
PLAYBOOK

INSIGHT

FINESSE

PROWL

SKIRMISH

WRECK

PROWESS

RESOLVE

SPECIAL ABILITIES

DOCTOR

HUNT

STUDY

TINKER

ATTUNE

COMMAND

CONSORT

SWAY

BONUS DIE

+
PUSH YOURSELF (take 2 
stress) -OR- accept a 
DEVIL'S BARGAIN.

DEADLY FRIENDS ITEMS LOAD 3 light 5 normal 6+ heavy

Fine Kukri (Knife) A Blade or Two

Throwing Knives

A Pistol A 2nd Pistol

An Unusual Weapon

A Large Weapon

Armour +Heavy

Burglary Gear

Arcane Implements

Documents

Subterfuge Supplies

Tinkering Tools

Demolition Tools

Climbing Gear

Lantern

XP
Every time you roll a desperate action, mark xp in that action's attribute.

Crystal Ball

You addressed a challenge with misdirection or showmanship.

You expressed your beliefs, drives, heritage, or background.

You struggled with issues from your vice or traumas during the session.

At the end of each session, for each item below, mark 1 xp (in your 
playbook or attribute) or 2 xp if that item occured multiple times.

VETERAN: Choose a special ability from another source.

COMPEL: You can attune to the ghost field to force a nearby ghost to 
appear and obey a command you give it. You are not supernaturally 
terrified by a ghost you summon or compel (though your allies may be).

MIRAGE SHOWMAN AND 
SPEAKER FOR  
THE DEAD

STASH

COIN

TEAMWORK

Assist a teammate

Lead a group action

Protect a teammate

Set up a teammate

PLANNING & LOAD GATHER INFORMATION
What do they intend to do?

Assault: Point of attack

Deception: Method

Stealth: Entry point

Occult: Arcane power

Social: Connection

Transport: Route

Choose a plan, provide the detail. Choose 
your load limit for the operation.

Isiah Dwan, a farrier

Henry Maiden, a valet

Chris Gray, a theatre manager

Edith Edye, penny dreadful author

Wilbor Habborlain, a costumier

HARM

NOTES

3

2

1

NEED
HELP

-1D

LESS
EFFECT

ARMOUR
ARMOUR

HEAVY

SPECIAL

HEALING
project clock

STRESS TRAUMA
COLD — HAUNTED — OBSESSED — PARANOID

RECKLESS — SOFT — UNSTABLE — VICIOUS

VICE / PURVEYOR: FAITH — GAMBLING — LUXURY — OBLIGATION — PLEASURE — STUPOR — WEIRD

HERITAGE: BRITISH - IRISH  -GYPSY - AFRICAN

CARIBBEAN - ASIAN - ARAB - OTHER

BACKGROUND: ACADEMIC  - BLUE COLLAR - LAW ENF

MILITARY - TRADE - WHITE COLLAR - UNDERWORLD

LOOK

NAME ALIAS

CREW

Gangs of Old LondonT
H

E

GHOST MIND: You’re always aware of supernatural entities in your 
presence. Take +1d when you gather info about the supernatural.

MESMERISM: Take 2 stress to roll your best action rating while 
performing a different action. Say how you adapt your skill to this use.
PRACTICED: You may expend your special armour to resist a 
consequence of persuasion or suspicion. When you resist with insight, 
gain +1d.
PRESTIDIGITATION: When you push yourself, choose one of the following 
additional benefits: perform a feat of showmanship, sleight of hand or 
misdirection that verges on the superhuman - misdirect your enemies so 
they entirely miss an action and do not realise it occurred.

GHOST IMAGE: You may create an illusion, which affects one sense 
(sight, hearing, smell, etc) for as long as you concentrate. Take 1 stress 
when it manifests, plus 1 stress for each additional feature: it can affect 
multiple senses - it can move - it last for several minutes after you stop. 
concentrating.

COLD READING: You can quickly size up a mark from small details. 
During a conversation, you freely understand your partner’s state of 
mind, surface feelings, and whether they’re telling the truth.

LOST & FOUND: Building profitable relationships is your speciality. 
When you negotiate with someone with whom you share goals or 
respect, you get +1d.

Tarot Cards

Spirit bottles (2)

Flash Paper

Powdered opium

What echoes in the ghost feld?
What is foreign or weird here?
Who can be manipulated here?
Who has something to hide?
How can I stand out here?

What's really going on here?




