Name:

Background:

-STATS-
-Dice- Acuity: Body:
Heart: Will:
-TRAITS-
-Dice-
-BELONGINGS-
Coat:

—{ REFERENCE +—

-RAISE & SEE- -FarLout Dicke-
Raise with 2 dice Non-physical: d4s or ceremonial
Sk with 1 die: Reverse the Physical: d6s

Blow
Sk with 2 dice: Block or Dodge
Sk with 3+ dice: Take the Blow

Weapon: d8s
Gunshot: d10s

-Farrout RoLr-
Any 1s: Experience
2-7: Short-term.
8-11: 1 Long term.
12+: 2 Long term.
12-15: Injured.
16-19: Badly Injured.
20: Dying.

-CoNFLICTS-
Non-pHysIcAL: Acuity+Heart
Physical: Body+Heart
Fighting: Body+Will
Gunfighting: Acuity+Will

-ELEMENTS oF CEREMONY-
Anointing with Sacred Earth

(d8s) -Trines' Dice-
Calling by Name (d4s) Normal: 1d6
Invoking the Ancients (d4s) Big: 1d8

Laying on Hands (d6s)
Making the Sign of the Tree

High Quality: 2d6
Big & High Quality: 2d8

(d6s) Crap: 1d4
Reciting the Book of Life (d4s) Guns: +1d4
Singing Praise (d6s)

Three In Authority (d8s)
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-RELATIONSHIPS-
-Dice- Blood 1d6
-AVAILABLE-
-FarLour-

-SHORT-TERM FALLOUT-

Subtract 1 from one of your character's Stats

for your next conflict.
Take a new trait rated 1d4 for your next
conflict.

Change the dice of one of your character's
Relationships to d4s for your next conflict.

Have your character leave the scene and

spend some time alone. Only choose this one
if nobody else launches a follow-up conflict.

-LoNG-TERM FarLLoUT-

Subtract 1 from one of your character's Stats.

Take a new trait at 1d4.
Take a new relationship at 1d4.

Add 1d to an existing d4 trait or relationship.

Subtract 1d from an existing d6+ trait or
relationship.

Change the die size of an existing trait or

relationship to d4.

Erase a Belonging from your character's

sheet.

Rewrite your coat’s description to include
permanent damage. Reduce your coat’s dice

if it’s called for.

-ExPERIENCE FALLOUT-

Add 1 to one of your Stats.

Create a new Trait at 1d6.

Add or subtract 1 die from an existing
Trait.

Change the d-size of an existing Trait.

Create a new Relationship at 1d6.

Add or subtract 1 die from an existing
Relationship.

Change the d-size of an existing
Relationship.

‘Write a Belonging on your character
sheet and give it its usual dice.

-ReFLECTION FALLOUT-
Choose once from Experience Fallout.
Also, choose one of these:

Add any 2 dice to your Available
Relationship Dice.

Add 2d4 plus any 1 die to your
Available Relationship Dice.

Rewrite your coat to reflect repairs or
replacement. Change your coat’s dice
if it’s called for.

Choose again from Experience Fallout.



QIVAANIATE SOO(]

NI

¢IN0D L NAId SOO(J IHI 41 NIddVH TTIN0M IVHAA

¢0d OL SOO(J 4HL INVM SNOWHEA IHL 0d LVHAA

JINVM SNOWHA THL 00 IVHAN

¢SO0(J IHL NOYA INVM TTdOIdSNMOL IHL 0d LVHAA

—l- INMOT, of—

¢MOY] PUB OYAA *9UOSIOS

SIOPINW JUOSOS AJ[eNIUSAY MACINJY ANV ALVH]
S0P A3Y3} OP JBUYAA “}1 9AISS

SUOWISP Y3 3By} ST 3N © JO Jomod 3y ], :XAAII0S
SOYAN "IND B saxew

$39dd1IysIom 9I0W JO 39Y ], :00HISAIYJ ASTV,]
JOUyM PUB JBYAA "AUOWSISD J09.1100Ul

9o130e1d snot3ial peq :dIHSIOAN LdMNIO))
Joym pue jeypp ‘surejdxs

WIjOIA Y} ‘SolIIsSn[ JOUUIS oY, FANTIIOO(T ISTV ]
dydiym pue
OYAA ‘[nFyires sy ssaaddo ‘stauurs sy yodsoad
‘59013SIUI S31 9J8(I90BXD ‘[BAIAINS S} JOSUBPUS

‘A3TUNwWItod 3y} 93J0ST SMOVILY JINOWIA(]
pIym
PUB OUAA "SSQUSSI[U}IR} ‘ssaul[pliom ‘Adejsode

‘Kwaydserq ‘A31unsIp 41909p ‘X3S ‘QIUIJOIA NI
dUyotym pue OYA\

*$S9USN093Y 81t ‘9]0 ‘Asuows :dIyspIef] :ADLISNIN]
JUdIym pue OyAp “Aduow ‘AwresAjod ‘OFeritew

X3S 9A0] ‘UdW pue UsWom ‘dIYSpIemalg AarJ

-NMOJ, V ONILVII)-

e c——

-41dOddSNMO] -
e ———

JEACINN 3 TLVE]

SAMADIOS

JQOOHISATYJ ISTV,]

SATHSAO A\

LdMIA0))

JANTIIOO(T ESTV,]

{SIOVILY

OINOINA(]

NIS

GAIILSNINT

ONOYAN S ONIHLINOS o

Jaany



—i= Town:
NaME:
Acurry: Bopy: HearT: WiLL:
r -TrAITS- a3 r -RELATIONSHIPS-
Blood 1d6
> < >
. 7 . 7
NAME:
Acurry: Bopy: HEART: WILL:
r -TRAITS- N / -RELATIONSHIPS-
Blood 1d6
. >
. . - p,
NaME:
Acurry: Bopy: HEearT: WiLL:
r -TrAITS- a3 /s -RELATIONSHIPS-
Blood 1d6
> < >
. 7 . 7

-FREE DiIce-

Rorr: 1-2d4 2-2d6 3-4d6 4-1d8 5-2d8 6-1d10
-Rorring NPCs-
For eacua NPC: RoLL  Srarts TRAITS RELATIONSHIPS
1d10 for Stats; 14322 24 2dd
. 2 4332 1d4 1d4
4d8 for Traits; 3 4432 146 1d6
2d10 for 4 5432 1d8 1d8
Relationships; 5 5532 1d10 1d10
T
3d6 for Free Dice for 3 5543 2d10 2410
the whole batch. 9 6543 - 3d6
10 6554 - 3d8

NaME:
Acurry: Bopy: HearT: WiLL:
r -TrAITS- a3 r -RELATIONSHIPS- =
Blood 1d6
> < >
. 7 . 7
NAME:
Acurry: Bopy: HEART: WILL:
r -TRAITS- - / -RELATIONSHIPS- =
Blood 1d6
. >
. . - p,
NaME:
Acurry: Bopy: HEearT: WiLL:
r -TrAITS- a3 r -RELATIONSHIPS-
Blood 1d6
> < >
. 7 . 7
-TypEs oF NPCs-

Groups: Each member gives the group NPC +2d6 to Stats, and is a

Trait.

Possessep PropLe: Choose Manifestations (changes in body, hands,
facial features, hair, nails, teeth, eyes) and Powers (Cunning,
Ferocity, Preservation, Viciousness) equal to the dice in the person's
Relationship with the demon.

CunnNiING: apply the Relationship to every social conflict.
Ferocrty: apply the Relationship to every physical conflict.
Preservation: when Taking the Blow, take one fewer Fallout die.
Vicrousness: when inflicting Fallout, inflict dice one d-size higher.

Sorcerers: Give the NPC a Relationship with a demon at four dice.
Sorcerers can: call on demons (roll the current Demonic Influence
into any side of a conflict); become possessed at will; invite demons to

possess their followers.
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-How to GM-
Play the Town. 91
Drive Play Toward Conflict.
Reveal the Town in Play.
Follow the Players’ Lead.
Escalate, Escalate, Escalate.
Don’t have a Solution in Mind.

Don't play God.

—}= Roll dice or say yes. «t—

-SOMETHING'S WRONG-

Overview 61
Pride 61
Enacted, Creates Injustice 67
Sin 63
Allows Demonic Attacks 68
False Doctrine 69
Creates Corrupt Worship 69
False Priesthood 70
Is Sorcery 70
Hate & Murder 70

-BETWEEN TownNs-
Players: Reflection Fallout 79
GM: Prepare the next town 80

-DEMONIC INFLUENCE-
Description & Application 46
What's the worst the Dogs have seen?
Injustice: 1d10
Demonic Attacks: 2d10
Heresy: 3d10
Sorcery: 4d10
Hate and Murder: 5d10

-CreaTING NPCs-
Proto-NPCs 81
NPCs in Play 83
Groups 84
Possessed People 85
Sorcerers 86
Demons 88
Names 88

-TaiNGs’ Dick-
Assigning Dice 15
Normal: 1d6
Big: 1d8
High Quality: 2d6
Big & High Quality: 2d8
Crap: 1d4
Guns: +1d4

-ResoLviNG CONFLICTS-

Overview & Recap 33,48
What's at Stake? 34
Set the Stage 34
Roll Stat Dice 34, 37
Non-physical: Acuity+Heart
Physical: Body+Heart
Fighting: Body+Will
Gunfighting: Acuity+Will
Escalating K7k
Roll Relationship Dice 14, 34, 41,
With your opponent 42
With what’s at stake
Raise & See 35
In Best Roll Order 35, 43
Raise with 2 dice

See with 1 die: Reverse the Blow
See with 2 dice: Block or Dodge
See with 3+ dice: Take the Blow

Roll Trait Dice 13, 34, 37
‘When you incorporate the Trait

into a Raise or See

Roll a Thing’s Dice 15, 35, 37

‘When you incorporate the thing
into a Raise or See

Multiple Opponents 43

Helping One Another 44

NPCs Helping PCs 85
-FaLLout-

‘When you Take the Blow 36, 39

Roll Fallout Dice equal to the
number of dice you used to See
Fallout Dice 36

Non-Physical: d4s

or Ceremonial 46
Physical: d6s

Weapon: d8s
Gunshot: d10s

NPCs’: If nobody cares, roll 41
NPCs’ Fallout Dice into the PCs'
side of the Follow-up Conflict

-ELEMENTS OF CEREMONY-
Description & Application 23,45
Anointing with Sacred Earth (d8s)
Calling by Name (d4s)

Invoking the Ancients (d4s)
Laying on Hands (d6s)

Making the Sign of the Tree (d6s)
Reciting the Book of Life (d4s)
Singing Praise (d6s)

Three In Authority (d8s)

DogGs 3
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-FaLLouT-
SHORT-TERM FALLOUT 39
Subtract 1 from one of your character's Stats for your
next conflict.
Take a new trait rated 1d4 for your next conflict.
Change the dice of one of your character's
Relationships to d4s for your next conflict.
Have your character leave the scene and spend some
time alone. Only choose this one if nobody else

launches a follow-up conflict.

LonG-TERM FALLOUT 39
Subtract 1 from one of your character's Stats.
Take a new trait at 1d4.
Take a new relationship at 1d4.
Add 1d to an existing d4 trait or relationship.
Subtract 1d from an existing d6+ trait or relationship.
Change the die size of an existing trait or

relationship to d4.
Erase a Belonging from your character's sheet.
Rewrite your coat's description to include permanent

damage. Reduce your coat's dice if it's called for.

ExpPerIENCE FALLOUT 4
Add 1 to one of your Stats.

Create a new Trait at 1d6.

Add or subtract 1 die from an existing Trait.

Change the d-size of an existing Trait.

Create a new Relationship at 1d6.

Add or subtract 1 die from an existing Relationship.
Change the d-size of an existing Relationship.

Write a Belonging on your character sheet and give

it its usual dice

REeFLECTION FaLLOUT 79
Choose once from Experience Fallout.
Choose one of these:

Add any 2 dice to your Unassigned Relationship Dice
Add 2d4 plus any 1 die to your Unassigned

Relationship Dice
Rewrite your coat to reflect repairs or replacement.
Change your coat's dice if it's called for.

Choose again from the Experience Fallout List

If you don't know what to do right
y g 1

now , check the outline on pages 57-59.



