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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 Pistol 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.

Sturdy Prybar

You addressed a challenge with speed or flair.

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.

DAREDEVIL: When you roll a desperate action, you get +1d to your 
roll if you also take -1d to any resistance rolls against consequences 
from your action.

DRAGGER AN 
UNCATCHABLE 
DAREDEVIL

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.

Dwight Henry, a city watchman

Captain Wright, a harbour pilot

Waverly McLelland, a calciner

Drucilla Bilton, a suffragette

Nena Beale, a fish hawker

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

LUCKY CHARM: Things just seem to go better when you're around. 
Engagement rolls you're involved with get +1d, and jobs you pull earn 
+1Rep.

SEA LEGS: You never suffer an ill effects due to motion sickness, vertigo 
or freefall. In addition you never suffer any penalty for moving upon or 
for using weaponry from a moving platform.

SHADOW: You may expend your special armour to resist a consequence 
from detection or security measures, or to push yourself for a feat of 
athletics or stealth.

THE DEVIL'S FOOTSTEPS: When you push yourself, choose one of the 
following additional benefits: perform a feat of athletics that verges on the 
superhuman - manoeuvre to confuse your enemies so they mistakenly attack each other.

LEAF ON THE WIND: When you push yourself, you may spend +1 
stress (so 3 stress total) to gain both +1 effect and +1d instead of one 
or the other.

BABY: Your personal vehicle is unique and sacred. Detail it and choose 
a free edge from the vehicle edges and flaws. You can take more edges 
by taking one flaw each.

REFLEXES: When there's a question about who acts first, the answer is 
you (two characters with Reflexes act simultaneously).

Fine Engineers Toolkit

Grappling Hook

Victory Cigars

Petrol Canister

How can I get them to [X]?
What's the danger here?
Who is fastest here?
Where can I hide here?

How can I find [X]?

What's really going on here?




