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AGGRESSION

Monstrous
Strength

Dual Wielding

Combat

Reflexes

Tow or ™ever

Foxertion
ST——E—
Last Breatn
One Step
Ahead

Hate Infusion

Flbow Grease

Combat [nstinct

Swiftness

In Combat: Whenever you connect a
[Double Aggression] key, gain 1
additional red cube.

When not using a Shield ltem, you
may use 2 Weapon Items.

During an Encounter: Pay 1 Energy to

draw 1 card.

Once per Encounter: Draw 1 extra
card during your Activation.

Once per Encounter, you may
remove one Time Token from any
card in the Sequence

When resting, you may consume any
amount of Food to gain the same
amount of Energy

Once per Encounter, if Combat or
Diplomacy deck is empty, shuffle the
discard pile and gain the top 5 cards.

During an Encounter: Play with the
top card of your Combat or
Diplomacy deck faceup.

When activating a Menhir, you may
pay with Magic instead of Energy.

Whenever you pay the cost of
activating a Menhir, you may pay
with Energy instead of Magic

During an Encounter: Increase your
hand limit by 1.

If you are not using any ltem with the

Armor Reyword, ignore the Ambush
trait and draw 1 extra card at the
start of each combat.
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RAIL

1Eiae:

[nexiaustible

Stemina
Tireless

Bodyguard
Inspiring Leader
Always Forward
Forage Anead
Tnspiration

Do o Die

Dering Explorer
Devil s Deal

Survival Diet
Tear to Fuel

Faril

Or AvarLon

COURAGE

When not Exhausted at the End of
the Day, after resting your Energy,
gain 1 additional point of Energy

You only become Exhausted when
your Energy reaches O

In Combat, when another Party
member receives Damage, you
may decide to receive this Damage
instead. It becomes unavoidable.

Your Companions do not require
any payment.

In Combat: Gain 1 red cube for each
card you discard during the End of
Turn phase.

At the start of each Encounter,
draw 1 extra card and then discard
a card.

The cost of your Character Action is
decreased by 1 Energy (but not
lower than 1 Energy).

If you are Exhausted, you may
spend Health instead of Energy.

When Exploring, you may add + to
per roll of a die roll.

When Exploring: After you roll a
die, toss a Dial: Grail: +2 to the
result. Skull: -2 to the result (min 1)

Action (1 Energy): Gain 1 Terror to
gain 1 Food (once per day).

lgnore the negative effects of
Nightmares. If you have a
Nightmare, gain 1 Magic.
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PRACTICALITY

Barter

Slick Salesman

Coﬂector

Hunger Resistant

Bounty Hunter
Traveller Rites
Foresight
Tracker

T)i ckpocket

(Gambling

Expert Hunter

Cannibalism

Action (2 Energy): Shuffle one of
your ltems into the deck and draw
one ltem (only in settlements).

Action (1 Energy): Discard 1 ltem to
gain 2 Wealth.

You may use up to 2 ltems with the
Relic keyword at the same time.

When Resting, gain 1 Health and
lose 1 Terror even if you don't eat.

Whenever you win an Encounter
with the Guardian trait, gain 1 Rep
and 1 Wealth.

When drawing a Random Event,
pay 1 Magic to discard it and draw
a new one.

Whenever you draw a random blue
Encounter, you may draw 2 and
choose 1

Whenever you draw a random
green Encounter, you may draw 2
Encounter cards and choose 1

Action (0 Energy): Gain 1 Wealth
(only in settlements, once per day)

Action (1 Energy): Pay 1 Rep and
toss a Dial. Grail: Gain 1 Wealth.
Skull: Gain nothing

Whenever you gain Food during a
green Encounter, gain 1 extra.

Whenever you win a grey
Encounter, you may gain 2 Food
and lose 2 Rep.
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Motivation

Unconventiona]
Remedies

Coercion

Charity

:Power

Transfer
Boldness

Insight
Fast Learner

?&ragon of
Hope

s
{_ommon

Un({erstan({i ng

?erseverance

Swiftness

EMPATHY

Action (2 Energy): One chosen
Character in the same location loses 1
Terror.

Action (1 Energy): Gain 1 Terror and 1
Health.

Action (1 Energy): Pay 2 Rep to gain 1
Food & 1 Wealth (only in settlements).

Action (1 Energy): Pay 2 Food or 2
Wealth to gain 2 Rep (only in
settlements).

Action (1 Energy): Pay 1 Magic and 1
Health to exchange dials of any two
active Menhirs.

During an Encounter: You treat all X
(Void) Free Keys as 1x

Once, at the start, you may discard
your hand, shuffle your deck and
draw the same number of cards.

Whenever you upgrade your Combat
or Diplomacy deck, draw four cards
then choose one.

At the star of each blue Encounter,
raise the Affinity by 1.

In Diplomacy: When you play a card,
you may treat grey and red spaces on
the Affinity track as green.

At the End of the Day: When you gain
Health, you gain an additional point
of Health.

At the End of the Day: When you lose
Terror, lose 1 additional Terror.

RAIL

1Eiae:

Meartial Arts
Expert
Snezk -Attack

-
Resilience

Caming
?resence
Sharp Senses

Lucky

Deception
Lok Resort
P e
Skillful

Call for Aid

Careful
Movement

Faril

Or AvarLon

CAUTION

In Combat, at the end of your
Activation, you may discard one card
in the Sequence.

If you play the 1t card in the Sequence,
double the number of red cubes.

Whenever you lose 3 or more Health,
reduce this loss by 1.

On enemy attack: If the last card in the
Sequence has no 1x or 2x Aggression
key, prevent one Damage.

Whenever you toss a Dial, you may
toss it again. You must accept the
second result.

When Exploring: You may reroll a die
once per Exploration.

If you don’t play any cards during your
Activation, each other Party member
may draw 1 card.

Once per Diplomacy, at the start of the
Affinity Check, if the marker is in the
lowest slot, you may play one card.

In Combat: At the end of your
Character Activation, you may lose 1
red cube.

The cost of your Character Action is
decreased by 1 Energy (but not to 0).

At the start of the Encounter, one
Character in an adjacent Location
may move and join your Party.

Action (2 Energy): Move to a nearby
connected Location without triggering
the Encounter with a Guardian.
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Drain Magic
Drain Health

?ower of Ages
Enkincﬂer

Spirit walker

Affinity

Alms
Ascetism

ral '
Lommunion

Face your
Fears

Total Focus

Deadly Magic

SPIRITUALITY

Remove a Dial from a Menhir in your
Location. Gain 3 Magic & lose 1 Rep.

Remove a Dial from a Menhir in your
Location. Gain 4 Health & lose 1 Rep.

Whenever you Activate a Menhir, set
its Dial to 1 more (max 8).

Action (2 Energy): Pay 2 Magic to
add 1to an Active Menhir in your
Location (max 8)

Pay 1 Magic + 1x Magic per Party
member to move between two active
Menhirs.

When you Activate an already active
Menbhir, reduce cost by 1 Energy.

Whenever you Rest in a Settlement,
gain 1 Food.

At the End of the Day: You may
consume Magic instead of Food.

Whenever you start a purple
Encounter, gain 1
Magic

Whenever you win a purple
Encounter, lose 1 Terror.

During an Encounter: You may treat
each Bonus connected to a Magic key
as a Bonus key (lightning).

In Combat: Every time you connect a
Magic key, gain 1 red cube.



