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•MORE THAN HUMAN •BOON/BANE

•FANATICS

•I TOLD YOU NOT TO CAST THAT!

fksvksoqoascjdnvdfhdasfhldafhlahdsfvnqethqamrenbbvbv

fksvksoqoascjdnvdfhdasfhldafhlahdsfvnqethqamrenbbvbv

plmoknijbihvcgcccfytfxzstresaeqaeszxdrtfcvgyrhb

Hex*banes

Setting Rules

The very word conjures fear, loathing, hatred, and admiration. It only depends on 
to whom you speak, and how little value you place in life.  To the Grand Coven, 
they are a menace to be stamped out at all costs.  To the Remnant, they just as 
often bring trouble and death as they do hope and life.

All you need for this adventure are the Savage Worlds Deluxe rules, this document, and copies of the pre-generated 
characters. Feel free to use the blank character sheet to make your own characters as well.

In Ashen Thorns, nonplayer characters are not simply divided into Extras and 
enemy Wild Cards. They are encountered in greater levels of varying power, 
to include, weakest to strongest: Extras, Fiends, Left-hands, Wild Cards.

Boon areas and situations function just like a normal Trait Test.  A Bane acts 
in reverse, meaning the player must use the LOWEST of the Trait Die and 
Wild Die.

This setting rule functions exactly as in the Savage Worlds Deluxe.

Every time a Power is used by an allied Witch (player character or nonplayer character), 
draw a card from the Action Deck; a Club indicates the Power attracted a dark power 
loyal to the Coven; the number indicates the capability of the foe. Consult the Coven 
Attraction Table below. A red Joker provides a +2 bonus to the next Power used and 
prevents notice for d4 nights. A black Joker forces the Witch to suffer backlash and their 
Spellcasting die is lowered by one type for d4 nights.
 
A natural one on the Spellcasting die causes backlash as per Savage Worlds Deluxe and 
the player must draw a card from the Action Deck and consult the Coven Attraction 
Table.

 Type  Wild Die Shaken   Wounds

 Extras  No  Yes   1

Fiends  No  Yes   3

 Left-hands Yes  Yes   1

Wild Cards (H) Yes  Yes   3

COVEN ATTRACTION TABLE

2 Dire Beast Pack, Small (Extras), d4
3 Dire Beast Pack, Medium (Extras d6), (Fiend 1)
4 Dire Beast Pack, Large (Extras d8), (Fiend 1)
5 Ghul Pack (Extras, d8)
6 Ghul Pack (Extras, d8), Swarm (Small Burst Template)
7 Ghul Pack (Extras d10)
8 Ghul Pack (Extras d6), Humanity (Extras d4)
9 Humanity (Extras d6), (Fiend 1)
10 Humanity (Left-Hand 1)
J Ghul servitor (Wild Card), d8 Ghuls (Extras)
Q Coven Familiar (Wild Card) with one Power
K Coven Seeker (Wild Card), two Familiars (Left-hands), Ghul (Fiend)
A Coven Witch (Wild Card), three Familiars (Left-hands), d8 Dire Wolves



OLD KEIDJA

TIDAL POINT

THE BLACK GROVE
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The Adventure

 Card Encounter

2-6

7-10
J

Q

K
A

Swarm: H (Boring Beetles) D (Ticks and Fleas) 
C (Plague) S (Rats)
Witch Tree (1)
Lions (2 per WC characters)(H/D) or Wolves 
(2 per WC characters)(S/C)
Ghul Pack: H (1 perWC characters) D (2/WC) 
C (3 per WC characters) S (4 per WC characters)
Fledgling Witch
Witch (Left hand) + Ghuls (Extras)(2 per 
WC characters)

It is roughly nine years after the Plague consumed 
mankind, which vaulted the Grand Coven to 
rulership of the Earth.  Now, the remnants of 
humanity, myth puts this number at 144,000 souls, 
are hunted by witchcraft, Familiars, Ghuls, and 
Nature itself.  The survivors use guile, luck, and 
sometimes witchcraft to carry on surviving.  Some 
choose to hunt back…
 
Our story begins on a rainy morning in Fort McHenry, 
Baltimore, Maryland. The Commune, numbering less 
than 30, continues to survive by hiding in the forest 
which sprung up around the landmark, but a 
darkness now casts its long shadow. There were 
signs of a Hex, spoiled milk, salted flesh, putrid 
water, but this morning is a true cause for alarm: 
Five children of the Commune are missing. The 
Commune gathers slowly, as the word spreads…
 
Tell each player to draw a card from the Action 
Deck, face down. Encourage roleplaying amongst 
the group as well as the members of the Commune. 
As the Commune gathers together, ask them to flip 
their Action Card face up. Proceed to ask open 
questions or present situations near them 
represented by the suit, as per the Interlude rules: 
the suit of the card drawn is a guide for the GM as to 
the motivation or current state of mind of the NPC 
(Spade-mournful, broken/Club-angry, 
cantankerous/Diamond-needy, 
desirous/Heart-hopeful, friendly). The suit indicates 
how the nonplayer characters fits into the story and 
assists in guiding them in roleplay. Now is a good 
time to reward a benny for role-playing Hindrances 
well in the situation.
 
After each person’s card is revealed and they are in 
the middle of role-playing, there is a booming knock 
on the makeshift gate. On a successful Notice check, 
the player characters realize the animals have gone 
silent  Anyone peering out, sees a child standing 15 
feet away. She is whimpering.
 
Anyone approaching her sees blood dripping from 
her hands; A Notice Test shows the cuts are actually 
Theban Runes. At five feet away, she lifts her face, 
displaying the thorns driven through her lips and 
fingernails (Fear Trait Test). Her eyes are missing as 
well. She begins to giggle maniacally, slowly lifting a 
few inches off of the ground as if hovering. If spoken 
to, she cries, “Mother is waiting to see you.  She 
sees everything now”. If she is touched by hand in 
any way, the inlaid damage field erupts (Trapping: 
the runes glow black, the offender begins to have 
old wounds, regardless of healed state, reopen and 
bleed). If she is attacked, she begins to scream, 
crying for her mother and father…who happens to 
be near the player characters. Roleplay this out as a 

After the Plague Swarm is scattered, the Commune 
begs for the now heroes to locate the missing 
children, before such a fate befalls them as well. 
This adventure assumes the choice of the heroic 
path is made. How the players decide to tackle this 
however, is up to them. There are three initial, 
obvious choices:

It is true, both that she is a very capable healer and 
also that she once served the Grand Coven. She 
departed the Coven when she bore her third child, a 
son, who was taken from her and slain (only the 
Daughters of Hecate may live). This drove her 
insane, and she was stripped of her power, 
memories, and sent to wander the wild lands 
(hopefully to be eaten by Ghuls). She came to be 
rescued by a Warden and served the Commune 
since as a healer. Her home is a hovel, clean, but 
cluttered in such a manner that it seems as if nothing 
is recognizable nor locatable.
Upon searching her hovel, the party finds the 
following: roughly made toys for small children 
(Success), a drawing of an old cabin by water 
(Raise), and a rune-covered, blood stained rag which 
is freshly moistened (2 or more Raises). The toys are 

This is a very dangerous red herring, as it is the 
home to a Ghul Steading. Stealth is a must, though 
Ghuls are known (Knowledge (The Craft) to possess 
a keen sense of smell, which they rely upon for 
hunting humans. The living area is in ruins, the once 
lush park barren and the vegetation is sallow. If 
listened for carefully, no sounds of children can be 
heard, nor are there any traces to be found. If the 
party fails to be stealthy, make it abundantly clear by 
demonstration of numbers that this is not a fight they 
are likely to win. This is a great time however, for a 
Chase!
•5 Ghuls per Wild Card

There is, in fact, a small Coven of Banished Witches 
here, serving the Hag of Riverside Park. They sought 
knowledge beyond their rank and ability, and for that 
were banished by the Grand Coven, left for dead. 
The Grove is enchanted to defend itself, and any 
who wander may indeed be lost. A search of the 
Grove is run similar to a Dramatic Task (see Savage 
Worlds); to successfully navigate to either an exit or 
to the Heart of the Grove requires five successes in 
five or fewer rounds. Each Survival Test is 
handicapped by the Bane Setting Rule. The leader 
may be assisted as per the normal Savage Worlds 
rules. Lay out five cards, face down on the table. 
Turn over the first card, revealing the suit and order. 
Call for the Test, which if failed results in an 
encounter based on the following table:

A. Any investigation of the Commune will reveal the 
following:

    Community Lore: Old Keidja, the Commune 
mendicant, is (now) suspiciously able to work 
‘miracles’ with her herbs and poultices.

    Success: She is rumored to be a former devotee 
of the Grand Coven.

 
B. Any investigation into potential trouble spots 

around the Commune will reveal the following:
     Community Lore: There is said to be the 

remnants of a Coven somewhere near the Fort.
     Success: The Black Grove lies within the wild 

lands known as Locust Point.
 
C. Any investigation into Ghul activity around the 

Commune will reveal the following:
     Community Lore: Ghuls were seen scavenging in 

various places over the last fortnight
     Success: A Warden claimed to have seen a Ghul 

Steading near Tidal Point, in the park

bereft father who will do almost anything to get to 
his girl. Allow the players another round of actions, 
discussions, planning, etc. then the girl’s body 
begins to contort upon itself, as if unseen hands 
were crushing her to death. Then the Plague Swarm 
flies from her eyes, ears, and mouth. Draw initiative 
cards!

innocent, but will likely raise suspicion; in truth, they 
are toys she made for her children. The drawing is a 
faint memory and will likely turn the Remnants to 
either Locust Point or Tide Point; neither is accurate 
as it is the abode of a Hag in Riverside Park (and the 
true culprit in this mystery). The rag, as damning as 
it appears, is an old bandage, which if tasted or 
smelled, will not reek of salt water (another clue that 
Tide Point is not the location).



THE HEART OF THE GROVE

THE HAG OF RIVERSIDE PARK

THE THING IN THE POOL

EPILOGUE
Once the Hag is defeated and the children 
rescued, the party may freely return to the Fort. 
They may return with any and all souvenirs they 
see fit and care to explain. They must also know, 
they most certainly gained the notice of the 
Grand Coven…

BESTIARY
Banished Witches
Attributes: Agility: d6, Smarts: d6, Spirit: d10, 

Strength: d6, Vigor: d6 
Skills: Fighting: d6, Faith: d10, Intimidation: d8, 

Notice: d6
Pace: 6; Parry: 5; Toughness: 6 (1)
Hindrances: Various
Edges: Arcane Background (Magic), New Power, 

Power Points
Gear: Nature’s Gossamer (+1), Sickles (Str+d4)
Abilities: 
•Spells: Banished Witches typically have 15 

Power Points and know armor 
(nature/thorns trapping), fear, and 
zombie.
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 Card Encounter

 2-6

7-10

Jack

Queen

King

Ace
Joker

Cold (Temp becomes 
40 below 0) -2 to 
Fatigue Test
Heat (Temp becomes 
100) -2 to Fatigue Test
Sleep (as if they have 
not slept in 36 hours) 
-2 to 
Fatigue Test
Poison (Paralysis) 
-2 Vigor Test
Poison (Lethal) 
-2 Vigor Test
Entangle (d6 Trait Test)
Havoc (d6 Trait Test)

A Club results in a -2 penalty to the Trait Test, and if 
failed, will force a combat between the heroes and 
all three of the Banished Witches plus their 
combined Ghuls (2 per Wild Cards); this also marks 
the location of the Heart of the Grove. A Joker equals 
an automatic success as well as a +2 on the next 
Trait Test, if required. Every Raise counts towards 
the goal of five successes, so theoretically, the goal 
could be reached in one round on a lucky roll. That 
is fine, as the Heart of the Grove is a dangerous 
place to find yourself. If the PCs elect to flee from an 
encounter, run this as a Chase; if they elude their 
predator(s), grant them a benny each as well as one 
success.

This is quite literally, a heart, gigantic and placed into 
a Honey Locust tree. And it gives off a sickly 
blackish green glow, which brightens and dims with 
each beat. It is here that the Banished Witches 
gather in congress and create more Thralls from 
hapless victims. But not from children. They are 
passed quickly to the Hag, though one child does 
remain here, bound to the Tree. You see, the 
Witches are contemplating carving him up for the fat 
and marrow and now a political debate is currently 
underway. There are three Banished Witches, each 
with 3 Ghuls per Wild Card character. The debate will 
last only three more rounds, after which the Witches 
will agree to cut the arms and legs from the child 
and send the torso forward. If a Remnant wishes to 
attack in stealth, follow the rules for such; success 
indicates they are hidden, while a raise indicates 
they have The Drop due to luck. If a player-character 
fires a ranged weapon into the throng of Witches, 
the innocent bystander rule shall apply to the child.
 
Combat in the Heart of the Grove reflects a dynamic 
battlefield, represented by a coin, die, chit, anything 
with even and odd indicators. Place the object with 
the odd indicator face up; this means the Bane 
Setting Rule is in play. Each round, flip the object to 
reflect the opposite (Bane, Boon, Bane, Boon, Bane, 
etc.) as this reflects the nature of the world and the 
closeness to an artifact of evil.  If the Remnants seek 
to destroy the Heart, treat this as an Object with a 
Parry of 2 and a Toughness of 12 (4 Armor). 
Destruction of the Heart will instantly kill all Thralls 
and force the remaining Witches to flee.
 
Any investigation of the Grove will uncover Ghul 
hides stretched out for drying (Success), a 
Testament of Broken Oaths (Raise), and a strange 
charm with a living eye placed upon it (2 or more 
Raises). The charm will detect as magic (Knowledge 
(The Craft) and/or can be identified as a Hag Eye 
(Knowledge (The Craft); a Raise on this test yields 
the domain of the Hag as Riverside Park. If the child 
lives, he can be calmed, though any use of 
Witchcraft to do so should be frowned upon in 

Locating the Hag is a simple affair, she fears no 
creature in this realm, save a full member of the 
Grand Coven. A Hex*Bane will give her pause, but 
not fear. She established her lair at the northern end 
of the brackish, poisonous reflecting pool. The 
ground throughout this place is littered with the 
bones of her victims, animals and people. 
Immediately upon seeing this, call for a Fear Test. To 
make matters worse, the screams and cries of 
children can be heard prior to entry into the Pool 
area.
The Hag is found in media res, that is just finished 
her grisly task. As the party advances, she turns 
menacingly, the shadowy form of a child obscured 
by her immense form. Stealth is an option, as 
before. Once again, this is her domain and as such, 
any combat (likely) will be to the disadvantage of the 
party. Set aside three cards for the GM, representing 
the Hag. These are her Dominance Actions, as the 
combat rages, the Hag may spend one benny to 
activate a Dominance Action in addition to her 
normal actions and movement for the round. If she 
spends the Benny, flip the card over, and compare it 
to the chart below.

Treat as a Water Elemental (see 
Savage Worlds) sans 
invulnerability and which takes 
the form of tentacles. This 
lashes out at anyone entering or 
standing next to the water. As an 
option, the Hag may spend one 
Benny to control the Thing for 
one round in lieu of her normal 
action.

roleplaying. He is able to tell the party that the others 
were taken to the Park to play (Common Knowledge 
Trait Test identifies this as Riverside Park).
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Ghuls
Ghuls are vile scavengers, feasting off carrion and 
unfortunate victims who cross their path.

Attributes: Agility: d10, Smarts: d6, Spirit: d6, 
Strength: d8, Vigor: d8 
Skills: Fighting: d6, Intimidation: d8, Notice: d8, 
Stealth: d10, Tracking: d8
Pace: 6; Parry: 5; Toughness: 8
Abilities: 
•Claws: Str+d4.
•Infravision: Ghuls halve penalties (round down) 

for bad lighting when attacking living 
targets.

•Keen Nose: Ghuls get +2 to Notice and Tracking 
rolls against living targets.

•Paralysis: Victims of a Ghul’s claw attacks must 
make a Vigor roll at –2 or be paralyzed 
for 1d6 rounds.

•Undead: +2 Toughness; +2 to recover from 
being Shaken; No additional damage 
from called shots; Immune to disease 
and poison.

The Plague Swarm
(See Swarm in Savage Worlds Deluxe)

Witch trees
Witch trees are regular trees animated through 
Witchcraft. They are not sentient, but possess 
animal-like intelligence.

Attributes: Agility: d4, Smarts: d4 (A), Spirit: d10, 
Strength: d12+6, Vigor: d10
Skills: Fighting: d8, Notice: d6
Pace: 6; Parry: 6; Toughness: 19 (4)
Abilities: 
•Armor +4: Thick bark.
•Branch Swipe: Str+d6, Reach 1.
•Huge: Attackers are +4 to attack rolls against a 

Witch tree due to its size
•Plant: Plants are not subject to Fear and Tests of 

Will.
•Size +8: An average war tree is over 40’ tall.
•Stomp: Str+d10. The creature is naturally adept 

at using its full weight to smash its 
foes. Nonrigid armor (leather, chain 
mail) offers no protection against the 
stomp.

•Sweep: A Witch tree can attack all adjacent 
opponents at no penalty.

•Weakness (Fire): Fire attacks cause +4 damage.    The Hag of Riverside Park
These cannibalistic ogres have powerful magical 
abilities. They are fond of eating children, but are 
not picky and eat nearly anything made of meat.

Attributes: Agility: d4, Smarts: d10, Spirit: d8, 
Strength: d10, Vigor: d8  
Skills: Fighting: d6, Intimidation: d8, Knowledge 
(Arcana): d6, Notice: d6, Persuasion: d12, 
Spellcasting: d10, Taunt: d6
Charisma: -2; Pace: 5; Parry: 5; Toughness: 6
Abilities: 
•Claws: Str+d6
•Fear: Anyone seeing a hag must make a Fear 

check.
•Cold Iron Weakness: Cold Iron weapons striking 

a Hag add 1d6 to the damage roll.
•Spells: Hags have 20 Power Points and typically 

know the following spells: armor (iron 
skin), boost/lower trait (blessing/curse), 
fear (hideous visage), obscure (dark 
cloud), puppet (persuasive words), and 
quickness (superhuman reflexes).
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WYRDING WAYS

Athame
Commune
Coven
Familiar

Fyre
Ghul

Hex
Hex*Bane

Mendicant
Plague

Remnant

Theban
The Grand Coven

A Witch’s ceremonial blade, power focus
A small gathering of Remnants, usually hidden and well-defended.
A gathering of Witches
A human who pledged body, mind, and soul to the Grand Coven; a Witch may 
use her familiar as an extension of senses.
A cold-blue flame, normally the manifestation of a Hex*Bane’s Rituals
Those who were once human, but fell to the Plague and became a ravenous, 
blood-thirsty creature which dwells somewhere between life and death.
A spell, Power, Witchcraft
A special soul touched in some way by Witchcraft, before, during, or after their 
birth.
A beggar, or one who lives via begging
The Apocalypse, the End of Times, the Grand Hex; the proper noun for the 
witchcraft which brought about the end days
The term used for the remaining population of human beings not loyal to the 
Grand Coven
The ancient alphabet and language of Witches
The ruling Witches of the world

Adventure Term Definition
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6

D
8

D
4

0
6

7
7(2)

Enem
y; W

anted
; D

eath W
ish

A
B (M

iracles)[Called H
ex*Bane], N

ew
 Pow

er, 
Sw

eep

H
IN

DR
A

N
CES

(T
rappings): boost/low

er trait (T
onics, Charm

s), 

sm
ite (Fyre)

POW
ER

S

Bastard Sw
ord (Str+

d10) (Cold Iron); A
rm

ored Coat (+
2)

GEA
R

SK
ILLS

ED
GES

10 PP
Pow

erpoints



a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y

A
GILIT

Y
SM

A
RT

S
V

IGOR
ST

R
EN

GT
H

SPIR
IT

CH
A

R
ISM

A
PA

CE
PA

R
RY

T
OU

GH
N

ESS

N
am

e
Concept: Fallen W

itch
Yo

u
 cam

e
 late

 to
 th

e
 C

o
m

m
u

n
e

, th
o

u
g

h
 yo

u
 w

e
re

 n
e

ve
r tru

ste
d

. O
n

ce
 a se

rvan
t o

f a H
ag

, yo
u

 b
e

traye
d

 H
e

r fo
r 

a cau
se

/g
o

al/d
e

sire
/co

m
p

licatio
n

 kn
o

w
n

, th
u

s far, o
n

ly to
 yo

u
. Th

e
 C

o
m

m
u

n
e

 fo
lk n

e
e

d
 yo

u
r tale

n
ts, ye

t th
e

y 
are

 q
u

ick to
 cast b

lam
e

 fo
r p

o
o

r h
arve

sts, ill o
m

e
n

s, o
r u

n
faith

fu
l sp

o
u

se
s. Yo

u
 take

 th
e

ir h
yp

o
crisy an

d
 le

t it 
m

ain
tain

 yo
u

 in
 th

e
 ch

ill o
f w

in
te

r an
d

 th
e

 fe
ve

r o
f su

m
m

e
r; yo

u
 are

 su
p

e
rio

r in
 p

u
rp

o
se

 an
d

 d
e

sig
n

. Th
e

re
 w

ill 
co

m
e

 a tim
e

 w
h

e
re

in
 yo

u
r b

e
trayal an

d
 th

e
 w

e
ll-b

e
in

g
 o

f th
e

 C
o

m
m

u
n

e
 m

e
e

t, an
d

 w
h

e
n

 th
at d

ay arrive
s, yo

u
 

stan
d

 re
ad

y to
 p

ro
vid

e
 a fu

ll acco
u

n
tin

g
.

W
OU

N
D

S

FAT
IGU

E

-1-1 -2-2 -3

D
8

D
8

D
8

D
4

D
4

Fighting 

D
4

Intim
idation

D
6

K
now

ledge (T
he Craft) 

D
8

D
8

N
otice

D
6

Shooting

D
4

D
6

Spellcasting

D
4

-2
6

4
4

Vengeful; Outsider; W
anted

A
B (M

agic), Pow
er Points, N

ew
 Pow

er (2X
)

H
IN

DR
A

N
CES

barrier, blast, boost/low
er trait, entangle, 

healing, m
ind reading

POW
ER

S

A
tham

e (D
agger) (Str+

d4) (Cold Iron)
GEA

R

SK
ILLS

ED
GES

15 PP
Pow

erpoints



a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y

A
GILIT

Y
SM

A
RT

S
V

IGOR
ST

R
EN

GT
H

SPIR
IT

CH
A

R
ISM

A
PA

CE
PA

R
RY

T
OU

GH
N

ESS

N
am

e
Concept: Scout
N

o
 o

n
e

 e
ve

r re
ally to

o
k w

e
ll to

 yo
u

. N
o

t as a ch
ild

, n
o

t as an
 ad

u
lt, n

o
t e

ve
n

 th
e

 an
im

al d
e

n
ize

n
s o

f th
e

 
w

ild
lan

d
s yo

u
 so

 lo
ve

. It is n
o

t an
yth

in
g

 yo
u

 d
o

, it is ju
st, w

e
ll...yo

u
. Yo

u
 p

re
fe

r to
 d

w
e

ll alo
n

e
. E

at, alo
n

e
. Sle

e
p

, 
alo

n
e

. Yo
u

’ve
 alw

ays b
e

e
n

 th
is w

ay, co
m

m
u

n
in

g
 w

ith
 n

atu
re

, as b
e

w
itch

e
d

 as it cu
rre

n
tly lie

s, w
as alw

ays 
p

re
fe

re
n

tial to
 ke

e
p

in
g

 w
ith

 o
th

e
rs. Jo

in
in

g
 o

n
 as a d

e
e

p
-w

ild
s sco

u
t w

as a ve
ry e

asy ch
o

ice
, an

d
 o

n
e

 w
h

ich
 

yo
u

 take
 ve

ry se
rio

u
sly; yo

u
 w

ill kill an
d

 th
re

at to
 th

e
 C

o
m

m
u

n
e

. Yo
u

 p
ro

ve
d

 th
at b

y b
ash

in
g

 in
 th

e
 h

e
ad

 o
f a 

co
rru

p
te

d
 m

e
m

b
e

r o
f th

e
 C

o
m

m
u

n
e

 w
ith

 a ro
ck, o

n
ce

 yo
u

 le
arn

e
d

 th
e

y w
e

re
 e

n
so

rce
lle

d
 b

y a w
itch

. Yo
u

 
p

ro
ve

d
 th

is b
y allo

w
in

g
 yo

u
rse

lf to
 b

e
 take

n
 p

riso
n

e
r b

y a falle
n

 w
itch

 rath
e

r th
an

 allo
w

 h
e

r to
 g

ain
 th

e
 p

ath
 to

 
th

e
 C

o
m

m
u

n
e

. A
n

d
 yo

u
 n

e
ve

r b
ro

ke
...d

id
 yo

u
?

W
OU

N
D

S

FAT
IGU

E

-1-1 -2-2 -3

D
8

D
6

D
6

D
6

D
8

Clim
bing

D
6

Fighting

D
6

K
now

ledge (N
ature) 

D
8

D
6

D
8

Lockpicking

D
6

N
otice

D
6

D
10

D
6

Shooting

Stealth
T

racking 

Survival

D
4

-2
6

5
8(2)

Loner (Outsider); Vow
 (keep the Com

m
une 

secret); H
eroic

W
oodsm

an
; Luck

H
IN

DR
A

N
CES

M
4 (5.56)(R

ange: 24/48/96, 2d8, R
OF 3, Shots 30, A

P 2, A
uto); 

Crossbow
; K

nife; T
om

ahaw
k

GEA
R

SK
ILLS

ED
GESPow

erpoints
POW

ER
S



a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y

A
GILIT

Y
SM

A
RT

S
V

IGOR
ST

R
EN

GT
H

SPIR
IT

CH
A

R
ISM

A
PA

CE
PA

R
RY

T
OU

GH
N

ESS

N
am

e
Concept: Com

m
une M

arksm
an

B
e

tte
r? B

e
tte

r th
an

 w
h

o
m

, e
xactly? Th

e
re

 is n
o

 o
n

e
 b

e
tte

r. P
e

rio
d

, n
o

 fu
rth

e
r d

iscu
ssio

n
. Th

is is n
o

t a g
am

e
, o

r 
so

m
e

 sick, zo
m

b
ie

-flick fan
tasy; th

is is life
 an

d
 th

at is th
e

 re
alm

 in
 w

h
ich

 yo
u

 h
u

n
t. Yo

u
 d

o
n

’t m
an

 th
e

 w
alls to

 
lau

g
h

, o
r d

rin
k u

p
 th

e
 p

le
asu

re
 o

f th
e

 slau
g

h
te

r, yo
u

 d
o

 it b
e

cau
se

 n
o

 o
n

e
 e

lse
 can

 b
e

 tru
ste

d
 to

 d
o

 it w
ith

 
p

e
rfe

ctio
n

. Th
e

se
 d

e
g

e
n

e
rate

 cre
atu

re
s to

o
k yo

u
r lo

ve
d

 o
n

e
s fro

m
 yo

u
 an

d
 u

n
to

 th
e

m
 sh

all yo
u

 b
rin

g
 d

e
ath

. 
N

o
t o

n
ly o

f th
e

 b
o

d
y, b

u
t o

f th
e

ir e
n

tire
 b

e
in

g
, fo

r th
e

 Lo
rd

 said
, “D

o
 n

o
t th

in
k th

at I h
ave

 co
m

e
 to

 b
rin

g
 p

e
ace

 
to

 th
e

 e
arth

. I h
ave

 n
o

t co
m

e
 to

 b
rin

g
 p

e
ace

, b
u

t a sw
o

rd
”.

W
OU

N
D

S

FAT
IGU

E

-1-1 -2-2 -3

D
10

D
6

D
6

D
6

D
6

Fighting

D
6

N
otice

D
6

Shooting
+

5 skill points
D

10

Taunt

D
6

D
4

0
6

5
5

O
verconfident, T

he Chant (Quirk), 
Vengeful

A
lertness; M

arksm
an

H
IN

DR
A

N
CES

H
unting R

ifle (.308)(R
ange 24/48/96, 2d8+

1, Shots 5, A
P 2, 

Bolt-A
ction); Survival K

nife (Str+
d4+

1)

GEA
R

SK
ILLS

ED
GESPow

erpoints
POW

ER
S



a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y
d
i
o
p
z
x
z
c
v
b
n
m
a
s
d
f
g

a
s
g
d
f
g
h
j
k
l
q
x
e
r
t
y
b
i
o
p
z
x
f
g
h
s
q
a
m
j
p
o
d
g
h
n
v
c
x
z
c
v
b
n
m
a
s
d
f
g
h
j
k
l
q
n
e
r
t
y

A
GILIT

Y
SM

A
RT

S
V

IGOR
ST

R
EN

GT
H

SPIR
IT

CH
A

R
ISM

A
PA

CE
PA

R
RY

T
OU

GH
N

ESS

N
am

e
Concept: Com

m
une Survivalist

Su
re

, th
e

 w
o

rld
 as w

e
 kn

e
w

 it an
d

 lo
ve

d
 it e

n
d

e
d

. So
 w

h
at? Th

is is th
e

 n
e

w
 w

o
rld

, fu
ll o

f p
o

te
n

tial, fu
ll o

f 
m

yste
rie

s, fu
ll o

f...th
e

m
.  B

u
t n

e
ve

rm
in

d
 th

e
m

, th
is is a tim

e
 fo

r th
o

se
 w

h
o

 can
 to

 d
o

, to
 p

ro
ve

 so
cial D

arw
in

ism
 

w
as w

ro
n

g
. Th

e
 sm

art w
ill n

o
t o

n
ly su

rvive
, b

u
t sh

all d
rag

 th
e

 lo
w

 b
ro

w
 cre

tin
 w

ith
 th

e
m

. Ju
st n

e
e

d
 to

 try an
d

 
b

e
 m

o
re

 cau
tio

u
s, w

as th
at o

n
e

 o
f th

e
m

? N
o

, can
’t b

e
. N

o
t in

sid
e

. Sig
h

.  In
sid

e
 isn

’t w
h

e
re

 th
e

 b
e

st kitsch
 lie

s, 
re

ad
y to

 re
-w

o
rke

d
 in

 o
rd

e
r to

 ke
e

p
 th

e
 m

o
ro

n
s b

re
ath

in
g

, e
atin

g
, an

d
 b

re
e

d
in

g
. Ju

st g
o

tta sto
p

 te
llin

g
 th

e
m

 
h

o
w

 ig
n

o
ran

t th
e

y are
, e

sp
e

cially w
h

e
n

 th
e

y are
 cu

ttin
g

 u
p

 fre
sh

ly kille
d

 an
im

als all o
ve

r yo
u

r “ju
n

k”. Id
io

ts.

W
OU

N
D

S

FAT
IGU

E

-1-1 -2-2 -3

D
6

D
8

D
8

D
6

D
8

Investigation

D
6

K
now

 (Science) 

D
10

K
now

 (H
istory)

D
10

Repair

D
6

N
otice

D
8

D
4

-2
6

2
5

Phobia (Ghuls); Curious; R
azored (U

gly)
Jack-of-A

ll-T
rades; M

cGyver; Scholar
H

IN
DR

A
N

CES

Glock 17 (9m
m

)(R
ange: 12/24/48, 2d6, Shots 15, R

OF 1); Bow
 (PV

C 
Recurve) (R

ange: 12/24/48, 2d6, R
OF 1, Shots 9, M

in Str d6); Survival 
K

nife (R
ange: 3/6/12, Str+

d4)

GEA
R

SK
ILLS

ED
GESPow

erpoints
POW

ER
S



N
A

M
E

IN
IT

IA
T

IV
E

 C
AR

D

PA
R

RY
T

OU
GH

N
ES

S

W
OU

N
D

S

FA
T

IG
U

E

-1 -1-2 -2-3

7
7(
2)



N
A

M
E

IN
IT

IA
T

IV
E

 C
AR

D

PA
R

RY
T

OU
GH

N
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