d20 Damage Type
d10 Overseer d10 Overseer Influence 1 Acid
1 Infernal Tormentor 1 Tough Immune to critical hits 2 Air
2 | Zephyrous Shadow 2 vital +d4 Health/5. 35 Arcane
3 |Carnage Devourer 3 Frenzied |+2damage 6;37 Bludé;elc:jnlng
0
4 |Venomcloud Siren 4 Skilled +10 Combat Skill
- 9 Earth
5 Glacial Burrower 5 | Magebane |+10 Magic Resistance 10 Fire
6 GO."Eh.OOf 6 Resistant | Resistant to 1 random type of damage. n Holy
7 | Veilshifter (Roll on Damage Type table) 12 Infernal
8 |Infernal Archon Each time the creature deals 3+ damage 13 Necrotic
9 Pyroclasmic 7 Corrupting | on a single attack, the target must make 14-15 Piercing
10 Dreadlord a Tenacity check or lose 1 Sanity 16 Poison
8 Unstable | Deals d8 Arcane damage when killed 17 Psychic
9 Alert +20 Awareness 18-19 Slashing
10 Piercing | Gains Penetrating (1), which stacks 20 Water
d10
d10 Traps Madness
Avoid Check Effect 1 Your mind breaks. You are dead.
1 Dodge Take 2d10 Piercing damage from arrows 2 All future rolls on this table suffer -1 (Cumulative)
2 Dodge Take 3d6 Piercing damage from a bear trap 3 Reduce your max toughness by 1 (Cumulative)
Become Entangled in a net. Each attempt to get 4 Each time you lose Sanity, lose 1 extra
3 Dodge free is Demanding (-10) and increases Exhaustion S ina b b di 10 K
by 1 unless helped by someone. 5 cavenging becomes a Demanding (-10) task.
(Cumulative)
Take 2d4 Piercing damage from poison darts.
4 Dodge Become Poisoned unless you pass an Endurance ,
check. 6 Resolve checks become a Demanding (-10) task.
(Cumulative)
5 Acrobatics | Take 3d4 Piercing damage falling into a spike pit
6 Dodge Take d20 Slashing damage from a swinging blade - Each time you earn any XP, you learn 10 less.
. Athletics | All characters pass an Endurance check or receive (Cumulative)
2d4 Poison damage from noxious gas 8 Reduce a skill of your choosing by
8 Acrobatics | All characters take 2d6 Fire damage from a fireball 9 Slap yourself out of it. Take 2d6 Bludgeoning
9 Alert Alarm! Roll on the Combat Encounter table damage
10 Piercin All characters take 3d4 Bludgeoning damage 10 Your traumatic experiences taught you a lot
9 from a rush of water filling the room about yourself. +100 XP
d20 Potion Aging Exhaustion Effect
1-2 The potion turned into poison. Make a successful Endurnace 0-10 | No effect other than heavy breathing and sweat.
check or become Poisoned. 11-15 | Heal half Toughness from all sources.
The potion explodes when you open it. Suffer 5p | You have Disadvantage on Athletics, Dodge,
3-4 8 16-20
2d4 Bludgeoning damage Endurance, and combat checks
5-6 | The potion lost all its potency. No effect after drinking it. 21+ |You are dead from stress and fatigure
7-10 |Potion effects last half as long and are half as effective d20 Mundane Items (p.195)
11-17 | The potion worked as intended 1-5 'd4 Crafting Supp 51-55 | Flare
18-19 | Potion effects last 50% longer and are twice as effective 6-10 |d4 Cooking Supp.| 56-60 | Gems & Jewelry (p.798)
20 | All potion effects are permanent 11-15 | Backpack 61-65 | Lamp
16-20 Bandage 66-70 | Lamp Oil
. d20 Precious d20 | Valueable Items g p.
dé Sp0||s Items : 21-25 | Bedroll 71-75 | Lockpick
. Magic item | and: POtoN (2203) 13630  pelt 76-80 | Pouch
1-3 | Mundane item 1-15 (0.205) 6-12 | Atteunement Crystal 31-40 | Belt Lamp 81-85 | Random Armor (p.205)
4-5 |Valuable item Relic 13-16| Fragment (p.197) 41-45 | Candle 86-90 |Random Weapon (p.204)
6 |Precious item 16-20 (p.215) 17-20 Magic item (p.205) 46-50 | Lore Book 91-100 | d4 Ritual Ingredients
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Backtrack Trapped room? Attempt to break [d100]
Room: -1 Lightsource N If backtracking into a trapped room make a .---Give_I For each attempt to break:
Refresh Aether +10 Avoid check (page 105) ! Up Athletics check
Take Conditional Damage Fail: Trap triggers ; +20 per failed attempt
Tension check You cannot scavenge still-trapped rooms +10 if Crowbar I
H R . Fai
Ll—k' } Success|  Tension check
Bac trac \ 2 [+10xp]
—> Choose a Door [d10] —No Trap———> 15 the door locked? ; Pick lock [d100]
»| 7+: Door is trapped A Requires lockpick for each attempt
I Difficulty Table [d8] Unlocked Locked ' Thievery check (+/- Lock difficulty)
Trapped 1 |+30 (Child's Play) ; +5 if Thieves Tools
2 |+20 (Effortless) Y Success
Detect Trap [d100] 3 |+10 (Easy) Open the Door <«——,qxp) Roll Area [d100]
4-5 | 0 (Normal)
Perception check 6 -10 (Demanding) Cross out lock/trap _é\)‘(?t—) 1-25: Corridor
(+/- Random difficulty [d8]) | 9 i 26-100: Room
I T 7_|-20 (Hard) - Exit Draw area on map
Success  Fail 8 |-30 (Impossible) l |—> If no more doors:
Leave ¢ Roll on VCT page 14
' New Domain v
Check Difficulty [d8] Trigger Trap!
— | Gain [+50xp] New Area
Roll d8 on difficulty table Roll on page 105 [d10] Roll Overseer [d10] (page 165)
Note result on map Avoid check [d100] Roll Influence [d10] (page 87) Room: -1 Lightsource
1 T Reset Tension die to d8 Refresh Aether
Dismantle Trigger L A Take Conditional Damage
; - | |
Fail v success Blinded Not Blinded
Dismantle Trap [d100] Intentionally Trigger
Resolve Check [d100]
Requires Thieves Tools (+5) Tension check
Thievery check (+/- Trap difficulty) Dodge (-30) check [d100] Fail: Lose 1 Sanity
Rest |—Success [+10xp] *

Tension Check [dx]

Optionally Take a Breather

Encounter Check [d20]

or Set up Camp (page 109)
Use bandage (Medicine check)

15+: Encounter
20: Unique Encounter Apply Growing Darkness on page 106-108

1-2: Drop down to next die (d8 > d6 > d4)
After d4: Growing Darkness and reset to d8

A

T

Check Locks [d20]

For each new door:
12+: Locked

For each locked door, roll d8 on difficulty table
Note locked doors and difficulty on map

T

Scavenging Table [d20]

If Container: Check V(2 page 11
1 Sanity check. Fail: Lose 1 Sanity
2 |Nothing
3 |Gaind20¢
4-11 |Gain d4 crafting supplies
12 |Gain 2d20¢
13-18 :Gain d4 cooking supplies
19 |Gain d100¢
20 |Roll on Spoils table (page 796)

Succless |

Safe Encounter

Corridor—| v

X Check for Overseer's Lair/Exit [dx]
Corridor Encounter

- Only check Rooms until Lair is found
<] If Unique, roll on VC2 page 20 | | 1.2: Drop down to the next die

Resolve combat (page 116) After d4: This is the Lair. Reset die to d8
If Lair is already found, this is the Exit
The Exit is still a normal room/corridor
Room Encounter You may opt not to fight the Overseer

Skip/ If Unique, roll on VC2 page 20 | |
<€«— Fail Resolve combat (page 116) | |

Room

¢ Encotmter

Scavenge Check [d100] < Safe—| Encounter Check [d20]

Optionally Scavenge check Event [d100] 10+: Encounter
Critical Success: Container 20: Unique Encounter
Critical Fumble: Encounter Resolve event (page 95) Lair: Check pages 166-185




d10

Defensive Move (Player)

1 Your next attack receives an additional +10

Reduce your opponents armor by 1 in a random location

d10

Fumble (Player)

Drop your weapon and spend the next turn recovering it.
If you were unarmed, your next attack suffers -20

Your weapon gets stuck. As a Standard Action, you must

2
under end of combat 2 |perform a successful Athletics check to retrieve it.
) ) If you were unarmed, your next attack suffers -20
3 | Your opponent receives Bleeding (1)
Your swing so hard your weapon breaks in half. You must
4 | Recover if Prone, Paralyzed, Stunned, or similar. 3 |repair it before wielding it again.
Otherwise, your next attack receives an additional +10 If you were unarmed, your next attack suffers -20
Belt check: A random item from your belt breaks
5 |Your opponent suffers d4 damage, ignoring armor y
5 |You are feeling drained. Lose d8 Aether.
6 | Your next attack deals +d10 damage B . . .
6 You trip and fall Prone, wasting this action.
7 | You gain Advantage on your next attack You must use a Standard Action to stand up next round.
8  Reduce your opponent's next defensive roll by -20 7  |You trip and slam your head. You are Dazed for 2 rounds.
9 | Recover 2 Toughness (or health for NPCs/opponents) 8 Your attack hits a random ally |nste§d of the intended
target. If you have no allies, you strike yourself.
10 Your next attack has no -30 penalty for targetting a body 9 | You manage to strike yourself with your attack
part. NPCs and opponents must target a Weak Spot. 10 |You somehow manage to critical hit yourself
d10 Defensive Move (Creature) d10 Fumble (Creature)
1 1
2 2
3 3
4
4 5
> 6
6 7
7 8
9
9
10
10
Hit Location Tables Traits
Alert Cannot be surprised
d20 Arachnid | d20 Winged Biped d20 Insectoid = d20 Humanoid Frightening Reduires Resolve check
. 1 | Right Rear Le - - i
1-2 | Right Rear Leg 1 Right Leg g g 1-3 |Right Leg everY round or -1 Sanity
2 | LeftRearLeg Horrifying Requires Resolve check
3-4 |Left Rear Leg 2 |Leftleg 3 | Right Mid Leg 4-6 |Left Leg every round or -2 Sanity
B . 3 |Abdomen 4 |Left Mid Le 7-9 |Abdomen Pack +5 Combat Skill for each
5-6 |Right Mid Leg g other alive Pack creature
4 | Chest 5-9 |Abdomen 10-12|Chest : ;
7-8 | Left Mid Leg =9 Riaht Wi 10-13 Thorax Penetrating Ignore X Armor points
510 | Riaht Fore L 9 9 12| Right Front Leg 13-15|Left Arm Ruthlessness +X Standard Actions/rd
- ight Fore Le - i .
d 9 ||10-13]Left Wing 16-18 Right Arm Cannot be parried (you
. 15 |Left Front Leg Savage
11-12| Left Fore Leg 14 | Right Arm 16.20 Head 19-20/Head must Dodge)
15 | Left Arm Swift Ignores all negative
13-14 Abdomen d20 Quadruped Reaction modifiers
16-20| Head I Ch Poi
15-16| Right Front Leg 1-3 | Right Hind Leg 13-15 Right Front Leg Undead R,Z:;c:’rr;fj' Ne?:rrr:t'ic oison
17-18 Left Front Leg | | 920 | Serpentoid || 4-6 [LeftHindleg |\ of\ o kront Leg Vulnerable: Holy
1-17 Body 7-9 | Hindquarters Venomo Pass Endurnance check
19-20 Cephalothorax | | 18.20 |Head 10-12 Forequarters | 19-20 Head NOMOUS 1 receive Poisoned (1)



Determine Encounter —Initiative

Roll encounter on page 119-121

Attempt to Surprise [d100]

Add Overseer Influence to creature
Apply any Growing Darkness buffs
Apply Level Adaptation

L
Surprise

Resolve Check [d100]

Stealth check vs. Enemy Awareness
Use lowest follower Stealth

Use highest enemy Awareness

-10 Stealth per follower

+10 Stealth if Quick weapon
Success: +20 to first attack

Fail: -10 perception in initiative roll

If any creatures are frightening/horrifying:

A

Resolve check

Failure (Frightening): Lose 1 Sanity
Failure (Horrifying): Lose 2 Sanity

Roll once per round (whichever's worse)

v

Creature Action [d6]

Roll d6 on the creature sheet
to determine attack action

Initiative Check [d100]

Perception check vs. Enemy Awareness
-10 per follower

Winner gets the first turn

Critical Fail: Opponent +20 to 1st attack

—Fail

PC's Turn—

i) v

Next Turn

1
Success

» Resolve any start of turn events
Attacker takes conditional damage
(Bleeding, Burning, Poison, etc.)

Each combatant on a side gets a
turn. Afterwards, swap attackers
and defenders for next round.

Roll to determine target if multiple CreatureJ A
Take Actions Turn [
Take 1 Free Action and/or 1 Standard Action Combat Outcome
Standard Actions: Attack, Mastery ability, Flee, ATKv v Critical, unless DEFv v > ATK, then Miss/DM
Use item, Swap weapons, Set down lamp, etc. ATKv > DEFv Hit
Free Actions: Mastery fa\bility, Usg/swap to belt ATKv < DEFv Miss/DM
item, Cease concentration, Drop item, Speak, etc. ATKv & DEFX Hit
Flee AttI } ATKv & DEFvv Miss/DM
£e ATKX & DEFX If attacker skill +10 > defender skill: Hit
Flee [d100] Else: Miss/DM
ATKX & DEFX X Hit
Dodge check ATKX & (DEFv or DEF¥¢) |Miss/DM
g“cce“: Bfacl:‘tﬁc"ltok']a“ room ATKX X & (DEFv or DEFv v)|Fumble and DM
reatures fully heal when you camp ATKX X & DEEX Fumble
\ 4 ATKX X & DEFX X Nothing
Combat Check [d100] ATK and DEF are rolls. v is success. X is failure. v v/X X are doubles
Roll DM (Defensive Moves) on page 67 and Fumbles on page 73
Each side makes a combat skill check: < Creatures DM/Fumble tables are in VC2 pages 16-17
+10 for Attacker Optionally: Sacrifice weapon/shield to fully negate a Critical Hit
+Weapon Traits (page 189)
+Weapon Speed (page 190) Hit M.'
+Parry Bonus (e.g. shield, page 193) 53 End of Combat
+30 against prone opponent
-10 per disabled limb N " Integrity check used .
f ! 0 Damage grity check used armor:
-30 if targeting specific body part 3 LOGEIED P g 1-2: Drop down to next die
-30 if dual wielding Roll hit location (page 69) 1: 0 After d4: Armor is destroyed
-Reaction Penalty for defender Hitting weak spot is g';: %
) . a Critical Hit 8-9: 3 Recover d4 Toughness
Magic attacks require no attack check 10+ 4 Gain +50xp
Defenders use Magic Resistance against Magic Check for spoils
A 4 Companions are fully healed
Damage Reduction/Modifiers Determine Damage Update personal goals
Apply Armor and any damage reduction Roll d6 on Damage Table (d4 unarmed) If Overseer defegted:

) : o . Recover 1d4 Sanity
Bludgeoning damage ignores 1 Armor < Roll double for Critical Hits Gain another +150x
Penetrating X trait ignores X Armor +2 if Dual Wielding P
Check damage type for Vulnerable (2x), +1 Slashing vs. unarmored body part
Resistant (0.5x), Immune, or Restored +1 Piercing if opponent hasn't had turn

v Any modifiers apply to lowest die Next Round?
Dice each deal damage individually
Resolve Damage Combat Clear -20 Reaction
\ Enlds skill penalties if
: end of round
Apply damage to Toughness Reaction Penalty End of Turn

After Toughness is 0, apply it to Health
If a limb was targeted, mark it disabled
Make defense checks for magic attacks

—>»| Mark -20 penalty (cumulative) to
any physical/weapon skill that
Defender used for rest of round

Resolve any end
of turn events

—Next TurnJ
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Combat Encounters

1-3 | Combat Encounters - Table A

4-6 | Combat Encounters - Table B

d20

Dwerax

3335050023000 nswn -
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Bleeding (X)
Blinded

Burning
Charmed
Concealed
Cursed

Dazed

Entangled

Frightened

Freezing

Paralyzed
Poisoned (X)

Prone
Sleeping
Stunned

Amalgam

Armor Contstruct
Astral Beast
Bladewings
Blood Stalker
Bone Golem
Bone Spiders
Cavebound Leech
Corpse Ants
Death Sage
Desiccated Cryptguards

Fangvine

Flayed Knight
Fleshmelt Slime
Giant Spider

Hive Larvae

Hive Warrior
Hollow Shamblers

Table A d20 Table A
Abyssal Vexator

Living Moss
Necropede
Netherfiend
Plaguebringer
Pyreborn

Ratkin Marauders

Razorjaw

N OO ”lW N =

Reanimated Homumculus

O

Rotwalkers

—_
o

Stone Warden

-
—_

Swarmer

-
N

Tomb Crawler
Umbra Fiend
Unfettered Familiar

ol ala
U bhWw

Vaelorian Magus

—_
(o))

Vinekin

-
~

Voidweaver

-
[os]

Vorleg
Wraithskull
Wrath Elemental

N =
o

Conditions

Take X damage (on table) per round/room
-40 to all checks

Take d8 Fire damage per turn/room
Standard Action or +2 Exhaustion: Put out fire

Cannot attack/use abilities on the charmer

Attacking a Concealed target requires a
successful Perception or Awareness check

Condition applies until curse is removed
Cannot initiate attacks

Cannot move. Actions that imply movement
suffer -20. Successful Athletics check as Free
Action to remove. +20 bonus as Standard Action

-20 to all combat checks when near frightener
Resolve check at start of turn to act normally
(that turn)

-10 all skills. Act last in combat. Endurance check
at end of each round to recover. After 10 rounds:
get Hypothermia (-50). After 20 rounds: Die.

Cannot move/speak. Incoming attacks auto-hit

Take X Poison damage per round. Free Action:
Endurance check to resist effect for one turn

+30 to incoming attacks. Standard Action: Stand
Fall Prone. Incoming attacks (that hit) are critical
Lose your turn

d66
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Creature Modifiers



