl

Associates

● Ael, a cutthroat assassin

● Ionea, a reliable fence

Friar
Many a second son or daughter of the nobility, or those touched
with a sense of the divine, turn to a life of quiet contemplation in
a monastery. A monastery education is one of the best you can
get, and having access to blessed waters and an actual, readable
prayerbook leads many to doubt the Reformed Faith and the lies
of the vampires.

Traits

● Blessing: Once per session, you can give +Effect to another
brigand’s action.

● Preacher: Gain +Effect to Resolve actions when interacting
with the faithful.

Training: +1 Sway

Associates

● Steon, a doubtful abbot

● Yanna, a wandering minister



Bard
To make one’s coin through song or story is no easy task, but
some hardy few choose it. They serve as scribes when demand for
their art is on the wane, and entertain many a tavern or village
square when the occasion calls for it. Few are those who would
turn away a Bard, and they are welcome in humble hearths and
grand palaces alike.

Traits

● Scribe: The ability to read and write is uncommon on the
Bloody Isles, and the ability to scribe down letters,
histories, bills of sale, or anything else can be quite the
boon. Gain +Effect whenever this would be helpful.

● Song: Gain +Effect when using song or instrument to
entertain.  Useful to earn a bit of coin or entertain
hospitable folk.

Training: +1 Consort

Associates

● Elid, a duplicitous courtier

● Seza, a tavern keeper

Deserter
Conscription is the order of the day among the peasantry, as any
able-bodied folk may be called upon to take up steel to fight for
their lord’s petty vendettas or conflicts. As such, there are many
soldiers that become disillusioned with fighting a pointless war
for a rich man’s profit, and desert quietly into the night.

Traits



● Tactics: Flashbacks where you use your military training to
set up future advantages cost -1 stress.

● Scout: Gain +1d when gathering information about the
vampire’s forces.

Training: +1 Skirmish

Associates

● Seve, a grizzled sergeant

● Gwenael, a practised blacksmith

Healer
The wise women common to villages in the Old Kingdom faced
persecution of their craft by the Crimson Court and agents of the
Reformed Faith, but some still practiced in secret, or passed their
learned craft down to cunning and loyal students.

Traits

● Chirurgeon: You know how to treat basic wounds and
ailments without the aid of masks or magic. You may use
Suture or Tend without wearing The Mask of Torment.

● Barber: You possess a kit of barbers tools, allowing one to
do everything from performing surgery to give a nice
shave. Barbers are welcome most everywhere, and they do
get so very close to their noble patrons…

Training: +1 Study

Associates

● Youn, a cunning poisoner



● Clervi, a banished court physician

Ascetic
To desert one’s home and to venture into the forest is typically a
death sentence, but a few hardy folk make it their practice. You
survived on the fruits of the forest—a canopy of trees for a roof,
branches for your bed—while you contemplated the mysteries of
the universe. Such contemplation may have brought you wisdom,
but it did not grant you the peace you sought. But when the fae
beckoned to you, you traded such disillusionment for clarity.

Traits

● Tranquil: You have learned how to rest deeply, even in
adverse conditions. Recover 1 extra stress whenever you
take the reconnect downtime action.

● Foresight: You may use one free flashback per session.

Training: +1 Attune

Associates

● Azvent, a traveling scholar

● Colledoc, an observant mendicant

Sailor
Trade via waterways and the sea is still the mainstay in the Bloody
Isles, and the cargo rigs and junkers that ply river and wave are
crewed by hardy sailors. Sailors keep to themselves more than
most, and are thus less susceptible to the temptations of the
vampire lords and the blood sterling. Still, the long reach of the
vampires can extend even to the sea, and where the vampires
tread, tragedy likewise stalks.



Traits

● Rigger: You know how to tie knots, climb quickly, and
scramble in and out of tight holds. Gain +Effect whenever
this would be helpful.

● Navigator: You’re well-versed in navigating both on land
and by sea. Gain +Effect whenever this would be helpful.

Training: +1 Survey

Associates

● Breval, a skilled navigator

● Alis, a subtle smuggler

Wastrel
Vast wealth flows easily into the pockets of a select few. The
scions of vampiric houses are those most likely to end up as
wastrels, frittering away the blood and sweat of the peasantry in
games of chance or houses of pleasure. Still, it is a path that ends
only one of two ways: in death and misery, or in renunciation and
redemption. Let’s hope you aim for the latter.

Traits:

● Gambler:  A proper wastrel knows when to switch out some
“special” dice, which usually seem to come up the way
they want. Gain +Effect whenever this would be helpful.

● Paperwork: You can cobble together a smudged writ
bearing an official-looking seal. It is probably long since
expired or irrelevant, but held out to a bailiff or guard who
can’t read, who’s to know? Take +Effect whenever this
would be helpful.



Training: +1 Finesse

Associates

● Gaelle, a well-informed foreign spy

● Fanch, an inveterate gambler

Alchemist
Chemistry is a new science, still blended with old folk practices
and the magic of alchemy. While many of the old formulae are
bunk, the mere existence of blood sterling is enough to vouchsafe
the merits of alchemy. Many a student aspires to be an alchemist
in the court of some crimson noble… But many quickly realize the
dark toll their would-be masters expect from them. To be a rogue
alchemist is to be a living threat to vampiric secrecy—hunted for
the very wisdom you possess.

Traits:

● Resourceful: You may take 2 extra loads worth of items on
every foray.

● Chemist’s Eye: You are always able to identify the most
dangerous alchemical substance present in a scene. You
may expend your special armor to say such an alchemical
of your choice is present.

Training: +1 Tinker

Associates

● Agata, a witch in hiding

● Brigal, a mentor who taught you terrible secrets



Class
When you went into the Brinkwood, you left your old life behind.
You had to learn new skills, unlearn old biases, and leave behind
old things. What emerged from this process is your Class, borne
of your role within your band, and the skills you learned to fill it.
When you choose your Class, note down the action dots you
received in the action section of your background sheet.

Vanguard

● 2 Command

● 1 Skirmish

Herald

● 2 Sway

● 1 Finesse

Messenger

● 1 Prowl

● 2 Consort

Ranger

● 1 Prowl

● 2 Survey

Rogue

● 2 Prowl

● 1 Hunt

Mage

● 2 Study

● 1 Attune

Warrior

● 2 Skirmish

● 1 Wreck

Saboteur

● 2 Wreck

● 1 Prowl



Tragedy
No one upends their life, flees into the woods, and fights in a
revolution on a whim. Your character, like many others, was
motivated by a tragedy, be it political, social, economic, or
personal. Perhaps your village was burned down. Maybe you knew
someone who was unjustly executed by the local lord. Or maybe
one day you saw the last of your family ripped apart because they
could not afford to pay the blood rent.

It is recommended that you tie your tragedy into your brigand’s
history, either by invoking a connection between your tragedy
and the vampires who rule Cardenfell. Alternatively, tie your
tragedy into the demesne of the Vampire Lord or the themes of
your game.

Whatever your tragedy, write it down. The memory of it will keep
the fire within you burning hot on those cold nights in the forest.

Bonds
While your tragedy may have brought you to the brink of despair,
it was your bonds that kept the spark of hope alive inside you.
Bonds are the people, places, or activities your brigand returns to
when in need of solace, comfort, and rest. Listed below are
several categories and examples of potential bonds, though you
are encouraged to invent your own as well.

Hobbies: Sporting, Games, Cards, Bird-watching, Archery,
Wrestling, Cooking, Darning and Stitching, Weaving, Carving

Places: A childhood hideout; a favorite tavern or inn; the banks of
the Cardenfell River; a hidden grove of the Brinkwood; the village
square of your hometown



People: A favorite niece or nephew; your wife, husband, or
children; an old friend or rival; a kindly mentor or gracious lover

Note: There is a trend in some tabletop roleplaying games to
attack or threaten the people who matter the most to player
characters. In Brinkwood, it is highly encouraged that any danger
or risk to a brigand’s bonds be carefully negotiated and that
ultimate agency be left to the player. In the event that a brigand
becomes unable to reconnect with their bonds, they must form
new bonds in order to recover stress.

Associates
By now, you should have selected two Associates from those
listed in your upbringing and profession. These represent
friends, contacts, or allies that you developed over the course of
your life. During forays and engagement rolls, they can be
invoked along with your conclave allies (see page XX) and bonds
to gain bonuses to engagement or to assist you in their areas of
expertise. As a group, your associates, conclave allies, and bonds
are referred to in the text as your associates and allies. The GM
has the final say as to whether or not an associate or ally is
available and willing to aid you.

Fae Pacts
The fae do not lend their power to the unsure or uncommitted.
The price they ask for their help is simple: an oath, written in
your own blood, to follow a Fae Pact. This oath will allow their
essence to flow through you, feed your mask, and lend you the
power you need. Choose your Pact from the list below, and
consider carefully why your character chose to swear themselves
to it. Changing your Pact can only be done with great



consideration, and would require a rededication ceremony,
performed by your entire band and your Fae.

Before each foray, you can swear an oath that the next time you
wear a mask, you will honor your Fae Pact. When you do so, you
will gain essence. But beware, if you fail to honor your oath, the
mask will haunt you, demanding you fulfill your bargain until it is
done, causing you stress. Finally, if you honor your Pact, you will
earn experience for your chosen mask.

You swear a Pact of Vengeance, to humble the proud, to punish
the wicked, to succor the weak, and exact retribution.

You swear on a Pact of Justice, to balance the scales, to free the
chained, to cast down the oppressor, to let the blood of the
wicked flow in the streets and the cries of the powerless be heard.

You forswear yourself in Solidarity, to stand with the weak, to
shoulder their burdens, to meet their pain as your own.

You take up the Pact of Freedom, to liberate, to destroy, to burn
down every corrupt institution that comes before you, and to let
free the raucous joy within your very soul.

You swear a Pact of Wisdom, to lay your plans carefully and
precisely; to follow through on your promises while remembering
your failures; to wait for the right moment and then strike,
decisively and entirely.

You swear a Pact of Industry, to create, to forge, to build
friendships and alliances; to stoke the flames of passion, to cool
and temper fury, and to hone yourself and your comrades into the
finest blade ever to plunge into the heart of evil.

You swear your Pact to Beauty, to write, to paint, to inspire and
sing and celebrate; to demand bread as well as roses, to feed



hearts and minds as well as stomachs; to find love, to share hope,
and to build a world as marvelous as any yet imagined.



The Fae
“The Fae” is a loose descriptor attached to a group of beings who
inhabit the Brinkwood, and likely many of the other deep woods
and forgotten places of the earth. They are terrifying to behold, as
strangely beautiful as they are alien. Their conception of other
folk is difficult to explain, and they communicate only with great
difficulty. In general, they prefer to avoid others, but strange
times have made them into strange allies.One fae has come
forward to aid your band in your shared struggle, granting you a
piece of their forest and gifts that will allow you to fight the
vampires on equal footing.

The Fae Courts
As the fae warred against the Crimson Crown, they split
themselves into four “courts.” The courts are allied in their goals,
but split on the best method to achieve them.

In choosing your Fae, you should also choose the Court they
belong to.

Spring, The Court of Roses
A thousand springs shall bloom, and from a thousand gardens
shall our roses grow.

The fae of the Spring Court believe that mass movements, going
beyond all borders, are the key to overthrowing the Crimson
Crown, and they take inspiration from the revolutions that have
dotted the Crown’s colonies. They have largely been the most
successful, as more and more former colonies break away from
the Crimson Crown each day. Still, some question if all the



lessons of decolonial warfare can be applied to an imperial core
such as Orslae or the continent.

Aspect: The Court of Roses values mass organization, and are
quite capable of helping you tend to basic necessities. Start at
Rank 1 in organization.

Specializations: Rallies, Riots, Meetings, Propaganda, Deeds,
Legends

Summer, The Court of Flames
Let the fire catch the very heart of wickedness; let it consume the
vampire in his dwelling, and from the ashes a new world shall be
born.

The Summer Court emphasizes the importance of fighting in the
imperial cores of the Crimson Crown, in overthrowing the
vampires at the heart of their power. They seek to bind together
the disparate factions within Orslae to form a rebellion that will,
from within, burn out the very heart of vampiric corruption.

Aspect: The Court of Flames is skilled in the ways of guerrilla
warfare, training they are more than happy to pass onto you.
Start at Rank 1 in force.

Specializations: Ambushes, Traps, Smuggling, Etiquette,
Assassination, Warfare, Logistics

Autumn, The Court of Leaves
A thousand pages, a million words, kept warm in the hearts of
folk shall never fail.

The Court of Autumn focuses their efforts on the philosophy and
soul of revolution, emphasizing the importance of teaching,
education, and discussion, in order to build the “consciousness”
necessary for the overthrow of the vampires. Some deride them



as more passive, but their slow, steady path is always active,
always teaching, tending a garden of thought that shall never
truly wither.

Aspect: The Court of Leaves has carefully cultivated influence
across centuries, and what remains of their contact network is
yours. Start at Rank 1 in influence.

Specializations: Stealth, Education, Information Gathering,
Secrets, Magic

Winter, The Court of Frost
The frost does not plot, or plan, or scheme. Slowly, surely, it
spreads. Winter cannot be stopped—it is as inevitable as the
snow.

The Winter Court takes the position of inevitable victory,
hard-fought though it may be. It considers the overthrow of the
vampires a natural outcome of history itself, one that may only be
expedited by the actions of individuals or revolutions. It focuses
on this acceleration, highlighting the contrasts of the vampires’
lies, driving home the heart of the vampires’ cruelty, and
spreading, slowly but surely, the frost that will crack and destroy
the crumbling edifices of the Crimson Crown.

Aspect: The Court of Frost seeps into the cracks of the world, and
has studied all the routes to power you might pursue. Start with 2
ticks in all aspect progress clocks.

Specializations: Opportunity, Raids, Vulnerabilities, Sowing
Dissent, Manipulation, Survival

Your Exquisite Fae
Your Fae should be designed collaboratively. As the GM, hand out
slips of paper from the exquisite fae handout, one to each player.



If you are playing with three other players, take one for yourself.
If you are playing with four other players, discard the last paper
slip.

Have the players secretly answer the first question, then pass the
slip clockwise, with each player answering a subsequent question
on the slip until it is completed.

Next, read the following aloud:

Your curious Fae did not show themself wholly to you (at first).
They spoke and whispered their true nature, until they lead you to
meet your companions in a small clearing. There, you spoke of
what the Fae told you of themselves, and as you spoke, your Fae
did appear.

Have each player describe the features of the Fae on the sheet of
paper they ended up with, in character if they so choose.

As a GM, next ask these questions of your players, either as a
group or written down privately. From the answers and the
descriptions of the Fae detailed previously, a “picture” of the Fae
should begin to emerge.

● What terrifies you about this Fae?

● What enthralls you about this Fae?

● What was the first physical feature you noticed in this Fae?

● What did this Fae do or say to convince you of their good
intentions?

● What aid, mercy, or comfort did this Fae offer you? How did
you respond?

● What do you admire most about this Fae?



As the GM, choose the True Name of the Fae, as well as their Title.
Playing as the Fae, speak your True Name, bid the brigands say
why they have come. This is a chance for your players to talk
about the tragedy they have chosen, in character, if they so wish.

As the GM, have the Fae, in their own words, promise an answer
to the tragedies that have brought the brigands together.
Considering their Court, promise them the Masks, and offer them
a secret about the Masks, should they swear their oaths.

The Nature of Masks
Your group should decide on what precisely is the nature of the
Masks the Fae will offer them. Choose from one of the options
below, or invent your own explanation for the Masks:

● The Masks are pieces of your Fae, their emotions, spirit,
memories, and magic woven into each one. Your Fae is,
quite literally, offering you a piece of themself.

● The Masks are ancient weapons, forged centuries ago,
entrusted to the fae. Your Fae cannot wield them, but were
chosen to keep them safe until they were needed once
again.

● The Masks were once siblings who swore themselves to a
noble but doomed cause. When the day was lost, the
siblings forged themselves into Masks, so that they might
carry on a war lost long ago.

● The Masks are literal embodiments of the forces they
describe, made manifest into the real world. They have
always existed, in some form or another, and will exist for a
thousand centuries hence.

● The Masks are carved things of simple wood, indifferent
but for a few carved sigils. It is the blood they drink, the
tragedy of those that wear them, and the oaths they extract
that give them power.



● The Masks grew slowly, over time, as each wearer left a
piece of themselves within them. They carry within the
spirits of multitudes, and when you fall, they will carry you
too.

Swearing the Pact
As a group, choose how you will swear your Fae Pacts, picking
from one of the options below or by inventing your own ritual.

● Spill blood upon an ancient stone altar as you speak your
Pact, and swear to spill the blood of the vampires.

● Hold your hand within a magical flame and do not cry out
as you meditate upon the suffering of the world, and upon
your Pact.

● Whisper a secret to a companion. Swear to never speak of it
again until your Pact is honored.

● Each of you fletch an arrow, and speak your Pact into its
ashwood. Swear that the arrow shall pierce the heart of the
Vampire Lord.

Once you’ve decided how you will swear your Pact, play out a
short scene where you do so, with each player describing their
brigand’s Pact in their own words, as well as how they swear
themselves to it.

Onto The First Foray…
With your brigands, their Fae, and the seeds of their alliances set,
you should be ready to start your first Foray. However, you may
consider beginning with a “home” scene, having each character
describe how they live in their forest refuge, what actions they
are taking to prepare for their first foray, and how they interact
with their Fae patron. To spur the decision-making of what the



first foray will be, it is recommended that the Fae call the
brigands together, and ask them one of the following questions:

Spring: Our garden will blossom, but first we must sow. You have
friends and comrades whose aid we must secure. I ask you to go
forth and bring me the seeds of our rebellion. Where will you find
this seed?

The players should choose a faction they would like to assist, and
the GM may choose to prepare an interaction with a leader of said
faction, including a goal that the brigands could assist them with.

Summer: The winds blow warm, and there is dry grass and tinder.
Tell me, where shall we strike our first match?

The Fae of Summer hope to start things off with a bang. An
assassination, a raid on a factory, or some other act of sabotage or
show of defiance is what they’re after.

Autumn: The leaves fall from my forest, but must be gathered
together. Where will you go to find me my leaves? What will you
teach? What will it cost?

A Fae of Autumn wishes that the players go out amongst the
populace and strike a blow that will raise the consciousness of the
people. What action can the players take that might endear them
in the hearts of the populace? The assassination of a greedy tax
collector? A prison break? An execution interrupted?

Winter: Frost gathers on the tips of our forest leaves, but we must
shake the bough. Many are the cruelties of the vampires. Many
are the contradictions of their rule. Where will your avalanche
begin?

The Fae of Winter hopes that the brigands will go forth and
illuminate, expose, or reveal some cruelty of the vampires. Will



they perhaps save some vampire’s latest meal? Will they gather
evidence of injustice?



Masks
The Masks are the Fae’s most potent gifts, given with special care
and great trust, to be worn, to be used, but then put aside. Most
importantly, the Masks feed upon the blood of vampires as their
users do, gaining in power as they are put to use.

Physically, The Masks look rather nondescript. Plain things of
bark and wood, rough-hewn, easy to confuse for a child’s
plaything or a mummer’s mask. But when worn with intent and
conviction, they shift and change, taking on aspects of their own
dread nature, combined with the inner nature and expression of
the wearer. In practical terms, you decide what a mask looks like
when you play it. Its appearance may shift and change with time
and will certainly change from wearer to wearer.

Donning the Mask
At any time during a foray, a brigand can flashback to which
mask their character brought with them and wear it. When a
brigand dons a mask, they must choose whether to pledge an
oath to honor their Pact. If they do so, they will gain essence, but
will need to take actions that honor their Pact during the foray.

Players should choose their mask based on what they feel the
situation calls for and what abilities they might need. Note that a
player’s choice is far from permanent; it is meant to change from
foray to foray. A brigand might wear The Mask of Terror one
session, and The Mask of Violence the next.

Oaths and Pacts
When a brigand swears an oath to honor their Pact, they agree to
take action during the foray that aligns with their Fae Pact. The
player then rolls a number of dice equal to the oath rating



recorded on their background sheet, and gains essence
depending on the highest die roll.

Oath Roll

Roll 1d for each oath rating:

● Critical: Gain 6 essence
● 6: Gain 5 essence
● 4/5: Gain 4 essence
● 1-3: Gain 2 essence

At the end of the session, the GM and players should discuss
whether or not they honored the oath they pledged. If they did,
they can add a dot to their oath rating. If they did not honor a
pledged oath, they lose a dot in their oath rating.

Adjusting the Mask
Players can choose to adjust their mask when they wear it,
choosing to switch a selected mask ability to one that might be
more useful in their current situation. This can only be done once
per foray when the brigand first puts on their mask.

When a brigand dons a mask, their player should narrate the
mask’s appearance. Describing how it contorts and twists to form
an appearance representative of the character, the mask, and the
interplay and interpretation of the former on the latter.

If a brigand chooses to take off their mask before the end of the
foray, they do not gain any additional essence and may not adjust
their mask if they decide to put it back on later.



Mask Creation
The first time a mask is brought on a foray, the player who
brought the mask should assign 2 action dots to one of the mask
actions and a single dot to another mask action. They should also
choose a mask ability from those listed for the mask.

Each subsequent time a mask is used, even if used by a different
brigand, the action ratings, essence, and mask abilities of the
mask carry over and remain on the mask sheet

Mask Actions
An observant player might ask “Why would I use a mask action
when I have more dots in a similar action?” The answer to this is
two-fold:

First, mask actions are meant to fill in areas where brigands
might be weaker/allow brigands to take any role and be effective.
Therefore, mask actions are designed to be more broadly
interpreted than other actions. For example, Slip can allow a
brigand to disappear into a crowd, Slip a knife into between
someone’s ribs, or Slip something out of a pocket.

Second, mask actions should be treated by the GM as essentially
magic, meaning you should be more lenient in their effectiveness
and what is possible to do with a mask action. A mask action
might allow superhuman feats of physical ability, or even let
brigands employ straight up magic. Each GM and playgroup
should tailor the power level of the mask actions to their personal
tastes.



Mask Abilities
Mask abilities range in their purpose and utility, and are meant to
provide options to the brigands that may not otherwise be usable
in the game. In order to use a mask ability, players must spend at
least 1 essence from the mask, though some abilities may call for
2 in their description text.

In the wording of mask abilities, some will call for an action to be
taken before their effect takes place, while some others take
effect as soon as the necessary essence is spent.

Mask Bargains
The Masks that the brigands don have magic, goals, and
personalities of their own, and they may offer additional strength
to the players in exchange for taking additional risks. Mask
bargains are offers from the mask the brigand is currently
wearing, either asking them to perform some risky action, ensure
a shared goal is completed, or otherwise let the mask act
“through” the wearer. Common mask bargains include:

● Commit to an unnecessary course of action or a more
“complete” solution to a problem.

● Start and/or tick a troublesome clock.
● Add heat from evidence or witnesses.
● Suffer harm.

The penalties for “breaking” a bargain with your mask are the
same as breaking an oath, namely that your brigand will lose a
dot in their oath rating.

Both players and the GM can suggest possible mask bargains, but
the GM has the final say on which bargains are offered. If a player



accepts a mask bargain, they gain +1d or +Effect as the mask
gives the brigand an extra push.

Mask Coherence
If a brigand has an action rating on their sheet that overlaps with
a mask action for the mask they’re wearing, they can choose to
roll the lower of the two action ratings to gain +Effect.
Narratively, this represents the mask “aligning” with the
brigand’s talents in order to make their actions more potent,
deadly, or otherwise effective.

Doubling Masks
It is not recommended to have more than one instance of a given
mask in any given foray. Masks are designed to serve different
narrative and mechanical roles, and duplicating these roles may
detract from the individuality and spotlight of each mask.

Masks and Magic
You may ask, what type of magic do the Masks use? The fae magic
of the Wyld, or the blood magic of the vampires? Again, the
answer is left to your discretion, or is perhaps a mystery to be
discovered through play. One possible explanation, however, is
that these magics are tied together intrinsically in some way.

It may be that the blood of all folk carries magic within it, flowing
into them through their connection to the Wyld. This is perhaps
why the vampires keep so many folk in a semi-feudal state,
preserving the magic in their blood by keeping them connected to
the soil through farmwork and toil. Blood sterling allows a
vampire to “fix” this magic and concentrate it, essentially



transforming them from a conduit of magic into a vessel for it,
able to store “Wyld” magic for later use.

Therefore, we can suppose that the Masks—made from ashwood
that is antithetical to the vampires—instead “release” the
essence of vampiric magic back into its natural state, and that the
transformation from vampiric blood to essence is a bit like
burning fuel to produce warmth.

Masks in the Narrative
The Masks serve several purposes in the narrative and fiction of
the game. They can symbolize the brigands committing to action,
the act of putting them on symbolizing a sort of “go time” where
they leave their previous identities behind.

For the GM, the Masks can be a vehicle for interaction with the
brigands. Consider the Masks stated personalities, or build your
own, and have them occasionally talk back to the brigands.
Ultimately the brigand is running the show, but the mask might
voice their opinion on their performance and options.

Finally, in the fiction, the Masks serve as an immediate disguise
for the brigand’s identities. The Masks morph and change in their
appearance with each new wearer, and while patterns might be
discerned by keener investigators, they separate the brigand from
the immediate consequences of their actions, allowing them to be
bolder, brasher, or more daring than usual.

Terror
[terror mask icon, alongside paragraph]

The Mask of Terror was born of fear and pain. The fear of the lash,
the bludgeon, the rent, and starvation. But fear can become
strength as easily as it becomes hate. Terror can be righteous,



instilled into the hearts of oppressors like a shock, a sudden jolt
of animal empathy. It can be a shield to guard the oppressed, to
give the masters pause, to force the boss, the foreman, the lord to
consider the dangers of pushing a populace too far.

Intended Roles: Defensive, Assault and Social

Potential Looks: Sharp, twisting vines; fierce, circling horns;
wide maws, grinning with razor-sharp teeth; twisted, misshapen
oak

Actions
When you Frighten, you instill fear into others.

● You might sow terror into the ranks of enemy soldiers, or
scare a guard into fleeing. You might also try to influence a
large group of people with fear, but Awe or Command might
be better.

When you Awe, you create a spectacle so fantastic it cannot be
ignored.

● You might gather the attention of a group of townsfolk by
using deft illusions and a booming voice. You might
distract a garrison of enemy troops with a series of
well-timed explosions, but Explode might be better.

When you Disarm, you remove the ability of another to harm you.
● You might use snarling and threats to convince an enemy

to give up a fight, or the deft twirl of a dagger to knock a
blade aside, or soothing words to convince a would-be ally
that you mean them no harm. You might persuade an
angry crowd into hearing your side of the story, but Awe or
Sway might be better.

When you Explode, you use your emotions or literal explosive
devices to make things go “boom.”

● You might use a passionate outburst to convince others of
your cause. You might carefully set a series of powder kegs



around an enemy garrison, wait for the right moment, and
set them off. You might try to gather the attention of a
large group using lights, illusions, explosions, and other
trickery, but Awe might be better. You might use a
detonation, or the threat of one, to cow an enemy into
surrender, but Frighten might be better.

Special Abilities
● No Lords, No Masters: Gain +Effect when either soothing

the souls of the oppressed or inspiring them to action.
● Fear Your Slaves: Gain +1d whenever you try to turn

servants or followers against their master.
● Sow Discord: Gain +1d when you take a set up action to

terrify an enemy force, reducing their scale as combatants
flee in terror.

● No Excuses for the Terror:  Gain +1d when you Awe a
friendly group. You may grant them potency on a success.

● Primal Terror: You may spend 2 essence to summon a
small cohort of ravens, spiders, or rats that you can
Command.

● Silenced Fears: You may expend special armor to cancel a
consequence that increases your heat.

● Shock and Awe: Whenever you perform a desperate action,
pay only 1 essence to take +Effect, as all are shocked and
awed by your sheer audacity.

XP
● If you instill terror into the heart of an oppressor

Violence
[violence mask icon, alongside paragraph]

Violence was the last of its brothers and sisters to be forged. A
blunt instrument, cruel, keen, and vicious. It has no mercy for the



oppressor, no compassion for those that would grind the
humanity of others beneath their heel. It does not negotiate. It
does not waver. It acts, it protects, it directs, and when the last
vampire is slain, it rests.

Intended Roles: Aggressive and Defensive, Assault and Stealth

Possible Looks: Red tears, gashes. Spikes and twisting tattoos,
ram horns, sharp antlers, crimson flowers

Actions
When you Slaughter, you use close, personal violence with
unparalleled viciousness.

● You might fight off a gang of ghouls using only a sword and
a dagger. You might cut through ranks of loanfangs to get
at their vampiric master. You might hold back an enemy
force using only your wits and your blades, but Cover might
be better.

When you sow Carnage, you fight at a distance, using deft bow
work or powder rifles to clash with a foe.

● You might take up a defensive position and rain death
down upon your enemies. You might fight through back
alleys, using rapid-fire arrows to fight off your pursuers,
but Slaughter might be better. You might pick off pursuing
enemies one by one to give a comrade enough time to
escape, but Cover might be better.

When you Direct, you use shouts, orders, planning, and signals to
execute a plan or rally your allies in the heat of battle.

● You might signal for an ambush to begin at the perfect
moment, striking with precise coordination. You might
lead your forces into close combat or ranged attack, but
Slaughter or Carnage might be better.

When you Cover, you use violence to protect your friends and
allies.



● You might rain down arrows from a rooftop to harry and
drive back a gang of powdermen. You might stand between
your allies and your enemies, shield raised, sword drawn,
taunting them with insults and daring them to attack. You
might order a cohort to retreat while you hold the line, but
Direct might be better.

Special Abilities
● Taunt: Gain +1d when taunting an enemy into focusing its

attention on you.
● Threaten: Gain +Effect when using boasts, threats, and

general shouting to intimidate your foes.
● Wholesale Carnage: Gain +Effect when using Carnage to

fight a group that is at a larger scale than your own.
● Fleshmend: You may expend special armor to cancel a

consequence of physical harm.
● Lead from the Front: Add +2 ticks to any morale clock of a

cohort or allied group you personally lead.
● See Red: Spend 2 essence to “see” the blood of everyone at

your current location, even through walls, until the end of
the scene.

● Bloodtaker: Instantly gain 2 essence whenever you defeat
a vampiric enemy.

XP
● If you used violence to protect a comrade or ally

Lies
[lies mask icon, alongside paragraph]

Lies is the oldest mask, the teacher and instructor of its brethren.
It was made when the world was young, worn by the first
shamans to speak of things that were not; to teach of things that
could be; to explain the darkness of the world and add tinder to



the thin flames of hope and progress. It aids as it harms, it
educates as much as it deceives. It has lived so very long, it knows
when a lie will heal, when the truth will cut. But its work is never
done; there is always another story, another performance,
another moral to be learned, another lesson to teach. Won’t you
help it at its work?

Intended Role: Defensive, Social and Stealth

Possible Looks: Grinning, laughing mouth; a crown of branches
or antlers; jeweled, emerald eyes; twisting golden filigree over
amber-colored wood

Actions
When you Deceive, you use lies, half-truths, and trickery to coerce
others.

● You might lie to a guardsman, or put on airs that you are
someone you’re not. You might sow dissent or spread
rumors among an enemy camp. You might hide your true
identity or that of your comrades, but Hide might be better.

When you Hide, you use shadows, disguises, crowds, and any
other available means to veil yourself and your allies.

● You might stick close to the shadows, waiting for the
perfect moment to prowl forth. You might put on a
guardsmans’ uniform to help infiltrate an enemy camp.
You might stow a few revolutionaries under the
floorboards and in the attic when the bailiff or an
investigator comes a-knocking. You might use lies and
deceit to hide your true intentions, but Deceive might be
better.

When you Reveal, you discover what was hidden or dramatically
disclose new information to others.

● You might investigate a crime, search for evidence at a
crime scene, or track down something horrid. You might



pour over arcane tomes, searching for hidden wisdom. You
might dramatically uncover a vampire for the foul leech
that they are, or disclose the culprit of some terrible crime.
You might impart wisdom and teachings to others, but
Educate might be better.

When you Educate, you teach, elucidate, or hold forth on a topic of
expertise.

● You might remind your allies of the best way to dispatch a
particular type of monstrosity or vampire. You might take
some time to tutor a peasant family on their letters,
earning their trust and hospitality. You might read stories,
tell legends and myths, and spread folklore that teach
important lessons. You might disguise yourself as a
travelling scholar, but Hide might work better.

Special Abilities
● Many Faces: If you are able to get a single drop of blood

from someone, you may spend 2 essence to change your
face so that it matches theirs.

● Simple Truths: Gain +Effect when countering propaganda
or exposing some commonly accepted lie.

● Honeyed Words: When using lies or flattery to influence
your enemies, gain +1d or +Effect.

● Unseen, Unheard: You may expend special armor to avoid
a consequence that would lead to your discovery.

● Taste Truths: If you are able to drink a dram of blood from a
person, you may gather information about their past,
seeing some of their life through their eyes.

● Twist the Lie: When you catch an enemy in a lie, you
immediately harm them for 2 ticks on a relevant clock or
with a -1 to their threat.

● Cloak of Rumors: Spend 1 essence and use the Deceive
action to whisper a “rumor” in someone’s ear. They will
believe that rumor and will most likely act on it within the



next hour. You may need to spend additional essence for
more dangerous rumors.

XP
● If you taught someone else something or learned

something important.

Riot
[riot mask icon, alongside paragraph]

Riot is multitudes. Forged of many trees, many branches, many
magics. They speak in echoing voices, a cacophony of riotous
sound. They are the voice of the unheard, the agitator of action,
the spark that lights the flame. They urge, they cajole, they sway
and persuade and never, it seems, shut up. They are perpetual
action, almost exhausting in their thirst for justice, for the end of
villainy, for the blood of the wicked. They have such things to tell
you, to tell the world. Wear Riot, and let your voice, and the voice
of multitudes, ring out for all to hear.

Intended Role: Aggressive, Social and Assault

Possible Looks: Fiery reds and oranges; orbs of flame for eyes;
branching horns, tipped with smoldering embers

Actions
When you Rouse, you gather people to take action.

● You might hold court with fiery rhetoric in a town square or
a quiet hideaway. You might rally the oppressed to fight
against their oppressors. You might bolster your allies
flagging morale by stoking their passions and reminding
them of what they fight for, but Inspire might be better.
You might lead a crowd through the streets, riotous and
free, but Burn might be better.



When you Burn, you set fire: to hearts with your words, to
buildings with torches, to vampires with more torches (and
possibly lamp oil).

● You might set a warehouse of blood sterling or a store of
powder aflame, dealing a blow against your enemies. You
might use fiery rhetoric to rouse the passions of the
downtrodden, but Rouse might be better. You might
threaten your oppressors with a crowd of angry villagers
with pitchforks and torches, but Provoke might be better.

When you Inspire, you fill the hearts of your allies with passion,
and their minds with purpose.

● You might rally a flagging band of revolutionaries to
redouble their efforts. You might convince a crowd of
peasants, pushed past the breaking point, to take
collective action, but Rouse might be better.

When you Provoke, you use rhetoric and other means to get your
enemies to do things they really shouldn’t.

● You might denounce a vampire lord in the public square,
drawing the attention of the guardsmen while your allies
slip away. You might provoke a bailiff or hunter into firing
the first shot or taking the first swing. You might use jabs,
reminders, and harsh, fiery language to demand your allies
take action, but Rouse might be better.

XP
● If you led others or spoke truth to power.

Special Abilities
● Language of the Unheard: Gain +Effect when you invoke a

known cause or common struggle to stir others to action.
● Common Struggle: Gain +1d when gathering information

by talking with a commoner.
● Friends, Comrades, Countrymen: Gain +Effect or +1d

when addressing a crowd.



● Fiery Rhetoric: Whenever you deliver a speech, you may
spend 2 essence to spontaneously cause something in the
scene to catch on fire.

● Torches and Pitchforks: Any crowds or cohorts you lead
gain quality.

● Righter of Wrongs: You may invoke some crime, tragedy,
or other horrible deed committed by the vampires to gain
+1d or +Effect.

● A Single Spark: Gain +1d or +Effect to any arsons or
explosions you help engineer.

Torment
[torment mask icon, alongside paragraph]

Torment is agony and relief, suffering and mending. It is the
necessary pain: the sharp knife that cuts out the caustic tumor,
the pinprick of the suture that closes the wound, but also the aloe
that soothes and the bandage that protects. It was made to help
its brethren, to keep them safe, to protect and heal where it can.
It loves all and cares for all, enough to urge the end of those that
are past all hope of redemption. A quick blade is its mercy; tearful
and empathetic, it does not kill with joy, but with sorrow. The
greatest torment is its own, but only slightly less will be the
suffering of the oppressor.

Intended Role: Defensive, Stealth and Social

Possible Looks: Tears of azure lapis lazuli; a face twisted in
permanent grief; sharp thorns and knotted branches

Actions
When you Suture, you use stitches, powders, and unguents to
repair people and things.



● You might sew closed an open wound, dressing it to keep a
comrade in the fight. You might bind an enemy with ropes
to prevent their escape. You might stitch together some
cloth into a makeshift rope, but Tinker might be better.

When you Exsanguinate, you draw blood from the veins of another.
● You might drain the blood from a vampire, quickly and

efficiently. You might draw blood from a willing patient to
help you better diagnose their malady. You might
administer blood to an anemic ally, but Tend might be
better. You might use quick swipes of a blade to open up
the arteries of an enemy, but Vivisect might be better.

When you Vivisect, you use quick, precise blade strikes on the
living and dead.

● You might rend a foe limb from limb, opening arteries,
slicing deeply, and generally causing havoc. You might
dissect a dead body, performing an autopsy to attempt to
determine who or what killed them. You might perform
delicate surgery to remove some tumor or other plague
flesh from a patient, but Tend might be better.

When you Tend to another, you care for your comrade’s
well-being, both mental and physical.

● You might treat a wound, set a fractured bone, or cure
some foul sickness with powerful medicines. You might
look after emotional needs, providing support,
encouragement, advice, or just a friendly ear. You might
seek to understand how a person was harmed or how a
corpse came into its present state, though Vivisect might
be better. You might wrap a bandage over an open wound
or cut, though it might be better to Suture the wound
closed.

Special Abilities
● Lure: You gain +1d when attempting to lure someone away

or set up a future ambush.



● Suffer in Silence: You may expend special armor to avoid
being detected while doing violence.

● A Stitch in Time: Gain +1d when repairing something or
rigging up a trap.

● Tormenting Laughter: You may expend 2 essence to make
a target hear mocking laughter coming at them in all
directions.

● Thousand Needles: You bid wounds stitch themselves
closed. You may use Suture or Tend on a nearby group.

● Agony of Multitudes: Spend 2 essence to make ghostly
apparitions appear around you, increasing your scale.

● Shared Pain: You gain +1d or +Effect when trying to
understand the pain of others, or by invoking shared
hardships.

● Expert Vivisection: Gain +1d when performing an autopsy
to determine how someone died, or when using blades to
rend someone limb from limb.

XP
● If you cared for an ally or fellow brigand, either physically,

emotionally or mentally.

Judgement
[judgement mask icon, alongside paragraph]

Without judgement, there can be no true peace. Judgement was
born from a desire for truth and reconciliation. It was made to
execute the guilty, to spare the penitent, to strike down the
wicked and strengthen the oppressed. It is placid, almost gentle
in its stoicism. It speaks simply, directly, without embellishment
or theatrics, stating only the facts of the matter as it discerns
them. It does what must be done—nothing more, nothing less—a
cold executor of the will of a collective whole.



Intended Role: Aggressive, Stealth and Assault

Possible Looks: Placid ivory overlay, subtly featured,
imperceptible, dark, concealed ebony wood, expressionless

Actions
When you Snipe, you shoot at targets from long range.

● You might set up a well-concealed position to shoot at a
target from concealment. You look for a good place to
shoot from, but Scout might be better.

When you Scout, you gather intelligence on terrain and enemy
forces.

● You might seek out a location for a raid or ambush. You
might investigate ahead of your party, searching for any
hidden dangers. You might keep an eye on a situation from
a distance, ready to step in, but Read might be better.

When you Read, you scan and interpret writing or situations.
● You might scrutinize and decipher an ancient text or an

encoded message. You might read a room, searching out
hostile intent. You might search the face of an ally or
enemy, attempting to discern their emotions. You might
judge a situation, a case’s evidence, or a trial. You might
get the lay of the land, searching for a clear path through
difficult terrain, but Scout might be better.

When you Slip, you quietly fade away.
● You might slip away into a crowd or the shadows. You

might give a pursuing enemy the slip. You might push a
dagger into the bowels of a nosy bailiff, or a pull keyring off
the belt of a prison warden, but Finesse might be better.

Special Abilities
● Executioner: Gain +Effect or +1d when attacking a target

that is badly wounded.



● Review the Evidence: +1d when gathering information
about a specific target.

● The People’s Razor: Gain +Effect when using bladed
weapons.

● Swift Justice: When there is a question as to who acts first,
you do.

● Careful Aim:  Gain +1d when shooting a target from a
controlled position.

● Pronounce Sentence: Your words carry the weight of
democratic authority. Gain +1d when giving information to
others or Commanding them to action.

● Read the Room: You can always tell when danger is coming
your way. The GM will warn you of upcoming danger, or
provide you with a free flashback to prepare for it.

XP
● If you pronounced your judgement on a situation or

character.

Ruin
[ruin mask icon, alongside paragraph]

Ruin is the slow death, the crawling chaos, the inexorable
drumbeat and the march of time. It is the end that comes for all
things, but it is only by its consumption that rebirth becomes
possible. Ruin was forged in the waning days of war when defeat
seemed inevitable. It was made to be a glowing coal, a slow
simmer, that it might one day reignite.

Intended Role: Defensive, Assault and Social

Possible Looks: Cracked, aging wood, dry rot spreading;
mushrooms, crumbling bits of stone, unfinished, half-made.



Actions
When you Corrupt, you use the power in  your blood as a weapon.

● You might inflict the effect of your alchemical blood by
using it as a dire poison, or perhaps by altering the blood of
a foe, though Spoil may be better.

When you Crack, you force a small but critical break.
● You might force a break in an enemy’s defenses, or shatter

a key support in some structure. You might tear apart a
door or other barrier, though Wreck may be better.

When you Quarry, you strengthen, reinforce or pursue.
● You might stabilize a defense or imbue old stone or wooden

fortifications with renewed strength. You might stalk prey
across a great distance, though Hunt or Prowl may be
better.

When you Spoil, you rot and spread illness from within.
● You might ruin an enemy’s food supplies, or spread disease

and rot throughout an enemy encampment. You might use
magic or poison to weaken or debilitate a foe, although
Corrupt may be  better.

Special Abilities
Note: Ruin always begins the game with Alchemic Blood
unlocked, but an XP advancement must be spent to unlock
additional effects of the blood.

● Alchemic Blood: You may infuse your blood with one of the
following powers and use it’s power to augment your
equipment. You may unlock additional effects by spending
additional advancements.

○ Soporific, puts folk to sleep
○ Ashen, spend ashwood to spread ash into the air
○ Caustic, melts armor
○ Flechette, cuts and maims flesh



○ Naptha, flammable, “sticky” fire
○ Narcotic, causes euphoria; may be ingested to allow

allies to ignore their wounds
● Envenom: You may apply the effect of your blood to a

weapon for a single attack.
● A Slow Poison: If you poison an enemy or mark them with

your blood, they cannot hide from you. You may always
sense them and track them across Cardenfell. Gain +Effect
when harming your quarry.

● Transfusion: You may reverse the effects of Corrupt,
granting your allies potency.

● Cruel End: When your poison kills someone, it does so
horrifically, terrifying your foes and increasing your
position.

● Bulwark: Gain +1d to all resistance rolls when leading a
cohort.

XP
● If you strengthened a fellow brigand or an ally.



The Rebellion
Revolutions begin in strange circumstances, perhaps none
stranger than yours. The vampires’ spies are ubiquitous, their
minions ever present, except, of course, in the depths of the
Brinkwood. There, you take your refuge, protected from vampires
by the forest and protected from the forest by your oaths,
discretion, and wisdom.

In this section, we cover how you will go about building your
refuge, expanding your forces, and what goals you must set if you
one day wish to see the vampires overthrown.

● Aspects covers the various parts of the revolution you will
develop and improve over the course of the game, turning
your rebellion from a small gang of brigands to a
full-fledged movement.

● Friendly Factions provides a brief overview of the various
factions and groups that may be willing to join your cause,
should you win their trust and loyalty.

● The Conclave describes a special sort of downtime, in
which the different allied factions you have gathered will
come together to make decisions about the future of the
rebellion.

Aspects
In order to succeed, your rebellion will need to grow and change.
You will track your rebellion’s growth along three different,
abstract paths, each one useful to your rebellion and its goals.

Organization reflects your rebellion’s logistics, scale, and ability
to provide for communities in Cardenfell. As your organization



increases, so too will your supply lines, as well as the material aid
you can provide to your allies.

Force represents your rebellion’s militancy, training, and
equipment. It determines your rebellion’s military capability, and
as it grows, so too does your ability to engage your foes on a more
equal footing, as well as what defenses you can muster against
vampiric raids and other attacks.

Influence covers your rebellion’s intelligence network,
communications, and the spread of your influence among the
factions and communities of Brinkwood. As your influence
expands, ignorance will diminish, radicalization will increase,
and you will have better and better spy networks with which to
keep an eye on the vampires and their schemes.

Using Aspects
Narratively, aspects contribute to the feel, reputation, and status
of your rebellion. The players should feel comfortable introducing
helpful elements into the fiction such as safehouses, allies, or
flashbacks that are supported by the aspects of their rebellion.

Mechanically, aspects allow the brigands as a group to take more
actions during downtime. Each rank in an aspect gives an extra
downtime action to the band as a whole, though these downtime
actions are limited by the aspect they correspond to.

For example, if a band had a rank of 2 in organization and 1 in
force, one brigand could take an additional reconnect action,
another an additional recover action, and still another a hone
equipment action.

Influence
● Long-Term Project
● Scout



● Reduce Heat

Organization
● Prepare
● Recover
● Reconnect

Force
● Hone Equipment
● Command Cohort
● Requisition Asset

Aspect Ranks

As you progress your rebellion, you will accumulate progress
towards higher aspect ranks. Each rank will reward you with an
additional downtime action, and will also be reflected in the state
of the world and your rebellion.

Typically, you will gain progress towards aspect ranks by
completing forays.

Aspect Progress

● 1 tick: A minor success or set up for a future foray
● 2 ticks: A modest win or helpful action
● 3 ticks: A major victory or a crushing blow to your foes
● +1 tick: Accomplished an objective or fulfilled a need for a

community

Aspect Clocks and Ranking Up

To increase an aspect rank, you must fill a 4-clock to reach Rank
1, A 6-clock to reach Rank 2, and an 8-clock to reach Rank 3.
Progress does not roll over between each rank.



When you increase your rank in an aspect, you have the
opportunity to add a new faction to your Conclave, discussed in
the Conclave section below.

Organization

Rank 0: Your rebellion is limited to just your brigands, the Fae,
and a few scattered allies. You must steal, barter for, or make
anything you need.

Rank 1: Your refuge has grown to encompass a few dozen or so
people. You have enough resources to support yourself and are
nearing self-sufficiency.

Rank 2: Your rebellion spans at least a few villages, and your
refuge is a sizable village in its own right. You have the logistics
necessary to distribute necessities and a few luxuries across the
territory you control.

Rank 3: Your rebellion rivals the official holdings of the
vampires in terms of the amount of resources it controls. A
well-run economy ensures all your citizens enjoy a standard of
living that is drastically superior to those still under vampire
rule. Your logistics are such that far-flung operations are well
within your capabilities.

Force

Rank 0: You have only your brigands, your masks, and whatever
steel, ashwood, and powder you can steal.

Rank 1: You’ve recruited a few allies and have put together a
guerrilla gang capable of small ambushes. You have a few
training yards set up in your refuge, and the basics of a
command and control structure. Villages you control are
defended by palisades and minutemen-style militias.



Rank 2: You have a trained guerrilla cell available to you
whenever you need it, and the beginnings of a proper army that
can defend against vampiric forces. Your territory is defended
by patrols, walls, and other static and dynamic defenses. You
have a reliable system of foot messengers that can facilitate
communications between different rebel cells.

Rank 3: Your military rivals, and in some ways surpasses, that
of the vampires. Your territory is entrenched and
well-defended, and every child, adult, and elder knows how to
slay a vampire, and has the tools necessary to do so. Your
command structure is fully realized and incursions against
vampires are near constant. You have siege weapons capable of
demolishing walls and specialists capable of nearly any military
operation. Nowhere in Cardenfell is safe from you, no fortress
impregnable.

Influence

Rank 0: You must rely on your own personal friends, some
scattered contacts of your Fae, and a few shaky rumors to
influence others and to hear of vampiric plans.

Rank 1: Rumors of rebellion are common, but are frequently
dismissed or countered with vampire propaganda. Chances are,
most folk have at least heard of you, though many will not be
willing to aid. A few sympathizers and supporters report on the
most obvious actions the vampires take against you.

Rank 2: You have the makings of a fully-fledged spy network,
with infiltrators in most villages and towns reporting back to
you. Chances are, if you need a safe house, you can find one.
Your own leaflets and literature are commonplace in
intellectual circles, and the truth of the vampires’ deeds is
becoming common knowledge. Even a few quiet grumbles are
occasionally heard on the streets.

Rank 3: The vampires’ forces are riddled with spies, informers,
saboteurs, and conspirators that hamstring nearly every move



they take against you. The Queen of Crimson herself doesn’t
take a sip of blood without you hearing the disposition of every
droplet. You are known in every city, and vampires shut
themselves up in their manors and castles for fear of how the
commonfolk will punish them for their crimes.

Aspect Ranks and Goals
As your rebellion grows in size and strength, your goals will shift.
This section is meant to instruct on what goals you should pursue
in order to increase your aspect ranks.

Organization

Rank 0: Find safehouses, establish contacts, steal food,
medicine, and blood sterling to finance your rebellion.

Rank 1: Establish cells of resistance in villages and towns.
Arrange covert supply lines. Stage larger raids to steal supplies.

Rank 2: Establish farm land. Protect supply lines and allies.
Deal with economic issues.

Force

Rank 0: Steal weapons, armor, and black powder. Fletch
ashwood and practice archery. Recruit small bands of allies or
guerrillas. Take in deserters.

Rank 1: Establish local militias in towns and villages. Recruit
and train peasants. Establish blacksmiths and other
underground manufacturers. Raid supply depots for additional
supplies.

Rank 2: Enforce military discipline. Promote leaders and
lieutenants. Steal siege weapons, seize caches of supplies, and



defend your own supply lines.

Influence

Rank 0 : Establish contacts and allies in villages and towns. Do
favors and earn loyalty. Counter the most obvious vampire
falsehoods. Steal any intelligence you can get your hands on.

Rank 1: Bolster your allies. Turn potential collaborators against
their vampiric masters. Place spies in positions of power and
defend them against intrigue. Steal valuable intelligence, take
prisoners, and provide your own counter-propaganda to
intellectual circles.

Rank 2: Foster rebellion and sedition in villages and towns. Put
together reading circles and educational facilities to radicalize
and educate the common folk. Help your spies advance in the
vampire ranks and aid them in recruiting more agents into their
fold. Consider reforming some vampires or turning them
against one another.

Friendly Factions
You are not alone in your struggle. There are many other groups
in Cardenfell who share your disdain for the vampires, and whose
ideology aligns with your own. However, each has their own
priorities, goals, and challenges to overcome. Your task is to do
your best to coalesce these factions into a unified whole, capable
of overthrowing the Vampire Lords who oppress you all.

Diggers are a hearty group of renegade farmers and agriculturists,
dedicated to reclaiming land deemed unusable by the powers that
be and using it to build communal farms.

Strengths: Logistics, Agriculture, Community



Coggers are the beginnings of a workers movement in the
factories and workhouses of the Bloody Isles. Their focus is on
improving working conditions, better wages, and protecting their
fellow workers.

Strengths: Sabotage, Solidarity, Labor

Fletchers are those who practice the forbidden crafts of fletching
arrows and crafting bows. Hunted relentlessly, they do their work
in secret, and hope to keep the knowledge of their craft alive.

Strengths: Bows, Hunting, Scouting

Scribblers are writers, teachers, and scholars, seeking to spread
knowledge and literacy throughout the Bloody Isles. While they
do not face official sanction from the vampires, radical writers
and thinkers have been known to turn up dead.

Strengths: History, Writing, Academics

Stokers are arsonists and radicals, devoted to burning down
everything the vampires hold. They are well known for the
collateral damage their activities cause.

Strengths: Arson, Black Powder, Ideology

Poisoners are scholars of alchemy and nature. They seek to build
up toxins in their own blood that are harmful to the vampires,
pass their blood as rent, and in doing so, subtly weaken the
vampiric hold on society.

Strengths: Poisons, Alchemy, Healing

Guilders are the progressive elements within the few remaining
crafting guilds. They see the writing on the wall with regards to
the rise of industry, and seek to dismantle the vampires’ reign
before it claims their own vocations.



Strengths: Artisanry, Trade, Logistics

Prayers are a radical strain of persecuted monks, nuns, priests,
and layfolk who reject the bloody “prosperity theology” of the
so-called Reformed Faith, instead turning back to core tenants of
aiding the poor, communal duty, and respect for individual
expression of faith.

Strengths: Hope, Lore, Customs

Conclaves
Every time an aspect of your rebellion ranks up, your rebellion
changes. You will have the opportunity to add a new ally to your
conclave, a grouping of factions and allies who have sworn their
loyalty to your rebellion.

During downtime or free play, you can invoke a conclave ally
with a relevant strength to gain +1d on any roll, so building a
conclave that reflects your strategic priorities (or shores up your
weaknesses) is vital.

Moot Decisions
Whenever an aspect ranks up, a moot is held to determine some
feature of your rebellion going forward. This will usually be a
decision between two different paths, or an opportunity to
answer a question about your rebellion. Your conclave members
and Fae patron may weigh, but in the end, it is your decision as to
how your rebellion is shaped by your new allies and the decisions
of the moot. Sample questions and decisions are included below.

Organization
Rank 1: Safehouses or Refuges



As the rebellion grows, a split over strategy emerges. The safety
of the Brinkwood is a true boon, and many advocate for
expanding the rebellion’s presence within it. Others argue that
the rebellion needs to be able to react quickly throughout
Cardenfell, and call for resources to be diverted towards setting
up safehouses in villages and towns.

Rank 1: Tall or Wide

As your influence spreads through country and town, a
disagreement arises as to whether your focus should be on
bringing new folk into the fold or developing the villages and
holdings that have already pledged their loyalty to the rebellion.
Providing necessities to those still under vampiric rule is a sure
way to win more supporters, but others advocate for building up
your base, so that you can someday aid not just a few villages, but
all of Cardenfell.

Rank 2: Lines or Smugglers

As your holdings grow, so too does your need for logistical
distribution. Some argue that setting up formal, well-patrolled
supply lines will allow you to quickly funnel a great many
resources to where they are needed most. Others urge caution
against such flagrant visibility. They instead suggest developing
your relationships with smugglers so that a steady stream of
hidden contraband can flow all over our territory and beyond.

Rank 2: Property and Compensation

While private property is held as sacred among the vampires,
your view is more lenient. Few voice much concern about seizing
supplies and wealth from your oppressors, and it is a foregone
conclusion that any seized factories and land will be handed over
to the workers and peasants who work them. However, the issue
of personal property is somewhat more contentious. Some argue
for relying solely on trading in appropriated wealth and donations



to sustain your movement, while others have proposed issuing
“scrip,” redeemable for other rebellion resources, to traders and
artisans when the rebellion needs to requisition goods.

Rank 3: Law and Order

As your movement grows into a society all its own, the question
of law and order presses on the minds and hearts of many. Under
vampire rule, there is little justice and seemingly arbitrary
enforcement that primarily benefits the rich and powerful. As
you work to build a new society, some argue that you should
rebuild the Reeves of old as a corps of civil servants trained to
non-violently handle most behavior currently deemed criminal.
Others argue that your greatest threats are external rather than
internal, and propose leaving justice and enforcement to local
town councils and village moots, and instead focusing your
organizing efforts on collective community defense.

Force
Rank 1: Guerrillas or Partisans

The first choice that must be made for any aspiring rebellion is
whether to emphasize offense or defense. Some in the rebellion
advocate for forming small, heavily drilled bands of guerrillas
capable of striking deep in enemy territory. Others emphasize the
value of training and equipping partisans that can go on to
organize and train their own communities in the arts of sabotage
and community defense.

Rank 1: Powder or Ash

The benefits of black powder and ashwood are obvious, but both
require training and care both to produce and use effectively.
Should you have your forces focus on sharpening stakes or
making bombs?



Rank 2: Vanguards and Lieutenants

As your forces expand, the need for leadership emerges. As bands
elect their own leaders, some advocate for training and
specializing these lieutenants, offering training in both strategy
and tactics. Others argue that these resources would be better
served training “vanguards,” specialist organizers who are
trained in strategy, politics, and ideology. These vanguards would
be placed into bands and communities to train, motivate, and
educate militias and units as a whole.

Rank 2: Sickness and Disease

Throughout history, illness has stalked armies. Your forces must
eventually confront this reality, and the decision must be made
whether to focus your attention on widespread preventative
practice and sanitation, or to instead focus resources on
recruiting and training skilled healers who can assist with
outbreaks of serious illness, whether in your camps or in
Cardenfell at large.

Rank 3: Rustcoats and Deserters

As the tide turns in your favor, many rustcoats have begun
deserting their vampiric leiges, and some are eager to prove their
loyalty to the revolution on the front lines. Some of your veterans
grumble about this, as retraining rustcoats and integrating them
into your forces may prove a logistical nightmare. Others,
however, point to the in-depth knowledge of vampire tactics and
fighting experience of these deserters, and advocate for their
“fast tracking” into the rebellion’s military.

Influence
Rank 1: The Quill or the Silver



In order for the rebellion to succeed, it must win allies. A quick
and easy shortcut is bribery, using stolen silver and supplies to
offer quick relief to the most needy, or to corrupt the servants of
your enemies. Alternatively, these resources could be used to hire
and train teachers, educators, and organizers capable of running
underground “circles” that will feed both the bodies and minds of
your recruits.

Rank 1: Assassins and Spies

As you begin to train agents loyal to the rebellion, the question
arises whether to prioritize training assassins and saboteurs or
spies and informants. While a skilled assassin or saboteur can
provide immediate, tangible victories, the slow flow of
information from well-placed spies and informants—as well as
investing in training skilled spymasters and ringleaders—may
pay more long-term dividends.

Rank 2: Rumors or Facts

As your influence and spy networks develop, you have the
opportunity to influence both the popular perception of your
movement as well as to counteract the propaganda of the
vampires. Your scholars and intellectuals debate whether it is
better to focus on using rumors of the Conclave’s deeds and
victories to attract support, or whether to instead focus on
educating the general populace as to the nature of vampirism.

Rank 2: Servants or Scampers

Your agents and spymasters have come to you asking to expand
the intelligence network to the house servants of vampiric
manors, or the urban cogscampers of factories. Servants in
vampire holdings make excellent spies—nearly invisible to the
monsters they serve, they are positioned perfectly to feed
valuable intelligence back to the rebellion. And cogscampers
serve a valuable role in the workings of more urban events, able



to quickly pass messages, organize sabotage, and keep an eye on
the comings and goings of enemies within towns and factories.

Rank 3: Wisps and Treachery

As your intelligence network reaches beyond your shores,
infiltration and counterintelligence begin to become serious
issues. Your spies and informants are split on how to handle the
threats of wisps and other vampire collaborators infiltrating your
networks. Some argue that you should prioritize rooting out and
liquidating threats as quickly as possible, while others advocate a
more velvet glove, focusing on long-term ploys aimed at turning
enemy agents to our cause.



[Image: Crossbow Brigand]

The Foray
A revolution does not succeed just with plans and honeyed
words—it relies on action. In Brinkwood, you will need to
periodically leave your forest refuge in order to scavenge
resources, build alliances, or to wage guerrilla warfare upon the
vampires. The success of your rebellion depends on these
missions, missions that we call forays.

A foray is a single mission with an explicit goal: Sabotage the
supply of Steel flowing to Afforshire; assassinate a collaborator in
Hogswick; smuggle supplies from the Diggers into the forest, etc.
Usually, a foray’s goal  will be one of the following:

● Developing your rebellion via its aspects: organization,
force, and influence. See the previous chapter for details
on what sorts of missions will aid you in advancing these
aspects.

● Building your relationships with other factions is vital,
and typically the best way to increase the rank of your
rebellion’s aspects is by helping allied factions get what
they need.

● Waging guerrilla warfare is a necessary evil. The vampires
won’t fall because you wish it so. You’ll need to sabotage
supply lines, destroy outposts, assassinate key figures, and
bring the fear of their people to the very heart of your
oppressors. As your rebellion grows, you may move
towards open warfare, attempting to seize control of
villages, towns, and eventually all of Cardenfell.



Setting up a foray consists of a few key elements, detailed in this
chapter: planning, reconnaissance, entanglements, loadout, and
engagement & disengagement.

Planning
Forays are not to be undertaken lightly. Your band will gather in
the refuge, huddled around maps and candlelight, the sage advice
of your Fae close at hand, arguing, debating, and planning your
next move. In Brinkwood, we abstract out most of these details,
flashing back as needed and focusing in on what you need, as
players, to get to the action.

The plans your brigands make do not need to be explored in detail
up front. In Brinkwood you play to find out what happens during a
given foray. To begin, all that is needed is a goal, an approach,
and a detail.

Goal
The goal of the foray will depend on what the brigands want to
accomplish. As a GM, you might prompt your players to consider
their current situation from a few different viewpoints.

First, consider if there is a pressing opportunity or something the
brigands are excited to do next. If so, go with that.

Next, consider your refuge and your rebellion’s priorities. Is your
resupply clock getting close to full? It might be time to raid your
enemy’s stockpiles for more supplies. Are there opportunities to
increase the organization, influence, or force of your rebellion?
Do any of your allies require aid?

Once you have a goal firmly established, make a note of it
somewhere visible to all players. Keep in mind that a single foray
may have multiple goals (steal some black powder and increase



your force), and you should feel free to note down as many goals
as you like, though setting more than two goals in a single foray
may put a few too many eggs in one basket!

Approach and Detail
Your approach indicates how your band plans to engage with the
foray and accomplish their goal. The detail of an approach is
posed as a question to the players, usually filling in some key part
of their plan or providing context from which to build the bones
of the foray. See the table below for the detailed questions posed
to the players for each approach.

Keep in mind that an approach is not a guarantee or a fail
condition. Forays can start as stealthy infiltrations and wind up
as all-out assaults. Likewise, approaches are not mutually
exclusive, and if you’re hung up on which to use, pick the one that
seems the easiest to come up with a detail for and move forward.
When in doubt, encourage your fellow players to consider what
they think would make the best story, or what kind of foray
they’re most excited to play out.

Approach Detail

Dramatic How will you command attention?

Subtle How will you remain unnoticed?

Tactical How will you gain an advantage?

Rapid How will you strike quickly?

Cautious How will you prepare?

Charismatic How will you rally others to your cause?



Reconnaissance
As the GM, you should fill in a few more details for each foray.
Either ask the brigands these questions, or come up with answers
yourself:

● What do the brigands need to do to accomplish your goals?
● What obstacles do you think the brigands might need to

overcome?
● Who do you think might try to stop the brigands?
● What other opportunities might the brigands be able to

exploit to make this go smoothly?

The idea here is to establish a clear enough picture of the foray so
that you can successfully improvise the remaining details.

Next, as the GM, you will want to generate a possibility cloud, a
list of potential threats, enemies, or obstacles that might stand
between the brigands and their goals during the foray. You might
consult your notes  for ideas on which enemies are nearby, or
consult the Almanac for ideas on what sorts of threats,
opportunities, and enemies make sense for where the foray is
taking place.

Note: You might want to split up the work, having your players
answer the reconnaissance questions while the GM plots out the
possibility cloud. If the players need more time to answer these
questions, or the GM needs time to brainstorm a possibility cloud,
you might call for a short break, and/or pull out a storytelling aid,
such as tarot cards, Spindlewheel, or story dice.



Entanglements
As your brigands plot their foray, so too do the vampires plot
against them. In the planning phase of each foray, the GM should
roll on the entanglements chart (found in the entanglement
summary below and on the GM reference sheet) in order to
determine what, if any, vampiric schemes may be interfering
with the brigand’s mission.

Most of the time, these entanglements will act sort of as “B
plots” for forays, with the vampire schemes showing up
incidentally, and not always directly concerned with what the
brigands are doing. Early on, vampires are just as likely to scheme
against one another as they are to plot against the upstart rebels.

Consider weaving these entanglements together into larger
narratives about the goals and plans of individual vampires and
the Vampire Lord, using their time on screen as a chance to
illustrate some of what the vampires are up to, and perhaps
providing the seeds of further forays aimed at thwarting vampiric
plans.

How well informed of these entanglements the brigands are will
vary depending on the sedition present in the foray location, as
well as the rebellion’s influence. At a high influence, the rebel’s
spy network is likely to keep the brigands up to date about the
latest schemes and movements of the vampires. At lower
influence or at moderate levels of sedition, they might receive
some advanced notice of vampiric schemes, but without a lot of
details. At high levels of sedition, local allies, informants, or rebel
cells may be on hand to help distract or foil vampiric schemes
while the brigands go about their business.



Entanglement Summary
Roll a number of dice corresponding to the current level of heat
on the following chart.

● Heat 0: 2d, take lowest
● Heat 1-3: 1d
● Heat 4-6: 2d
● Heat 7-9: 3d
● Heat 10+: 3d, apply two highest rolls

R
ol
l

Tyranny 0 Tyranny 1 Tyranny 2 Tyranny 3 Open
Rebellion

1 Do Nothing Do Nothing Do Nothing Investigate Investigate

2 Do Nothing Investigate Investigate Investigate Extort

3 Do Nothing Investigate Extort Terrorize Extort

4 Investigate Extort Extort Terrorize Assault

5 Extort Extort Terrorize Assault Assault

6 Terrorize Terrorize Assault Ambush Ambush

During the foray, apply the consequences of the highest rolled
Entanglement.

Investigate: The vampires hunt out sedition, treachery, and
rebellion. They round up innocents, interrogate captives, and
generally try to discover more about the rebellion and its plans. A
vampiric investigator may have been dispatched to the current
foray’s location, or it might be crawling with spies. If ignored, add
+2 heat at the end of the foray.



Extort: The vampires squeeze the populace for blood, silver, and
labor. Bailiffs seize property, terrified peasants line up to pay the
blood tax, and chests bursting with blood sterling make for a
tempting target. A vampiric bureaucrat or functionary likely leads
this effort.

Terrorize: The vampires attempt to terrorize the citizenry into
submission. Random executions and beatings are dolled out.
Curfews are imposed. Violence, fear, and blood pour through the
streets. It is likely that a vampiric enforcer has been dispatched.
If ignored, remove 1d6 sedition at this location.

Assault: The vampires bolster their forces, increasing patrols,
stationing more guards, or, more rarely, preparing to assault a
friendly safe house or allied encampment. A vampiric lieutenant
or commander likely leads these forces. If ignored, -1 to the next
engagement roll.

Ambush: The vampires lay a clever trap for the brigands. Once it
is sprung, the brigands are placed in a desperate position and will
likely need to fight their way out or run for their lives. It is likely
that a powerful vampire, a high-ranking lieutenant, or a talented
mercenary leads the vampires.

Loadout
In Brinkwood, players do not need to decide up front what
equipment their brigand will use during a foray. Instead, players
choose their brigand’s loadout, which determines how much
equipment their character can bring on a given foray. Load is
spent during a foray whenever a player wants to use a certain
item.



There are three types of loadout to choose from, each with
advantages and disadvantages.

Light (3 Load): Your brigand looks harmless to all but the most
practiced observer. Your lack of encumbrance makes feats of
agility easier, usually in the form of +Effect during Prowl or
Finesse actions.

Normal (5 Load): Your brigand looks like a traveller, equipped to
handle the dangers of the road.

Heavy (7 Load): Your brigand is obviously a rebel, ready to do
violence. Your encumbrance makes climbing, running, and other
activities which require dexterity or stealth more difficult, usually
in the form of a penalty to the effect of such actions.

Hable wants to pull out A Blade or Two during a skirmish with
some loanfangs. Because he chose a normal loadout, he spends 1
load to pay for the blade and has 4 left over.

Legality
Some equipment is described as being illegal, and players may
question how a character with light or normal load is able to get
away with having stashed an obviously illegal item or weapon on
their person. The assumption here is that due to the high load
cost of these items, the brigand took the time to break down,
disguise, or otherwise conceal the weapon before it’s used.

Concealment and Searches
While typically the concealment of an item is abstracted by its
load, there are circumstances where more active measures are
required. If a brigand has been previously searched for weapons
or contraband and later decides to pull out such an item, they will



first need to play out a short flashback detailing how they evaded
the search or concealed the item they wish to pull out.

Equipment

Weapons
Blackjack

A dull, hefty bludgeoning weapon, also known as a “sap,” these
weapons are useful mostly for their silent and non-lethal nature.
A favored tool of kidnappers and other rogues, they are highly
concealable but illegal if discovered. [2 Load]

Blades
A Blade or Two

Small daggers, knives, and shortswords are the most common
forms of personal defense in Cardenfell. Used more as tools than
as weapons, these blades can nevertheless be deadly in the hands
of a skilled wielder, but are mostly useful due to their ubiquity
and ease of concealment. [1 Load]

Longsword

A weapon hearkening back to the Old Kingdom, long blades such
as foils, arming swords, and dueling blades have begun to fall out
of fashion in favor of pistols and other more advanced weaponry.
Nevertheless, they are often useful for fending off multiple foes
in melee, especially when used in conjunction with a shield. [2
Load]

Spear



Once the most common weapon to see on a battlefield, owing to it
being cheap to produce and simple to wield. Now only desperately
poor hunters and outlaws will risk being caught with these illegal
weapons, and even they may choose to break and abandon them
after a single use rather than keep such contraband on their
person. [3 Load]

Firearms
Flintlock Pistol

A very short ranged weapon capable of penetrating most types of
armor. Most widely available types of shot are cheaply made and
will quickly wear down the gun’s mechanisms, so the
danger-prone would be wise to invest in a contact for high quality
ammunition. They are often carried in pairs due to the difficulty
in reloading a single pistol. [1 Load]

Flintlock Rifle

Likely the most accurate and deadly weapon in the world, but also
the slowest to reload. As is always the case, great power must
always come with a cost. [3 Load]

Bows
Crossbow

One needs not to be strong, swift, patient, or even terribly precise
to wield this deadly ranged weapon with reasonable efficacy; they
need only have plenty of time to reload. [3 Load]

Hunting Bow

Best for shooting animals at under 30 paces, homemade bows
aren’t ideal for combat, and despite their limited utility, they are
just as illegal as more effective weapons. Some peasants in



isolated rural areas will nonetheless risk a possession charge for
the sake of making their hunting easier. [3 Load]

Shortbow

These ranged weapons are ideal for firing repeat shots at
unarmored targets from a comfortable range. While often
thought of as weapons meant for the dexterous, a good deal of
strength is needed to use them effectively. [3 Load]

Longbow

While it has a greater effective range than other bows, it’s
somewhat cumbersome and demanding to wield. Only carried by
those intent on ambushing targets from a great distance, or who
wish to chase some romantic ideal of traditional brigands. [3
Load]

Shields and Armor
Buckler

+1d resist. A small shield, easily carried on a belt, with a metal
protrusion for deflecting attacks. In a skilled hand it can be
effective at parrying blows, but it cannot meaningfully defend
against the strikes of heavy weapons or ranged attacks. [1 Load]

Heavy Round Shield

+1d resist. While not optimally shaped or weighted, a great hunk
of wood is the best choice for one who wants to ensure that a
blocked attack will be completely absorbed regardless of the skill
or positioning of the blocker. [2 Load]

Knightly Shield



+2d resist. These uniquely shaped wooden shields reinforced with
leather are only produced for the upper echelons of the military,
and bear the heraldic markings of their rightful owner. [3 Load]

Leather Armor

Soaks 1 harm. Treated leather can absorb impacts quite well, but
can only defend against bladed attacks if it suffers a relatively
glancing blow, and should only be worn as armor by the swift and
brave. [2 Load]

Chainmail

Soaks 1 harm, +1d to resist. While a solid enough hit can pierce
through or break apart the chain links, this lightweight metal
armor will stand up at least once to a strike from nearly any
weapon while still allowing its wearer plenty of maneuverability.
[3 Load]

Plated Jacket

Soaks 2 harm. Decent armor that is simple to craft and repair; any
scrap metal can be sewn into the interior of a quality coat.
Unfortunately, any well aimed thrust or shot can land in between
the arrangement of the plates, nullifying the armor’s
effectiveness entirely. [3 Load]

Tools
Lantern

While most brigands prefer to let their eyes adjust to the
darkness rather than risk the attention a light brings, a lantern
remains an occasionally useful tool. [1 Load]

Censer



A vessel for burning wood, attached to a sturdy chain. Despite
their weaponization by brigands, they have yet to be officially
restricted, perhaps in anticipation of resentment from the
churches that use them to officiate certain ceremonies, or
perhaps for fear of making this utility more popularly known. [1
Load]

Manna Wood

Unknown to all except the fae, who keep track of such things, the
foreign sweet flowering manna tree is actually a distant cousin of
ashwood. In arrow form, its wood is no different from that of any
other tree, and when burned, its smoke has only a fraction of its
relative’s potency. It is only the tree’s legal status that makes it
an alternative worthy of consideration. [1 Load]

Burglary Kit

A bird call instrument, a set of cleverly disguised lockpicks, a
spare set of clothes, some cured meat, a bottle of inhalational
anesthetic, and a shuttered lantern all have one or two obvious
uses, but a clever thief can find many more than that. [1 Load]

Tinkering Tools

Metal instruments for both detail work and heavy maintenance,
an essential chemistry apparatus, and all that is needed to collect
and refine certain basic elements make up a tinkerer’s toolkit.
The function of any one piece is unlikely to be guessed by the
layman, but the intent behind the set as a whole is plainly
obvious. [2 Load]

Demolition Tools

Packets of saltpeter, timing mechanisms, and vials of various
alchemicals are all essential for making a proper explosion.
Typically disguised as fireworks or in smoking pipes, these tools



are capable of providing little more than a colorful distraction
without an additional key component: black powder. [2 Load]

Subterfuge Supplies

Capes and cloaks are common guards against the cold in
Cardenfell, and combined with a bit of coal paint or mud, one can
make a reasonably stealthy disguise to guard against detection in
the dead of night. Creating more sophisticated costumes able to
pass muster at vampiric social events typically requires access
either to more fanciful clothing or a talented tailor. [1 Load]

Climbing Gear

Rope, rigging, pitons, and a hammer are common enough in
Cardenfell, as being able to climb over the jagged bluffs and hills
of the countryside often requires their use. Still, when used in an
urban environment, these tools are likely to raise a few eyebrows.
[2 Load]

Contraband
Ashwood

The wood of ash trees can cause grievous harm to vampires, and
its smoke can hide one’s presence from their supernatural
senses. Ashwood is highly controlled, and carrying arrows of it is
a crime punishable by death. [1 Load]

Black Powder

The ideal substance for making bombs and ammunition for
firearms, as the much more common saltpeter creates more
smoke than it does explosive force, and tends to foul a firearm’s
mechanisms quickly. [1 Load]



Undiscovered
Alchemist’s Fire

Some say the first nations targeted by the vampires were those
whose alchemists knew how to produce this intensely flammable
ooze. Whatever the reason, none alive today know the secret to
its production, but what was discovered once can always be
rediscovered. [2 Load]

Sleeping Powder

A special blend of mysterious herbs found near the Brinkwood,
this tincture produces fits of coughing followed by
unconsciousness in those who inhale it. The exact recipe is long
since lost to time, but could likely be reproduced with enough
diligence and study. [2 Load]

Engagement
In Brinkwood, you jump straight to the action, the point in the
story where your band first meets resistance in accomplishing
their objective. To determine what the situation is when you first
face that challenge, you use a type of fortune roll called an
engagement roll.

Engagement Roll
● Start with 1d for each sedition level at the foray’s location.

● Remove 1d for each level of tyranny. This cannot drop the
number of dice below zero.



● Is your approach something your enemies are particularly
weak against? Take +1d. Are your enemies strong against
your chosen approach? Lose -1d.

● Are any of your associates and allies able to help you with
your approach? Gain +1d and mark that relationship.

● Can any factions in your Conclave provide specialized
assistance? Gain +1d.

● Does your Fae patron’s court specialize in this action? If so,
gain +1d.

● Does your average load affect your approach? Are you
trying to sneak in somewhere with a heavy load? If so, take
-1d. Are you at an average of a light load while trying to
infiltrate a location? Take +1d.

● Are you spending any downtime actions or special
resources to gain an advantage on your engagement roll? If
so, take +1d.

Once you have gathered all the dice necessary, roll them and
consult the chart below to determine the starting situation. The
GM should begin the foray by narrating a short descriptive scene
to establish the setting. Next, the players should narrate how
they enter the scene, as well as how they are keeping to their
chosen approach. Finally, the GM should confront the brigands
with the first obstacle, and ask them how they will react to it.

● Crit: Controlled position, and remove one obstacle!
● 6: Controlled
● 4/5: Risky
● 1-3: Desperate

GM Note: During a foray, a back-and-forth pattern should
emerge, with you presenting your players with obstacles, them



stating how they overcome them, and then you confronting them
with new obstacles. Don’t be afraid to move the camera from
obstacle to obstacle, as the players can always flashback or ask for
a pause if the action grows too hectic.

Disengagement
A disengagement roll can be made when running short on time
for a foray or when the group wants to abstract their exit strategy.

Once the brigands have accomplished their goal for a foray, if
nothing is standing between them leaving, it is often best for the
GM to narratively wrap things up and get the fiction to downtime.
Otherwise, use this mechanic.

Disengagement Roll
● Start with 1d for pure luck.

● Add +1d if you mark an associate or ally that can aid your
escape.

● Add +1d for each advantage you establish to aid your
escape. This is a good chance for flashbacks or
flash-forwards to set up escape routes, find secret exits, or
sabotage pursuers.

● Add +1d if you are in seditious territory, subtract -1d if the
vampire presence is strong here.

● Subtract -1d if you have not yet accomplished your main
goal.

● Subtract -1d for each side objective you would like to still
try to accomplish on your way out. This covers quick
actions that are possible to accomplish, such as stealing



some documents or detonating a previously rigged
explosive.

● Subtract -1d for each brigand that has been taken out by
their stress bar.

Roll fortune dice and adjudicate the result:

● Crit: A clean getaway, with everything you tried for, and a
bit extra. Maybe you snag a bit of extra reputation or lose
some heat.

● 6: A good getaway. You get everything you tried for and
everyone gets home safe.

● 4,5: A messy escape: You get away, but there are
consequences. Maybe you take additional heat as you are
chased across Cardenfell. Maybe a brigand or two takes
harm holding back enemies while retreating. Maybe
something important is left behind, or a side goal left
unaccomplished.

● 1-3: The skin of your teeth: You escape, but only barely.
Everyone takes harm, your heat track is filled, or you leave
behind something of vital importance.

Disengagement Consequences
It is important to note that a brigand cannot die or suffer
permanent injury (unless they choose to do so) during an escape.
Do not threaten permanent consequences, and do not subvert the
foray by canceling out/rendering pointless their main goal with a
consequence to a disengagement roll.



Remember that any consequences gained from this roll can be
resisted, harm can be canceled by armor, and brigands can
protect their allies.
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Downtime
After the band completes a foray (either through success or
through a disengagement roll), they return to their forest refuge
in order to recover, regroup, and prepare for their next
expedition. This phase of the game is called downtime.

Downtime fulfills three purposes in Brinkwood:

● First, it’s a break for the players. During the action of the
foray, the brigands are always under threat, charging from
obstacle to obstacle in a high energy sequence. Downtime
gives them a reprieve so they can catch their breath and
relax a bit—focus on lower energy, quieter elements of the
game, as well as explore personal aspects of their
characters.

● Second, the move into a new phase of the game signals a
change in which mechanics are needed. There are special
rules that are only used during the downtime phase, so
they’re kept out of the way during the other parts of play.

● Third, the shift in perspective allows us to “zoom out” the
focus of the game. It can be easy to focus on certain
objectives or moment-to-moment decisions during a
foray. Downtime allows the players a chance to take stock
and focus on the larger goals of the rebellion, their allies,
and the needs and daily necessities of their refuge.

Downtime is divided into three parts, which are resolved in order:

1. Payoff. The brigands receive their rewards from a
completed foray.



2. Heat. The brigands accumulate suspicion and attention
from the vampires and their servants as a result of the last
foray.

3. Downtime Activities. The brigands rest up to remove
stress, work on long-term projects, recover from injuries,
etc.

Payoff
After a foray, the brigands take stock of what they have gained. A
successful foray may empty the resupply clock, add progress to
one of the rebellion’s aspects, or add ticks to a location’s sedition
clock.

Sedition
Sedition represents the overall strength of the rebellion in a
specific location. A combination of informers, disgruntled
peasants, local leaders, and guerrilla cells form the backbone of
the rebellion, and cultivating these local contacts often means
the difference between victory and defeat.

In general, villages have 6-segment sedition clocks, and towns
have 8-segment sedition clocks. When a location’s clock fills, you
add one sedition level (up to a maximum of 3) to that location and
empty the location’s sedition clock.

● 1 tick: Mildly seditious activities such as making contacts.

● 2 ticks: Moderately seditious activities such as setting up a
cache of supplies or negotiating with locals.

● 4 ticks: Majorly seditious activities, such as creating a cell
of agents, recruiting a spy, or establishing a safehouse.



● +1 to each if you aided a community by filling a need,
learned something new about them, or made a sacrifice for
them.

Aspect Progress
As your rebellion wins important victories and gains new allies, it
develops along three axes termed aspects. Fulfilling a foray’s
objectives will typically result in progress being added to an
aspect clock.

When an aspect clock fills, you will increase the aspect’s rank by
1 and may add a new ally to your Conclave. See Chapter 5 - The
Rebellion for further details.

Progress:

● 1 tick: A minor success or set up for a future foray.
● 2 ticks: A modest win or helpful action.
● 3 ticks: A major victory or a crushing blow to your foes.
● +1 tick: Accomplish an objective or fulfill a need for a

community.

GM Note: Do not screw around with the players when it comes to
the payoff. A potential foray may turn out to be an ambush or
bait, but the brigands should have the chance to discover the
enemy’s plans in advance, and if they escape after accomplishing
their objective, they should get to keep what they earned.

Resupply and Contraband
If the brigands manage to get their hands on a resource useful to
the rebellion, such as black powder, blood sterling, or ashwood,
the GM may choose to empty an existing resupply clock or other
resource clock. Generally speaking, small caches of contraband,
like a keg of black powder or a purse of blood sterling, should



reset a resource clock, or perhaps remove a single tick from the
resupply clock. Larger raids and robberies, at the scale of
ambushing convoys or robbing manors should empty the
resupply clock.

Finally, as the rebellion advances in its aspects, bigger and bigger
scores may become necessary in order to empty the resupply
clock. A single ambush might feed a small band of brigands, but
resupplying an entire rebellion necessitates seizing territory,
raiding stores, or setting up your own supply lines between
friendly territories.

Heat
Cardenfell is full of prying eyes and informants loyal to the
Crimson Crown. Anything you do might be witnessed, and there’s
always evidence left behind. To reflect this, your band  acquires
heat as they steal, sabotage, and assault their way across
Cardenfell. After a foray or conflict with an opponent, your crew
takes heat according to the nature of the operation:

Heat:

● 0 heat: Smooth & quiet; low exposure.
● 2 heat: Contained; standard exposure.
● 4 heat: Loud & chaotic; high exposure.
● Add +1 heat for a high-profile or well-connected target.

Add +1 heat if the foray or conflict took place in a
high-security location. Subtract -1 heat for each action
taken to reduce exposure.

You mark heat on the heat track on the rebellion record sheet.



If you gain heat when your heat track is already filled, Cardenfell
gains a tyranny level and you clear all of your heat.

Tyranny
As you gain notoriety, the Vampire Lord of Cardenfell will
attempt to crack down on your activities, allies, and the
communities you aid. Every time would mark heat, but if your
heat track is already filled, Cardenfell gains an additional level of
tyranny.

As tyranny rises, the vampires’ actions will grow more vicious,
focused, and dangerous. At a low tyranny level, the vampires are
too busy with infighting and their own schemes to consider you
much of a threat. As tyranny rises, they will begin taking more
direct action against you, as well as sending more powerful
servants against you.

Going Underground
If the players find that the tyranny level is rising too quickly, they
may choose to go underground for a period of time.

The playgroup should choose a thematic period of time, perhaps a
year or a few seasons, and players should decide how their
brigands spend this downtime. Some questions to consider might
be:

● Do you return to your family? How do they welcome you?
● What personal comforts did you miss most?
● Who keeps you hidden and safe? What do they risk by

doing so? Are there any close calls?
● Why do you return to the Brinkwood? Who must you say

goodbye to?



Any stress or essence accumulated is erased during this period
and the GM should make a fortune roll with a number of dice,
equal to the current organization, to check how the rebellion
itself has fared during this period.

Crit: The rebellion grows. Add 2 ticks to any aspect progress
clock.
6: All is accounted for. Make no changes.
4/5: Supplies have gone missing. Add 2 ticks to your resupply
clock.
1-3: Plans have unfurled. Empty the aspect progress clock with
the least amount of ticks.

Downtime Activities
Between forays, your band  spends time at their liberty, usually in
their forest refuge, attending to personal needs and side projects.
These are called downtime activities (see the list below). During a
downtime phase, each PC has time for one downtime action.

Influence
● Long-Term Project
● Scout
● Reduce Heat

Organization
● Prepare
● Recover
● Reconnect

Force
● Hone Equipment
● Command Cohort
● Requisition Asset



Activities on the downtime list are limited; normal actions are
not. During downtime, you can still go places, do things, make
action rolls, gather information, talk with other characters, etc.
In other words, only activities that are on the list are limited.

For any downtime action, take +1d to the roll if an associate or
conclave ally with a relevant strength helps you.

GM: If a player can’t decide which downtime activity to pick, offer
them a long-term project idea. You know what the player is
interested in and what they like. Suggest a project that will head
in a fun direction for them.

Rebellion Downtime
In addition to the individual brigand’s downtime actions, the
rebellion as a whole can perform downtime actions. The amount
of rebellion downtime actions is limited by the rebellion’s
aspects. For each rank in an aspect, the brigands may perform a
downtime action related to it. For example, with an organization
of rank 2, two brigands could take an additional reconnect action.

Note that you may choose the same downtime action more than
once. You can only attempt actions that you’re in a position to
accomplish. If an activity is contingent on another action, resolve
that action first.

Downtime Actions

Long-Term Project
A long-term project can cover a wide variety of activities, like
doing research into a vampiric ritual, investigating a mystery,



establishing someone’s trust, courting a new friend or ally,
recovering from a scar, and so on.

Based on the goal of the project, the GM will tell you the clock(s)
to create, and suggest a method by which you might make
progress.

In order to work on a long-term project, you might first have to
achieve the means to pursue it—which can be a project in itself.
For example, you might want to uncover the schemes of the
Duke’s Houndsmistress, but have no connection to her. You could
first work on a project to Consort with her huntsmen so you have
the opportunity to spy on her. Once that’s accomplished, you
could start a new project to start unraveling the
Houndsmistress’s plans.

When you work on a long-term project (either a brand new one,
or an already existing one), describe what your character does to
progress the project, and make an action roll. Mark segments on
the clock according to your result: 1-3: one segment; 4/5: two
segments; 6: three segments; Critical: five segments.

Note that long-term projects can also be used to craft or invent
new equipment. See the Crafting section (page XX) for further
information.

Scout
Describe how you use your rebellion’s intelligence network,
informants, or scouts to assist you in gathering information.
Make a gather information roll as normal, but add +Effect to it.

Reduce Heat
Say what your character does to reduce the heat level and make
an action roll. Maybe you Consort with your friend who’s able to
make a few incriminating dispatches disappear. Or maybe you
Hunt collaborators and spies.



Reduce heat according to the result: 1-3: one; 4/5: two; 6: three;
Critical: five.

Prepare
Narrate how your brigand prepares for an upcoming foray. They
might make plans and consult maps, practice their skills, or even
just do various chores around the refuge. On your next
engagement roll, gain +1d.

Reconnect
Narrate how your character spends their time resting and
reconnecting with their bonds, perhaps by visiting a favorite
place, spending time with their friends and family, or by
practicing a relaxing hobby.

When you reconnect, roll a number of dice equal to your lowest
attribute, and remove stress from your stress track equal to the
highest die roll.

Recover
Describe how you receive aid from another brigand, an associate,
an ally, or a fae. Receiving aid involves playing out a short scene
in which your friends and allies help you to feel more “human.”
Remove your highest ban.

Hone Equipment
Describe how you spend time honing, improving, or practicing
with a certain weapon or a piece of equipment. Add the fine tag to
one piece of equipment, granting it +Effect. This tag is removed
at the end of a foray in which the equipment was used.



Command Cohort
Describe how you assemble, requisition, or train a group of rebels.
Narrate any standing order you give them. You gain the
assistance of a cohort of allies for a single mission. See further
rules for Leading Allies on page XX.

The cohort is dismissed after their assigned mission is
accomplished.

Requisition Asset
Describe how you beg, borrow, steal, or assemble a needed asset,
such as a unique piece of equipment, an expert on an obscure
subject, or a particular tool for an upcoming foray. The GM will
create a use clock for the asset, and will tick a segment every time
you need to use the asset. When a use clock fills, the asset is
exhausted and will need to be reacquired before being used.

The requisition asset action can also be used to resupply
resources and supplies for the rebellion. Describe how you steal,
gather, bargain for, or otherwise acquire resources necessary for
the success of the rebellion and make an action roll. You might
Hunt for game in the Brinkwood, or maybe Command a vampire
courier into parting with some steel or silver. Unmark a number
of segments on the resupply clock according to the result: 1-3:
one segment; 4/5: two segments; 6: three segments; Crit: five
segments.

Crafting
During downtime, a mechanically-minded brigand can use these
crafting rules to alter their equipment or produce entirely new
items.



In order to craft an item for which a formula or design exists, a
brigand must complete one or more long-term projects. The
default starting clock size for a crafting project is
4-segment.Consult the following modifications to clock size:

● +2 if the item is complex
● +2 if no blueprint exists, relies on oral tradition
● +2 if there are no drawbacks to item
● +2 if the item requires illegal components, such as black

powder or ashwood
● -2 if all resources are easily accessible
● -2 if you tick the resupply clock
● -2 if allies in your Conclave can assist

Note that crafting clocks can be reduced to zero, requiring only a
single long-term project downtime action to complete.

Inventions can be created using the following steps.

● Player answers: What type of creation is it and what does it
do?

● GM answers: What magnitude does this item’s effect have?
● Player answers: What rare, strange, or adverse aspect of

this formula or design has kept it in obscurity, out of
common usage?

● GM answers: What drawbacks does this item have, if any?

The GM then calculates a long-term project based on the item’s
magnitude, where the number of segments in the research clock
is equal to double the magnitude of the item.
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Quality Examples

6 A mansion, large ship, rare essences or arcane artifacts,
powerful magics

5 A large townhouse, small ship, custom-tailored clothing,
expensive alchemicals

4 A luxury vehicle, townhouse, typical alchemicals

3 A coach, boat, military rifle, fashionable clothing, small
home

2 A pistol, respectable clothing, private rented room, a minor



spirit or sprite

1 A fighting blade, ordinary clothing, shared apartment, cheap
food or drugs

0 A rusty knife, worn & tattered clothing, rickety shack on the
street

Force Examples

6 Hurricane wind, molten lava, tidal wave, electrical
maelstrom

5 A ship’s cannon, raging thunderstorm, massive fire,
lightning strike

4 A charging horse, burning forge, bomb, whirlwind,
electrocution

3 A crushing blow, staggering wind, grenade, searing fire,
electrical surge

2 A powerful blow, howling wind, burning brand

1 A solid punch, steady wind, torch flame, electrical shock

0 A firm shove, a candle flame, breeze, tiny spark
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Once a long-term project is complete, a brigand can produce a
prototype based on the crafting rules, with an additional segment
for each point of the item’s magnitude (rounded down to the
nearest even number).

Once a prototype is produced, any player with access to the
blueprints can craft the item without the “no blueprint” penalty,
so long as the item’s crafting does not rely on oral tradition.

The following chapters are designed for the use of GMs. If you
are not a GM, you need not read any further.



Vampires and Their Servants

Servant Classes
While the servants that serve vampires (as well as the vampires
themselves) are diverse, they can be grouped into several unique
classes, best suited to certain circumstances. This expresses itself
in modifications to the effect of a servant’s tier when they pose
an obstacle to the brigands.

● A courtier will be at full effect posing an obstacle during a
social scene, perhaps by trying to suss out the brigand’s
true motives, resist deception, or manipulate or sow
discord among allies. However, they will falter if trying to
detect stealthy brigands, and might be near-useless in a
straight up fight.

● An enforcer will be at full effect during combat, or when
seeking to terrify or brutalize a population. They will be
less useful at detecting ambushes or at investigating the
brigand’s activities, and will typically be rather useless in
scenarios that call for subtlety, etiquette, or charm.

● An investigator will be at full effect when searching out the
brigands or keeping watch for them. They are difficult to
ambush, and will attempt to hunt the brigands down at
every opportunity. They are not easily misled, outpaced, or
fooled. In a fight, they might be able to hold their own,
though they typically prefer to call in more blunt
instruments. Likewise, they will be at reduced effect in
social scenarios, though they may still be potent at sussing
out hidden motives.

● An officer will have full effect so long as they are attended
by an appropriate number of subordinates. They excel at



politics, investigation, and combat equally, but if stripped
of their subordinates, they will quickly falter.

Lesser Servants
Lesser Servants are those that might appear in any campaign,
and should be used by GMs to bolster the forces arrayed against
the brigands. In general, these servants should be regarded as
Tier 0 or Tier 1, but their tier may be raised, perhaps if led by a
loanfang or other vampiric officer.

Huntsmen - Skilled hunters that help vampires out in sporting
“hunts” of faeries, track runaway serfs, flush out rebels, etc. They
prefer to fight at a distance, ambushing or picking off their foes.
Investigator

Bailiffs - Men with clubs who keep peasants in line, enforcers for
Landlords. They prefer to fight in melee, preferably against a
weak or defenseless foe. They may quickly rout if faced with a
“real” fight. Enforcer

Powdermen - Gangsters with a bit of vampire backing that use a
monopoly on gunpowder to terrorize the underworld. They are
versatile, fighting at a distance with rifles before closing in on
prey with their pistols. That said, they are fundamentally
motivated by greed, and few are the powedermen that will fight
to the death. Enforcer

Ghouls - People drained of all but a single drop of vampiric blood.
Slaves, carrion-eaters, underclass. Literally dehumanized, they
are perhaps the fate of those who don’t make rent. Mindless and
rabid, they are easy to deal with at a distance or in small numbers.
Their primary use is as cannon fodder, or to overwhelm distracted
enemies. Enforcer

Dramcoats - Soldiers in the service of a Vampire Lord, so named
for the dram of blood sterling they are paid weekly. Treated



mostly as disposable cannon fodder in the vendetta wars between
vampires, they wield a shortsword and either a pike or a rifle
depending on their role. Their coats are frequently colored in the
livery of their vampire lord, but all seem to bleed to a rust color at
the fringes over time, earning veterans the nickname of rustcoat.
Enforcer

Landlords - Vampiric and Non-Vampiric Squires and Lords who
own property and charge rents to peasants. These lords will rarely
fight their own battles, and prefer to hire bit-bloods, bailiffs, or
powdermen to fight for them. Courtier

Bit-Blood: A human enforcer who gets a bit of blood from their
vampiric masters. They are stronger, tougher, and frequently led
by vampires or found leading lesser servants. They are hardy,
disciplined foes that can be difficult to face down in a one-on-one
fight. The best advice is to not fight them fair: ambush them,
rally other folk against them, or cut them off from their allies.
Enforcer

Wisp - Collaborator folk who aspire to vampirism and rising
through the ranks. They spy on their fellows, sow discord, and
keep the myth of “ascending” to vampirism alive. Wisps are a
cowardly lot, through and through, and will nearly always run
rather than stand and fight. Investigator

[Image: The Entrepreneur Bust]

Vampiric Classes
Even within the ranks of vampiredom there is a strict hierarchy.
Largely based on the accumulation of blood and silver, the
“ladder” of vampiric privilege is held up as a meritocracy, hiding
the bloody and vicious truth of the violence and cruelty necessary
to ascend through their ranks. Each rank both hates and aspires
to the rank above, putting on airs or attempting to emulate the



fashions and practices of the level above them. In this way,
vampire society is bound together, not through love or loyalty,
but through envy and greed.

Loanfang is a derogatory term for an unlanded vampire beholden
to another for blood sterling. They are addressed as Niece or
Nephew in the polite terminology. They are occasionally
employed as spies, bounty hunters, or found leading groups of
more “mundane” muscle or bit-bloods. Peasants who wish to
stay in their good graces will address them as Master or Mistress.
Loanfangs are typically Tier 1 or Tier 2 threats. Enforcer

Kith are vampires with a bit of blood sterling and land. They
control minor fiefdoms, and are little better than landlords. They
are addressed as Sir, Madam, or Squire. Kith are typically Tier 2
threats. Courtier

Kine are vampires of society, a true bourgeoisie above “sullying”
their hands with the lesser details of extracting blood and rent
from the peasantry. To address Kine as anything other than Lord
or Lady will earn a peasant a whipping. Kine are typically Tier 3 or
Tier 4 threats. Officer

The Pure Lines are vampire high nobility, who control other
vampires and large vaults of blood sterling. They are the most
powerful and most removed from day-to-day affairs. Their name
is a bit of propaganda, as many claim their blood is “purer” than
lesser vampires. Pure Line vampires are typically either Tier 4 or
Tier 5 threats. Officer

The Outcasts are a rumor, a scary bedtime story told to naughty
Scions, of vampires who have been completely consumed by their
lust for blood and power. Depending on who you ask, they are a
fairy tale, a bit of clever propaganda (after all, the Crimson Crown
is not as bad as those vampires), or a very real threat: the



vampires who predated the Crimson Crown, whose stolen magic
perhaps made the first blood sterling. Enforcer

Blood Magic
The magic used by vampires is left purposely vague, with only the
stipulations that it is tied to the blood they drink, and that greater
concentrations of blood produce greater effects. Below are some
suggested abilities that vampires may gain from blood-drinking,
but these are not hard rules, and should be adapted to the
playstyle and vision of your group.

Vampiric Abilities
The exact nature of the blood’s gifts is left purposely vague so
that you can tailor your preferred vision of the vampires.Some
basic powers that nearly all vampires have might include:

Charm - The ability to sway folk to their cause. The brigands are
inured to the effects of this by the protection of their masks, but a
vampire can stir folk to their defense.

Authority - When the carrot fails, the stick will suffice. Vampires
can use threats, commanding tones, and raw charisma to inspire
the forces they lead to fight harder and longer.

Toughness - Killing a vampire is no easy feat. They heal quickly
from mundane injury with only ashwood dealing lasting harm.

Speed - Vampires are trained, usually, to fight quickly and
decisively, emphasizing their inhuman speed to deliver quick,
critical blows in rapid succession.

Blood-Drinking - While a vampire will prefer a more “dignified”
feeding method, in the heat of battle it is not unheard of for a



vampire to drain their foes (or even their allies) in an effort to
heal themselves or bolster their strength.

Vampiric Schemes
Intrigue is a necessity for a vampire, as vital to their survival as
air. The roiling courts of vampire nobles are choked with
mistrust, envy, and vicious brutality. Every vampire learns early
on that if they are to climb the ladder of dominion and blood, they
must put their own schemes and plans above all others.

In Brinkwood, we represent the progress of these schemes with
scheme clocks, which tick up to completion as vampires marshall
their forces or set their plans in motion. The completion of these
schemes might signal shifts in power, control, and rarely, the
destruction of a rival.

While some example schemes (along with clock segment counts)
are described alongside the vampires that serve each Vampire
Lord described below, you are not bound to these schemes and are
encouraged to invent your own.

As the GM, after each foray, you may choose one or two schemes
you are interested in (or invent new ones) and do a quick fortune
roll to see how they fare. In general, you should focus on schemes
for “on screen” vampire nobles that the brigands are aware of
and may soon have need to contend with, as their schemes are
the most immediately pertinent to the story.

As the campaign progresses, these schemes will likely impact the
world of Cardenfell, and may even directly impact the brigands
themselves if the vampires turn their vicious attention towards
the rebels. Be sure to reflect schemes coming to fruition when a
scheme clock fills, and inform the brigands of the consequences
of the vampire’s dark deeds.



Vampire Lords
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The Duke
Stern, Foreboding, Ruthless

It is rumored that the Duke was the last to fall to the Crimson
Crown. As a warmaster and feudal lord of the Old Kingdom, he
held the line against the encroachment of vampirism, hunting
the vampires of old with ruthless efficiency. Still, even the
strongest of feudal bulwarks crumble eventually.

It is said that he took the blood sterling to preserve what he could
of the Old Kingdom—preserve the privileges granted to the
aristocracy, the titles and authority his family held for
generations. Truth be told, he hardly needed to worry about such
things. His interests and those of the Crimson Crown aligned
almost perfectly, and it is with some bitterness that the Duke
recalls how long he fought against his new masters.

Now his power is maintained in much the same way his ancestors
did for centuries: with blood, iron, and fear. The Duke embraced
gunpowder and steel, seizing their potential for control and rigid
authority. He wrote the propaganda of the Crimson Crown, tying
the feudal families of the Old Kingdom to the Pure Lines of the
Crimson Crown. He rules with an iron grip, carefully choking his
peasants for every drop of blood, every sliver of silver, every grain
of gunpowder, every ounce of steel.

Motto: I am the heel that grinds forever.



Themes: Industrial fascism, paranoia, feudalism, replaceable
cogs, mechanics, billowing smoke, coal, choking dust,
gunpowder, soldiers, tactics, a slow grind

The Duke’s Demesne
Air choked with soot. In towns: the banging, clanging of industry
during the day; the deathly quiet of strict curfew after darkness,
punctuated by the occasional scream or sob, quickly silenced.
Marching boots on cobblestone. Shuffling peasants, their heads
bent low, watched over by towering guard posts and panopticons.
Turning gears and the wrenching grind. The taste of oil and
gunpowder. Monolithic, imposing architecture draped with
tattered banners and propaganda.

Vampires
● The Antiquarian, a propagandist for the Duke who views

the bloodlines and breeding of the mortals and the
vampires under the Crimson Crown to be worthy of
exploration. The Antiquarian believes the blood of
ancestral lines can lead to a profound mandate which will
define the fate of the Empire. They see baleful potential in
the phrenological and bone structure of all in their
purview, and they will champion those they believe have
been chosen by the “will of blood.”

○ Schemes: Extract Samples (6), Study Bloodlines (6),
Cull the Lines (8)

● The Patroned Artist, the ideal citizen who was granted
wealth, power, and opportunity by the Duke who uplifted
them from the hoi polloi. The Patroned Artist has
languished in misery and bleakest hedonism, each piece
they create a presentation in the art of diminishing
returns. They will do anything to feel cherished again.



○ Schemes: Pursue Pleasure (6), Grisly Art (6), Create
Masterpiece (8)

● The Knight, so enchanted by the idea of honor within their
privileged rank, continues the systemic corruption they
claim to hate. To challenge the violence of the status quo
would be to risk reprisal, and any realization of their many
flaws and crimes leads only to catastrophization. An
egotistical savoir who will bring peace to the land on some
destined day they know will never come.

○ Schemes: Bolster the Legend (6), Enforce Status Quo
(6), Hunt the Extremists (8)

● The Courtier, an intolerable and debauched noble from the
mainland whose vicious sadism is slowly being challenged
by others in the Duke’s court. The Courtier is a guest,
someone the Duke is forced to entertain for sake of
hospitality and appearances. The Courtier would drain
anyone if it made for a fun anecdote in the mainland courts
of the Crimson Crown, and the Duke would just as soon
catspaw rebels into ending their blight upon the colony
before another incident occurs.

○ Schemes: Practice Debauchery (6), Sadistic Schemes
(6), Go Too Far (8)

● The Artificer has always valued ingenuity more than life;
this is what has made them such a precious asset. The
creator of the Sacrophages, the Artificer’s loyalty to the
Duke has allowed for even the most profane acts to go
unpunished. The Artificer would work gladly for anyone
who provided them resources and opportunity, who is, for
the moment, the Duke. The Artificer would put him in a
Sacrophage if given the chance, but no other colonial
power is tolerable to the Artificer’s limited patience.



○ Schemes: Plan the Masterwork (6), Find a Fitting
Subject (8), Complete the Sacrophage (10)

● The Houndmistress was spared the indignity of a
Sacrophage for her many failures, but the Duke saw her
withered to a husk all the same. She is a broken thing, but
she is cunning. She knows that enemies gather within the
Brinkwood, and she has given herself false hope that
should she tame the woods, she may once again be
respected. She will break the wilds with fire and iron, by
blood-addled hounds and desperate huntsmen who hate
the fae more than any vampire.

○ Schemes: Study the Woods (6), Break the Dryads (6),
Burn Out the Rebels (8)

Servants

Tier 2
The Forsworn are the personal guard and army of the Duke.
Bit-bloods all, they are equipped with the finest armor and the
sharpest swords the Duke can muster. Rumors persist of cruel
experimentation, hidden behind black helmets and mechanical
oculars, performed by the Duke’s surgeons to make his soldiers
loyal, unthinking, and unfeeling. Enforcer

Officiants are the functionaries of the Duke’s rule. They are the
tax collectors, the officials, the bishops, and the bosses that
answer to the Duke. They drape themselves in fine raiment and
robes, their lips stained with blood. They often serve as officers
over lesser, mundane guardsmen, using blood and cunning to
augment and order their charges. Courtier

The Duke’s Hands are everywhere and nowhere. Mixtures of
stone and metal, they loom from the imposing edifices of the
Duke’s fortresses, or spring up from the ground of his demesne.



They snatch and harry the Duke’s foes, a hostile architecture to
instill paranoia and dread in Cardenfell’s populace. It is rumored
that the stone that forms the hands was raided from the sacred
places of old, despoiled, quarried, and made to serve the Duke
who maimed them. Investigator

Tier 3
The Kidnapped Dryads are unwilling captives of the Duke, for
where others saw the Brinkwood as enemy only to be burned or
driven back, the Duke plotted to raid and capture. He took the
dryadic heart trees of the Brinkwood, shutting them up in some
dark iron greenhouse, and forced the dryads who loved them to
work on his behalf. The dryads were once beautiful, but the
corruption of the Duke has seeped into them, as well as their
trees. Now their bark skin is marred with barbed wire, long
tendrils of which they use to flay the flesh of the Duke’s enemies.
They are perhaps the Duke’s most dangerous hunters since they
know the very heart of the Brinkwood, and travel through it,
scouting, searching, and hunting with ease. Investigator
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Tier 4
The Sacrophages are the war-engines of the Duke, great beasts of
brasswork and metal, at the center of which is a golden
sarcophogi, emblazoned with the heroic visage of the elder
vampire that dwells within. In actuality, to be encased in a
Sacrophage is a cruel fate, visited upon the elder vampires who
were supplanted by the Crimson Crown, but whose blood and
lineage still serve useful propaganda purposes. So the poor
wretches are encased in their Sacrophage, withered black hearts
at the core of golden machines, their vampiric blood powering its
brassworks. Occasionally, a bellow might emanate from the
mouth of one of these bronze beasts, though perhaps it is the
screaming of the vampire trapped within.



The Lion - A golden lion, emblazoned with the visage of Dur
Antagne, the elder vampire who first brought vampirism to the
Bloody Isles from the continent. Officer

The Scorpion - A mechanical, multi-jointed brass scorpion
containing what is left of Val Hashek, a brilliant elder vampire,
rumored to be one of the first alchemists. Enforcer

The Ox - A great bronze ox, who's lowing bellows strike fear into
the hearts of the Duke’s enemies. The Ox houses Bartre Vellet,
the oldest, most dangerous of the Duke’s foes, whose fate is
rumored to be the most cruel. Enforcer
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The Countess
Narcissistic, Petty, Patronizing

The Countess will spin a tale of sorrow and heartbreak, of forlorn
love and filial piety to any who will hear it. The death of her poor
father, the late Count—how tragic! And she, forced to assume the
mantle of power at such a tender age! The enemies she had to
fend off! The hardships she had to endure! All to rebuild her
ruined house and name from such a destitute state, using naught
but her wits and pluck!

All lies, of course. She murdered her father, a petty baron in the
Old Kingdom, and promptly set to work frittering away his gold
and influence on any flight of fancy that took her interest. When
there was no more gold in the vaults, she squeezed the peasantry.
When her serfs fled, she swore herself to the Crimson Crown in
exchange for the means to wreak terrible cruelties on those she
felt had abandoned her.

Now she is older by centuries, and wiser. She lusts for perfection,
and any weakness, frailty, or infirmity are quickly whisked from
her sight. The Countess has established herself as a patron of art,
of beauty, of culture. She rules by the pen and the brush,
constructing a fanciful—if false—image of her reign. To be fair,
many are the naive artist who seek patronage at her court, but
they all end their careers the same: a tragic “suicide,” corpses
conveniently drained of all blood, dead when their inspiration ran
dry, for some perceived slight, or simple boredom.

Motto: I, alone, obtain perfection.

Themes: The Gilded Age, austerity rot, inequality, beauty,
misshapen, too-perfect, uncanny valley, dancing, deception,



applause, sycophants, disposable things and people, dolls, The
Favorite

The Countess’ Demesne
Cities and towns dotted with tattered tapestries depicting
pastoral scenes; high vaulted architecture, and chipped crimson
paint. Everything seems covered with layers of cheap gilt, hastily
painted over decay and grime. Across village and town, the wind
carries the scent of perfume over rot, and the faint strains of
hauntingly somber music seem to echo, always at a distance.

Vampires
● The Fleshwarper is no bootlick to the Countess; it is only

the mutual desire for a more perfect world which joins the
two in bleakest union. Making use of foreign unguents
which make flesh as malleable as loam, as well as the usual
cutting tools of the sculptor’s trade, the Fleshwarper
carves their victims into more perfect forms meant to
accentuate a singular purpose. The abattoir beneath their
manse is filled with the mournful moans and discordant
shrieking of derelict parts, damned eternally to an unlife of
imperfection.

○ Schemes: Study the Flesh (6), Warp the Flesh (8),
Perfect the Craft (10)

● The Masked Hunter is no profligate, unlike his betters and
peers. A minimalist and a utilitarian at heart, he takes in
the beauty of the void where others would lavish
themselves in extravagant plenty. The Masked Hunter
dresses simply, no ostentation beyond an obfuscating iron
mask. When the Countess cries out for aid, he answers first
among his peers. What has earned such loyalty of him is an
unknown curiosity, the sort the Countess delights in.



○ Schemes: Hunt the Disloyal (6), Enact Purges (8),
Hunt the Factions (10)

● The Conductor’s haunting music laces the evening winds
of the Countess’ domain like poison in a wine goblet,
promising comfort but seeding only strife. In a decade’s
long experimental phase, the Countess values the
Conductor’s pursuit of perfection within such a mercurial
field. Those who dare play a discordant note, or fail to live
up to their place within the Conductor’s orchestra, are
damned to the brutal form of an Organist and cast out into
the wilds until they have lived their art.

○ Schemes: Compose Beauty (6), Practice the Concerto
(8), The Greatest Symphony (10)

● The Master of Ceremonies maintains the realm’s petty
matters on behalf of the Countess: enacting laws,
arranging the many frivolous fêted events, and ordering
the purges of undesirables who might dare blight the
perfection of the realm with their presence. Despite the
social obligations of their position, the Master of
Ceremonies enjoys only the company of the Porcelain,
favoring them for the grace the Countess once granted
them and enjoying her greatness via their proximity.

○ Schemes: Discover Inconsistencies (6), Purge
Undesirables (8), Embezzle Blood Sterling (10)

● The Janus-Faced Devil is a true horror of the Countess’
delight. A towering, rail-thin vampire who wears a gilded
theatrical mask of three faces, the Janus-Faced Devil
operates the various upscale stage productions desired by
the Countess. Such displays are as baroque as they are
abstract, with copious razor wire and vicious, vile deeds
performed to the fervor of a lustful crowd.



○ Schemes: First Performance: A Dazzling Regatta (6),
Second Performance: A Queen of Crimson (8), The
Final Encore (10)

● The Rat King is an amalgamation of a dozen sycophants,
false spies who suffered this indignity for the honor of the
Countess. Bound by their spines in wretched knots and
mangled, melded flesh, they can assume a partially human
silhouette—a disconcerting sight to behold. The Rat King
desires for the destruction of all the Countess’ rivals, such
that they might be returned to their original forms when
their long service is completed.

○ Schemes: Seek Secrets (6), Seek Redemption (8),
Reveal All (10)

Servants

Tier 2

Sculptors are the crude muscle of the Countess’ forces. They are
lumbering, hulking things that use adze, chisel, and hammer to
shape and form flesh, rending it piece by piece into forms more
pleasing to the Countess. Enforcer

Sycophants are pitiful, chittering creatures that appear as
emaciated skulls and spinal cords, leathery wings sewn to their
vertebrae. They are rumored to be the Countess’ spies, and are
the horrible fate of those deemed unworthy of living in her most
perfect demesne. Investigator

Porcelain are strangely beautiful creatures of marble skin,
cracked and worn. Rumored to be playthings the Countess has
grown weary of, they hunt the Countess’ enemies relentlessly,
eager to earn some small measure of her grace once again. They



fight with slender throwing knives of silver, or if damaged, with
pieces of their own jagged limbs and flesh. Investigator

Mimics tend to drive their enemies to paranoia, appearing often
as common household objects until the time to strike draws nigh.
Smashed cups, lanterns, or brooms are common sights in the
homes of those who defy the Countess. When they do strike, they
transform into horrifying things of gnashing metal teeth and
fiery smoke. Some say a mimic can be spotted by its quality and
makesmenship, as the Countess would loathe to allow anything
of base quality to serve her. Enforcer

Tier 3

Headhunters are creatures of twisted metal and golden filigree
who wear long coats and tricorn hats to hide the gears, smoke,
and coalworks that drive them. Unthinkingly loyal, it is they that
snatch up those deemed “unworthy” to live in the Countess’
domain and render them into Sycophants with raw, brutal,
steam-powered might. They have been known to use
powder-driven rifles to wear down foes before closing in to
collect their grisly trophies. Enforcer

Formerly musicians of the Countess who lost her favor, Organists
are melded together with their instruments so they might “better
practice at their craft.” Their agonized bellowing is amplified by
the great organs sewn into their backs. They appear frequently in
the Countess’ armies, and their haunting “music” seems to
direct the efforts of “lesser” creations. Officer

So enamored is the Countess with certain talents that she will
force herself to enjoy them slowly. Such is the fate of a
Malefactor, suspended and mellified in honey, their physical and
spiritual tissues congealed into a psycho-pheromonal miasma,
the opium of a dream. They walk the Countess’ demesne as
strange, ethereal messengers, able to put down a riot with a waft
of their sticky-sweet smell. It is said that the Countess will



occasionally dab the fruit of a Malefactor behind her ears, to
enhance her beauty and keep the memory of her favorites with
her forever. Courtier

The Countess outsources the sorting and evaluation of the artists
she patronizes to her Majordomos. The Majordomos are students
of failure, seeking to drain it, sublimate it, or otherwise excise it
from the flesh of those that might someday be worthy of the
Countess’ attention. It is they that sew the Organists and mellify
the Malefactors, but they offer crueler fates to those that
disappoint. They have been known to “juice” the despair from
disappointing artists, and run this liquified failure through
byzantine calculating brassworks in their chests. By starting at a
false premise, their mad calculations and studies have changed
them, allowing them to phase through reality, teleporting
through walls, melding and changing their form as they hunt for
more failures to excise. Officer

Tier 4

Favorites are the chosen of the Countess, those “fortunate” few
that have—through flattery, sycophancy, and unwavering
devotion—earned some small portion of the Countess’ power.
They are as twisted as they are beautiful, appearing in artful
gowns, masks of gold filigree, and the latest silk fashions. Lesser
vampires all, they wield the Countess’ blood and powers as their
own.

The Tailor is favored for his deadly suits and dresses, each one
hiding some hidden weapon or terrible trap for those who venture
too close to the wearer. He is the Countess’ chief executioner and
hunter of her enemies. Enforcer

The Oracle is a mystic and fortuneteller, always carefully coding
her predictions so as to not upset the Countess’ temperament.
Investigator



The Cosmetologist is an expert of their craft, able to alter both
the faces of The Countess’ victims as well as their fates.
Investigator

The Sommelier is always close at hand, devising and
administering the ideal cocktails, poultices, and wines to keep
the Countess in whatever whimsical mood she desires. Courtier

The Reflection was once an unlucky peasant girl, born with the
misfortune of resembling the Countess. But rather than jealousy,
her features earned her the Countess’ love. The Countess was
never content with crude looking-glasses of silver, and longed to
gaze upon her own face. And so she molded her Reflection, slowly
but surely, until none could tell which was which. Officer

The Baron
Agonized, Bitter, All-Consuming

Pity the Baron. None have seen its wretched form for centuries.
Bilious, skeletal, horrid, oozing; words such as these trickle from
the madmen who have caught glimpses as it stalks, lonely and
wretched, through the ruined halls of its keep. And yet
everywhere are signs of its terrible appetites: offal and
sweetmeats litter banquet tables, halls of bloody remains and
torn flesh, the squealing of pigs drowned out only by the
wretched groans and screams of the Baron itself.

They say it was once a man, or perhaps a woman. It does not make
a difference. A noble, to be certain, driven by lust: for power, for
wine, for flesh, for excess and orgy, it threw in its lot with the
Crimson Crown as the Old Kingdom fell. And still, its greed and
gluttony were its downfall. Its thirst for power grew too great, and
so the Crimson Crown cursed it for looking above its station. It
would forevermore thirst, hunger, and gnaw, but no longer would



anything bring it saetity, every bite like ashes in its mouth, no
drop of blood quenching its thirst.

But still it rules, in quiet damnation, unable to stop hungering,
stop eating, stop crunching and snapping and breaking those
poor peasants damned to live in its demesne.

Motto: We feast, we drink, but it is sand upon our throats.

Themes: Late capitalism, hunger, excess, eating, crunching,
snapping, thirst, insatiable, hollowness, sunkenness, ravenous,
beastial, howling, meat-horror

The Baron’s Demesne
The squeal of pigs, cries of terror, and lonely sobs. Blood—blood
everywhere. Messy piles of gore and intestine, gutters choked
with bile and filth. The stains of blood and ichor in the cracks of
nearly everything. A foul, rotting stench, clinging to the air.

Vampires
1. The Warlock hates the Baron; of this no secret is made.

The Warlock, however, desires no dominion over this land,
nor would he ever desire to attend to the petty problems of
those who dwell upon it. The curse is the Warlock’s
concern: he can taste it in the air. It ripples out from
people and places here, and such items of concern are
subjected to terrible experimentation. The Warlock enjoys
immolating that which concerns him in a terrible
apparatus and imbibing upon the fumes. He seeks to
weaponize the curse and the insight to do so without
succumbing to it himself.

a. Schemes: Study the Curse (6), Contain the Curse (8),
Spread the Curse (10)



2. The Bell-Ringer was blessed once, a campanologist
well-versed in the study of their trade, as much of a trade
as could be made in the pulling of ropes for sake of
calamitous din. The Baron once held them as a boon
companion, and of all the servants the Baron holds, it is
the Bell-Ringer who serves unceasingly. When a feast is
called, the bells are rung; when war is sounded, the bells
doth clang. Mad and wild and with reckless abandon, the
bells are rung ragged by this desperate, pathetic soul.

a. Schemes: Signal the Feast (6), Ring in the Terror (8),
Unceasing Noise (10)

3. The Immolated One was a trained scholar, an alchemist
who thought the curse of this domain could be treated like
any illness or frailty: it was a challenge, it could be
overcome. Whatever it was they imbibed, it brought them
low. Their body withered to the bone, muscle and organ
sweating from the skin in tar-like ichor. When they speak,
fire gouts forth, as though whatever remnants of a soul
this vampire has is dying a horrible death. They hunger for
warmth that will not come, and those marred by the tarry
ichor find themselves blighted to ghoulish mien in a
matter of days.

a. Schemes: Scourge the Sickness (6), Burn the Weak
(8)

4. The Holy Fool was emaciated in recent memory, yet a
flicker of the flame imperishable and raw ego lingered
within. The Holy Fool found solace and purpose in its
hunger. It praised the Baron for such clarity. Naked and
disjointed, with elongated jaws and carrying always with it
a banner in praise of the Baron, the Holy Fool seeks to
slake its thirst by consuming what it claims to be the souls
of cowards, traitors, and the weak. It eats in ritualized



ways, and the truth of how it has retained its mind is lost in
the gnashing of teeth and the rending of flesh.

a. Schemes: Study the Rituals (6), Obtain the Flesh (8),
Order the Feast (10)

5. The Wormhost is among the most vile of the Baron’s
minions. His human chattel turned on him many years
ago: they cut him to ribbons and bound him in irons and
threw his wretched frame into a cesspit, thinking the
maggots would finish him off. But this land is cursed and it
is unkind. He arose a year later, a host for ten thousand
burrowing worms. They leak from every orifice and they
know the blood of those who buried him. He hunts their
lines still, and his new chattel suffer for the transgressions
of old.

a. Schemes: Rise, Reborn (6), Punish the Treacherous
(8), Spread the Host (10)

6. The Hieromancer came from the mainland in ages past.
She spoke the words of the Reformed Faith and the world
seemed to cling to her heels in awe of it. She would be that
which saved the Baron from the cursed calamity of this
land, but she lost whatever grace she had when she
arrived. She became the sort to cackle and devour the raw
earth, slather poison upon her breast, and stab wildly at
nothing. Part of her returns to stability when she gazes
upon items of the Faith, and it is then she demands fresh
bodies, fresh entrails to read that will grant all those
cursed their dismal release. Countless dead have yet to
prove her auspices fruitful.

a. Schemes: Study the Entrails (6), Spread the Sickness
(8), Devour the Land (10)



Servants

Tier 2

Emaciants are said to be those unlucky ghouls who died of hunger
within the Baron’s demesne. Cursed with a fraction of the
Baron’s blood, they hunger as the Baron hungers, beings of
gnashing teeth and gaunt, emaciated frames. Their strength over
other ghouls lies in their all-consuming hunger, as they will fight
until the death for even a single scrap of flesh, whereas ghouls
can be cowed by displays of overwhelming force. Enforcer

The Roaming Goremass resulted from attempts to quench the
Baron’s hunger through raw quantity. It is said that these lumps
of meat—raw scraps and flesh—cannot die and are always
growing and metastasizing, cancerous in the way they spread
throughout the Baron’s demesne. Unsettlingly, they always seem
to be emitting an impossible shriek, like that of a squealing pig.
Enforcer

Gristlegobs are nasty little creatures, spat up gobs of dead tissue
and indigestible bits from the gullet of the Baron and their
Masticators. Made up of connective tissue, bone shards, bits of
cloth, and other indigestible parts, these goblin-like creatures
seem to be held together principally by a bad attitude.
Investigator

Tier 3

The Butchers are willing servants of the Baron, lesser vampires
who devote themselves to feeding, creating, and marshalling the
Baron’s forces. They are the lieutenants, and more hands on than
most vampires, they are marked by their bloody smocks, cruel
hooks, butcher blades, and ravenous hunger. Officer

The Starvling Vine sought to solve the problem of the Baron’s
hunger by investing in quality over quantity. An invasive species,



it quickly spread throughout the Baron’s Demesne, drinking
blood and nutrients from the soil. It refines the blood into a sort
of vampiric wine, potent and heady in the power it offers
vampires, though it still does not sate the Baron. It is only held
back by its massive waste, even as it tries to choke soil and man
alike, as even a single drop of bloodwine requires acres of land be
ruined and gallons of blood be spilled. Investigator

[Image: Masticator]

Masticators are frankensteined bits of ham scraps sewn together
to produce the simple, heavy shock troops of the Baron’s armies.
Its principal feature is a distended jaw, made up of four wheels of
teeth arranged in a rough diamond shape, each made from the
jawbone of a different creature. Horrifyingly, a Masticator cannot
swallow what passes through its maw—it may only chew it. The
Masticator must be kept alive via intravenous blood transfusions
lest they burn out, be left for dead, or tear themselves apart
trying to create some opening for food to nourish them. Enforcer

Tier 4

The Ferals are the Baron’s mightiest enforcers and perhaps its
only true companions. It is said that they were once a traveling
troupe of acrobats, performers, and charmers. They entertained
the Baron, day after day, ignoring the suffering of the peasantry
around them as their pockets filled with gold and their bellies
with meat. When the curse fell upon the Baron’s castle, it fell in
the middle of one of their performances, and so too did it fall
upon their heads.

They are locked forever in a grisly pantomime, entertaining their
patron with screams, blood, and havoc, mummer’s animal masks
permanently affixed to their faces.



The Rabbit is the swiftest, an assassin capable of dashing forth to
slay the Baron’s enemies, almost impossibly difficult to catch.
Enforcer

The Fox is the cleverest, their madness tinged with method. They
organize the festivals of flesh and blood, putting script to the
torments of the peasantry, and directing its companions. Courtier

The Boar is general of the Baron’s armies, marshalling forces on
impossibly long marches, burning whole villages for even the
slightest hint of sedition, and taking, taxing, and pillaging more
silver, more blood, more feed for the unquenchable maw that is
the Baron. Officer

The Wolf is the hunter of the pack, sniffing out rebellion before
dragging peasants, screaming, off into the night. Investigator
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The Campaign
Your role as the GM is special, in that you are, in many ways,
responsible for the tone and experience of the game. Long gone
are the days of the GM shouldering the entire burden of the
game’s experience, and you should rely on your fellow players as
much as possible to lighten the load. However, as the GM, there
are responsibilities you will have to shoulder.

Guiding Principles
When running Brinkwood, you should keep in mind several
guiding principles common to other Forged in the Dark games.

Be a fan of the players. As the GM, you are not the adversary of
your fellow players. Instead you are a collaborator, a guide, and a
fan of their story. You should bear this in mind in all your
decision-making. Oftentimes in Brinkwood, the dice will be the
player’s worst enemy. You do not need to take it upon yourself to
make sure that the players are “earning” their victories.

Be their guide. In your role as the GM, you will often be the player
at the table with the greatest command of the rules. This means
that it is, on some level, your responsibility to advise your
players. If the players are struggling to get together enough effect
to beat a potent enemy, suggest set up actions, using mask
abilities, or spending essence. If they are feeling helpless or
desperate, suggest putting on a mask to increase their options.
After you hit them with a consequence, remind them that they
can resist with their stress, essence, or armor. Brinkwood is
designed to give the players many options on how to overcome
their enemies, but they must be aware of those options in order
for the game to work properly. While it is not your role to ensure



the brigands succeed, it is your role to give the other players all
the tools they need.

The rules serve the game. The rules of Brinkwood exist to give
structure and guidance to the story you and your fellow players
are telling. Don’t be afraid to bend, break, or disregard the
rules-as-written if it makes for a better story or game. Encourage
improvisation in your players; if someone comes up with a clever
solution, your answer should always be “yes, and…” or “yes,
but…”

Setting Effect
One of the trickiest parts of running any Forged in the Dark
system is learning how to tailor the effect level you set on a
player’s actions. The system gives you a lot of options in terms of
what to consider, from scale, to potency, to tier, to quality.
However, it is highly recommended that you do not treat effect as
a mathematical formula or an equation to work through in order
to arrive at a “correct” effect level.

Instead, consider the conditions that seem most important to you
in the moment. If it takes you more than a few seconds to
remember a factor such as scale, it likely isn’t a part of the fiction
anyone is paying attention to, and therefore it shouldn’t change
your decision-making. When in doubt, go with your gut.

Remember that tier and quality assume that the brigands are
engaging an enemy on equal footing, playing to the strengths of
the foe. Deceiving an enforcer may be a whole lot easier than
fighting them, just the same as killing a courtier is a lot easier
than trying to trick one.

If your players despair when you bring out zero or negative effect,
first advise them to check the player reference sheet for ways to
boost their effect. Also, consider telegraphing your punches



better. When you say what the effect of an action will be, you
want your players to say: “Yeah, that makes sense.” If they’re
reacting with surprise, it could be a sign that there is a disconnect
between how you’re envisioning situations and how your players
are imagining them. Consider explaining or vocalizing your
process when setting effect.

Hm, well, there’s a lot of dramcoats here, right? So they have
scale on you, but their equipment and quality is about the same as
yours. So, limited effect if you’re going to try and Skirmish with
them head-to-head.

Lastly, bear in mind how effect level changes the game’s pacing.
A low effect level slows the game down, as obstacles will take
longer to overcome. This will mean the brigands will take more
stress, spend more essence, and use more resources, but also,
that the game will take longer. Consider the pacing of your game
when setting effect. No one wants to get hit with a negative effect
elite threat ten minutes before they planned to pack up the game.

Pacing the Session
Pacing is important in all tabletop roleplaying games, and as the
GM you bear some responsibility for it. Remember that a great
deal of the character building, relationship development, and
fiction of the world is built into free play and downtime, so if your
playgroup enjoys the more narrative aspects of the game, be sure
to take your time with these phases. Contrariwise, forays are
more active, direct, and action-packed.

A foray is not the time to present the brigands with a wide-scope
view of how to tackle things, or to ask the players where do you
want to go next? Instead, you should drive towards obstacles and
goals.



“A group of dramcoats is approaching you, rifles at the ready.
What do you do?” “The villagers are tense, ready to start a riot,
and all they need is a spark. What do you do?”

To control pacing, it is useful to use camera language. When a
scene starts to drag or peter out, zoom out.

“Alright, I think the camera sees you settle up with the merchant
and head back to the refuge. Sound good?” “We watch as you
dispatch the remaining few powdermen and head off into the
night, your objective complete.”

Likewise, swivel the camera around, giving ample screentime to
players who might be more shy or reserved.

“Let’s cut away from this for a minute. What is Hable doing while
this is going on?”

If players are playing brigands that are more taciturn, give them a
chance to vocalize their character’s thoughts to the group,
delivering soliloquy or internal monologue.

“As you two discuss matters with Aza, we see Tekla listening in.
What does she make of all this? What does she think about this
plan?”

In playtesting, for a 4 hour session, the most success was found in
dividing the play evenly between forays and downtime/free play,
with an hour devoted to free play to start, followed by a 2 hour
foray, with a 1 hour downtime at the end. This is, of course, a
loose guideline, and your playgroup will vary in how much time
you want to spend on the different phases.



Using Maneuvers and Consequences
In Brinkwood, the GM has two primary ways to interact with the
fiction and the mechanics: maneuvers and consequences.

Consequences are relatively simple. When the players roll below
a 6 a new complication occurs, they take harm, or the situation
worsens in some other tangible, mechanical way. In other
roleplaying games, a consequence might be called a “hard move.”

Maneuvers are a little more ephemeral. In other games, they
might be referred to as a “soft move.” Sometimes, when playing
a Forged in the Dark game, it can be hard for the GM to make their
threats and obstacles feel potent, especially if the players are on a
hot streak with their rolls. To alleviate this, use maneuvers.

Maneuvers rarely, if ever, affect the mechanics of the game, but
they do affect the fiction. And since the fiction in turn affects the
mechanical options open to the players, you are able to
dramatically alter the game flow without directly causing any
consequences to the brigands.

While hardly exhaustive, here is a list of example maneuvers for
the GM to consider:

● Remind the brigands what’s at stake, with threats or
taunts in the voice of their enemies, or with questions or
requests posed by their friends and allies.

● Sneer, look down on, or abuse the less powerful.
● Flee from power, reposition to strength, throw underlings

at a problem.
● Haunt the brigands, use blood magic, temporarily

confound their senses.
● Make unreasonable demands, abuse power.
● Cryptically hint at grand schemes, terrible works, or

ancient plots and vendettas.



● Toy with prey, make idle threats, soliloquize.

Remember, the goal of using a maneuver is not to subvert the
brigand’s goals, or to “win in the cutscene,” but instead to make
your villians and obstacles feel alive and reactive, and in so doing,
make their defeat that much more rewarding.

Campaign Pacing and Progression
As your campaign progresses, the world around your brigands will
shift and change, both because of their actions and in reaction to
their deeds. As the GM, your role is to mirror these shifts back to
the players, to show them how the world changes.

Spreading Sedition
As the sedition level grows in the towns and villages the brigands
visit, it should affect everything from what the brigands see to
how the residents of a location respond to their actions. Villagers
and townsfolk who once might have been wary of, or outright
hostile to, the brigands, will rally to their cause and provide
support as the sedition of their home rises. There should be a
palpable sense of nervousness in the brigand’s enemies as those
they oppress become more and more empowered. As the GM,
consult the list below for ways to communicate the shifting
attitudes that sedition represents.

Low Sedition (0-1): Fearful villagers and townsfolk. Boarded up
windows. Soft, distant cries in the night. Casual, unguarded
bailiffs patrolling the street and bold wisps praising their
vampiric masters. Unhelpful folk, frightened of the brigands.

Moderate Sedition(1-2): Grumbling villagers and townsfolk.
Pro-rebellion graffiti. Watchful, sneering patrols of bailiffs. The
occasional outcry against the brutality of the vampires. Helpful



townsfolk, willing to aid passively, provide info to, or hide the
brigands.

High Sedition (3+): Fearful vampires and their servants hunker
down in the few garrisons they have left. Townsfolk and villagers
proudly walking the streets. Guerrilla cells take over local
governance and begin passing sweeping economic and social
reforms. Democratic rule and moots become commonplace.
Statues of Vampire Lords are torn down, and instruments of
oppression such as jailhouses or gallows are destroyed or
repurposed. Most supporters of the rebellion are well-trained and
willing to aid the brigands directly, share intelligence with them,
or provide a base of operations already set to go.

Rising Tyranny
As the tyranny in Cardenfell rises, its effects should be reflected
both in the tier of the opposition the brigands face, as well as the
general tone of their forays.

Low Tyranny (0-1): Tier 0 or Tier 1 enemies such as bailiffs and
huntsmen are the most common opposition that the rebels face.
Opponents are typically off-guard, apathetic, and spread out.
Discipline is lax, and business is typically allowed to proceed as
normal in both villages and towns.

Moderate Tyranny (1-2): Tier 1 and Tier 2 enemies become more
common. Vampiric schemes ramp up in their intensity. Guards
and patrols become more frequent and more brutal. Repression
increases in villages while security tightens in towns.

High Tyranny (3+): Tier 2 and Tier 3 enemies become
commonplace, with some Tier 4 and Tier 5 vampires occasionally
becoming direct threats while actively pursuing their own
agendas. Repression tightens even further, with frequent
executions, martial law, and hourly patrols of industrial centers



and other high-value targets. Campaigns of terror and
surveillance pervade in vampire-controlled territory.

Endgame and Open Rebellion
When the total rank of all of your rebellion’s aspects equals 6, the
campaign progresses towards its final phase. Some groups might
want to wrap up a few forays before this shift, or to consider a
narrative time skip forward in order to drive home their progress
in the campaign.

In this final phase of the game, the land of Cardenfell erupts into
open rebellion against its vampire overlords, and your task will
now be to guide this revolution towards victory. Any town or
village with a sedition level of 3 or higher should be considered to
have joined the rebellion wholeheartedly, and is now directly
controlled by your rebellion. All other towns and villages remain
occupied and controlled by the vampires… for now. Depending on
which aspect of your rebellion is most developed, three distinct
endgame scenarios may emerge, detailed below.

High Influence - Civil War
In this scenario, the rebellion’s influence has managed to crack
the very foundations of vampiric power and erode the delicate
balance of alliances which held the vampire court together. Old
allegiances break apart, each petty vampire lord or marquis
seizing control of whatever towns or keeps they can manage to
hold, while feuding with one another as much as their subjects.

To succeed, you must take and hold any remaining towns that are
not yet flying your banner, a task made somewhat easier as the
remaining vampire nobles plot against one another.



High Organization - Total War
As your rebellion’s organization rises, the economic
contradictions and failures of the vampiric system become more
and more obvious. The standard of living in areas you control
rises, as all citizens are empowered to participate in the
democractic control of their labor, and the myths which have
given the vampires sway over their dominion rapidly erode.

In this scenario, the vampires are left with only one option: your
utter destruction. Expect vicious assaults and armies marching
against your holdings as the vampires try to crush your nascent
rebellion with any means at their disposal.

To succeed, you must weather the vampire onslaught while also
raising the sedition in all remaining towns. Once all towns are at
least a sedition level of 2, you can organize a final, massive
uprising that sweeps the vampires from power.

High Military - Foreign Intervention
As your rebellion’s military force grows, it becomes more and
more obvious that the vampires are trapped in a guerrilla war of
attrition that they cannot possibly hope to win. In this scenario,
expect the most powerful vampire lords to retreat back to the
Continent… but for the Continent to send their own forces in
retaliation against your uprising.

To succeed, you must make the cost of keeping Orslae under
vampiric control higher than what the Crimson Crown is willing
to pay. This can be accomplished through naval victories,
destroying expeditionary forces, taking the fight to the Continent
itself, or by using your influence, spies, and allies on the
mainland to convince the Crimson Crown that it has greater
worries elsewhere.



Even Aspects - Revolution by Many Means
If your rebellion possesses an equal rank in influence,
organization, and force, they have cultivated a revolutionary
movement that has many options available to it for success. In
this scenario, the Vampire Lord’s attention will be split three
ways trying to undermine your logistics, attack your holdings,
and infiltrate or dispel your influence.

To succeed, you must liberate three towns from vampiric control
and face a final showdown with the Vampire Lord. In liberating
towns, you can choose any means available to you, whether it be
influencing the population and institutions of a town to ally with
your cause, organizing the people of a town for a rebellion, or
applying direct military force to seize the town directly.

Epilogues and Conclusions
When the final blow is struck and your revolution takes power,
you may wish to wrap up your campaign of Brinkwood with a
short epilogue. Based on the factions your rebellion has added to
their Conclave, consider reading the faction epilogues present in
the Brinkwood Almanac aloud.

Next, consult the moot decisions you have made and have each
player choose a moot decision they are particularly interested in.
Ask them to describe how this decision shapes the society you
build, and what institutions are enshrined to maintain the
progress your revolution has made.

Next, go around the table to give each player a chance to describe
the final epilogue for their character. This should be fairly
freeform, but feel free to use the questions below as a guide.



Finally, have each player answer one of the questions below as if
they were your Fae, in order to bring your Fae Patron’s story to a
close.

● What feelings and emotions fill your character as they
realize the rebellion has succeeded? What are their most
immediate concerns?

● What’s next for them? Leadership in the new society they
will build? Continuing the fight against vampiric tyranny
in other lands? Peaceful retirement and rest?

● What are your hopes and dreams for the future of their
society? What do they do next to help make these dreams a
reality?

● How are they remembered in the ages to come? What tales
are told of their deeds, what is written about them in the
history books? Who writes the history of their rebellion?


