
ATTRIBUTES & SAVES

SKILLS

- Reflex -
Athleticism + Insight

Physical

- Resolve -
Athleticism + Will

Internal

- Intuition -
Insight + Intellect

Sensory

- Defiance -
Intellect + Will

Emotional

Straining Attributes. If you are concerned about the outcome of a 
roll, you may select to strain your Attributes. This doubles each relevant 
Attribute’s contribution to the roll. Regardless of the outcome, you 
must then decrease the strained Attributes by 1 and write the new score 
in the smaller, gray bubble. That score will be used going forward till 
you’re able to rest a minimum of 6 hours. 

WAYS TO IMPROVE YOUR ODDS
Advantage / Disadvantage. If the situation in which your character 
is acting is advantageous to them, the Guide may elect to let you use the 
High Die rather than the Standard Die. If the situation is notably set 
against them, the Guide may elect to have you use the Low Die rather 
than the Standard. Be creative about your character’s situation to 
mitigate risks and increase their opportunities for success. 

WITCH DOCTORS
NAME

PROFESSION

CONCEPT, ETC. & SO ON 

EXPERIENCE HEALTH

Base Base BaseBase

Dying @  -

Unconscious @  0 

@ 40

@ 30

@ 20

@ 10

SUPPORTS & CONDITIONS

Level Partial Optimal Level Partial Optimal

INJURIES



PRIVATE GOAL     This is something the character is driven to do or explore that they may be hesitant to share with others. 

Completing a Private Goal earns the character 3 Experience, same as completing a Mystery. Create the Private Goal in collaboration with the Guide.

GEAR, MISC.     What the character has immediately at-hand, on their person.               

WITCH DOCTORS

NOTES     A space to capture things that might otherwise be lost. 


