
ROLL: d20 + Ability + Skill over target
TARGETS: (3) trivial, (7) easy, (11) mediocre, (15) hard, (19) very hard
SAVE: d20 + Ability over 13;  HERO DICE: d6s to modify rolls & recover life
DEFENSE: 10 + Agility + Armor; ATTACK: d20 + Ability + Skill vs Defense

P4

End of This Leg
of the Journey

P224Trackless Months
10 Violetmonth  11 Snowbringer
12 Deadwinter  1 Newfirst
2 Lastmonth  3 Firstmonth

Travel Months
4 Greenmonth  5 Redmonth
6 Orangemonth 7 Yellowmonth
8 Oldsecond   9 Unity

P224
This Week

The Caravan Is

3: Encounter
Something happens every week. 
Different PC rolls each week for the 
distance, size, and attitude of the 
encountered group.
» Most encounters should not 

lead to combat.
» PCs can sacrifice sacks to skip 

an encounter (bribes?).

P202

d6  how far away are they?
1  Right here! An ambush!
2  Close enough to talk
3  Gesture distance
4  Broad outlines visible
5  Specks and distant dust
6  Tracks and traces remain

d6  how many are they?
1  Many! PCs outnumbered
2  Plenty. More than the PCs
3  About equal in number
4  Fewer than the party
5  Just one. A sole survivor?
6  None. Or all deceased.

d6  what is their attitude?
1  Aggressive. Ready arms!
2  Hostile. Scared
3  Suspicious. With reason?
4  Wary. Noncommital
5  Neutral. Ready to talk
6  Friendly. What fools

traveling
In the Wilds At a Destination

1: Spend Supplies

2: Roll Misfortune

3: Encounters

4: Rest

5: Tally Extra Days

7+ Days Tallied?

At New Destination?

no
yes

yes
no

First, destination or camp actions
Then, regular travel procedures

1: Supplies
1 sack of supplies / creature / week ★
1 sack = 10 stones = 100 soaps = €2,500
» 1 cash = laborer's day pay
» 1 soap = potion, pen, parasite
» 1 stone = sword, shovel, shield
» 1 sack = packed human inventory

At a destination:
» Bad supplies = €1d4* / sack
» Good supplies = €3d6* / sack
» Living expenses instead of 

spending supplies = €2d4*/week

Out of supplies (rule of 3 and 7):
» Food. After 3 weeks without 

food = weak and sick. After 7 
weeks = dead or dying.

» Drink. After 3 days without 
water = weak and hallucinating. 
After 7 days = dead or dying.

» Air. After 3 minutes = gasping. 
After 7 minutes = dead or dying.

P167 2: Misfortune
A different PC rolls each week for the 
whole caravan. Circumstances can 
provide a bonus (guides, maps) or 
penalty (rushing, poor gear). 
Characters save individually.

roll  cruelties of the road
1   Confusion! chaos! (-1 week)
2–3  Affliction (-3 ability pts)
4–6  Delay (-1d6 days)
7   Lucky detour (-1d4 days,
   but gain 1d4 resources
8–9  Injury (-1d6 life)
10–12 Food poisoning (-1d3 life)
13   Rough shortcut (+1 days,
   but 1 item worn out)
14–19 Scenery, mood, weather,
   stories shared by the stars
20+  Good fortune at a cost
   (lose resources to gain an
   item, skill, or ally)
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P1694: Rest
Any PC who does nothing all 
week does one of the following:
» Recovers all missing Life (hp)
» Completely recovers one stat 

(ability score / other attribute)
» Removes one burden (fatigue, 

harmful effect, curse, etc.)

5: Tally Extra Days
Each week for the whole 
caravan. Days flow endless.
» From misfortunes, events, 

and actions.
» Fast tags negate one tally 

each: e.g., all mounted, a 
good guide, fine steeds, fast 
golems, etc.

» Slow tags add one tally each: 
e.g., encumbered, sick, heavy, 
slow, damaged, crippled, etc.

P168

Repeat 1–5

Free destination 
action: Look for 
Discoveries

Morale
Goes to 11. When the omens turn 
grim, NPCs roll 2d6. If the result is 
higher than morale, it flees.
» Morale math =  3 + half level

P202

Chase
Run, rabbit run. Both parties roll. 
Faster = [+], slower = [-]. Victories 
increase / decrease distance.
«  » Here. Melee range. Caught
«  » There. Short range
«  » Over there. Long range
«  » Off-stage. Escaped

P000

Treasure
d00  roughly    ...value
01–50 uncommon  €50
51–80 valuable   €250
81–98 rare     €1,000
99–00 exceptional  €5,000
00/0  unique    €25,000

P167

Initiative?
d6 + Agility. Random character rolls 
for each side. High roll wins.
» Tie = everything happens at once.

P4

Destination Actions
» Look for Discoveries
» Market Research
» Buy and Sell [haggle]
» Carouse
» or Any Camp Action

Camp Actions
» Forage
» Care
» Study
» Hide
» Ambush

Look for Discoveries
Once per week, a PC asks around 
for discoveries to visit. First roll
at a destination is free, extra
investigations cost €1d6 x 10 each.

roll  result
1–3  Misfortune
4–11  Mere rumors
12–19 1 discovery
20–24 2 discoveries
25+  3 discoveries

Choose or create new discoveries.

P170

Study
Any character. Learning most new 
skills requires 4 successes from 
different sources.

roll  study outcome
1–3  Dead end. Need +1 success
4–11  Learned nothing
12–19 A success!
20–24 2 successes!
25+  A success and a new trait

P4

Forage
Any character. Rich lands = bonus 
[+], poor lands = penalty [-].

roll  ... and foraging
1   Nothing and an injury
2–3  Nothing
4–6  1 sack of supplies (€10)
7   1 sack (€10) and a discovery
8–12  2 sacks of supplies (€20)
13   2 sacks and an injury
14–15  2 sk of rich supplies (€40)
16–19 3 sacks of supplies (€30)
20–24 4 sacks of supplies (€40)
25+  2 sacks (€20) & a discovery
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Care
Any character. Once per patient.
» Patient recovers an additional

attribute this week.

P168
Hide
Once per week, a PC works to hide 
traces of the camped caravan.
» Bonus [+] to avoid or choose

encounters that week.
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Ambush
Once per week, a PC 
works to lay an ambush 
for another group. If a 
conflict breaks out:
» [+] to surprise 

opponents.
» Each ally gains a 

tactical bonus 
[+] to one roll.

P4

Market Research
Any PC. What kinds of prices
does a trade good fetch at an/a ...
» adjacent destination (1 day)
» chain of 3 destinations (1 week)
Each PC can research on their own.
Roll once for each destination.

roll  price  ...and
1–2  0   Taboo? Useless?
3–6  x0.5  Low demand
7–12  x1   Normal demand
13   x1   [-] to haggling
14–15  x2   Popular but illegal
16–17  x2   High demand
18   x3   Market bubble!
19   x4   Crisis demand
20   x1   Source. Made here

P172 Buy and Sell (Haggle)
Any PC. Bulk sales take a week.
» accept local price = automatic
» haggle = roll
» schmooze =  €1d6 x 100 to gain [+] 

roll  price  ... and
1   0   Goods confiscated!
2–5  x0.5  Ripped off!
6–13  x1   Fair and 
reasonable
14–17  x1.2  Solid profit
18–19 x1.5  Good profit
20+  x3   Better skip town ...

P172 Carouse
Any PC. Spend a week & €1d6* x 100, 
then gain that many XP & roll. 
Can't pay = [-] on roll. *exploding

roll  ... and consequences
1   No XP and bad outcomes
2–7  Bad luck, silver linings
8–11  Annoying consequences
12–15  Silly results
16–19 Color, but all's well
20–24 Jolly, humorous boon
25+  A magical or rare gift
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P000This Week's Camp
This wilderness, this abandoned place, this moment of respite.

 nature's gift
1 biomech copse
2 livingstone corral
3 shaded overhang
4 gentle glade
5 babbling brook
6 discrete vale
7 outlook rise
8 watering hole

road's woe
ague

moldy food
flies
dust
fog

sour water
trails gone

rust

history's ruin
ur-metal lattice
stuck aeroliths
cerametal shell

crystal roadwork
luminous mounds

rusted defenses
tumbled houses
monument lost

campfire banter
common enemy
forgotten family

shared contact
duty, obligation

dream, desire
fun, humor

sorrows, loss
higher purpose

NPC / Creature

Lvl
0
1
2

3
4
5

6
7
8

9
10
11

12
13
14

15
16
17

Life
4
8
12

16
22
29

38
52
68

90
120
155

195
240
300

375
500
666

Morale
3
4
5

6
6
7

7
8
8

8
9
9

9
10
10

10
10
11

Def
10
11
12

12
13
13

14
14
15

15
16
16

17
17
18

18
19
20

Bonus
+2
+3
+4

+5
+6
+7

+8
+9

+10

+11
+12
+13

+14
+15
+16

+17
+18
+19

Damage
1d4
1d6
1d8

1d10
1d12

1d8+5

1d10+6
1d12+7
2d8+8

1d20+11
1d20+1d6+12
1d20+1d8+13

1d20+1d10+14
1d20+1d12+15

2d20+16

2d20+1d8+17
2d20+1d12+18

3d20+20

Example Creaturess & NPCs
rat, degenerate quarter-ling, radiation ghost, vome lapin
average human, android, husk, chemovore, swinedeer, wire ghoul
foot soldier, ur-eagle, vome drone, time-broken lurcher, necro vome

elite rider, fire fetish, majestic elk, machine person, heretic ecstatic
vomish irrupter, steppe-wolf, crab-lion, arcane hermit, rusted golem
biomech queen, lunar antibody, polybody swarm, cat count

great hero, porcelain golem, ultra, swarm, black metal autonom
vome generator, mirror dragon, void assaulter, quickwater reptile
spectrum walker, machine bear, nature spirit, memory gazer

legendary hero, moon-breaker, lightning lizard, crystal golem
flying bone bird, redmeatwood, shack mimic, grand golem
ultra ghost of light, angel out of time, house mimic

living ship, clock wagon, migrating grass colony, machine wyrm
vome autofac, biomechanical catamaran, machine folly
gall-grass mind, life-maker autofac, floating fortress

lesser behemoth, citadel lophotroche, crawling city
lamarckian eater, the cave octopus, dead lord of the dream canopy
demiurge, void crawler, rebuilder, lord luminescent, artificial deity

human max = lvl 9 — # special abilities ≤ level — lvl 10+ = uniques
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1
2
3

4
5
6

7
8
9

10
11
12

13
14
15

16
17
18

19
20
21

22
23
24

mode
Human, basic
Disposable slave
Porter

Slave porter
Skeleton porter
Zombie porter

Mule or camel
Combat steed
Metal steed

Handcart
Light autowagon
Mighty velblod

Wagon or cart
Burdenbeast
Biomech beast

Road yacht
Sturdy coach
Vech or walker

Massive wagon
Autogolem
Meat crawler

Hover wagon
War engine
Riverboat golem

Lvl
0
0
1

1
1
2

1
2
2

2
3
4

4
5
6

7
7
9

8
10
8

4
11
9

Capacity
1 sk
1 sk
2 sk

2 sk
1 sk
2 sk

2 sk
2 sk
2 sk

3 sk
3 sk
3 sk

6 sk
4 sk
6 sk

6 sk
12 sk
12 sk

24 sk
24 sk
24 sk

20 sk
36 sk
60 sk

Speed
normal
normal
normal

normal
slow

v slow

normal
normal
normal

slow
fast

normal

slow
normal
normal

normal
slow
slow

v slow
slow

v v slow

normal
v slow

normal

Requires
1 supply
1 supply
1 supply

1 supply
necromancy
necromancy

grazing
grazing

0.5 supply

a human
0.5 supply

grazing

an animal
grazing
grazing

1 supply
2 animals
1 supply

4 animals
1 supply

necromancy

an animal
2 supply
2 supply

Cost
€7/week

€200
€20/week

€600
€200
€200

€70
€200

€1,200

€10
€2,000

€300

€200
€600

€3,000

€4,000
€600

€6,000

€1,500
€10,000

€4,000

€7,500
€20,000
€10,000

Vehicles & Mounts P180

weather of the month

1
2
3
4
5
6
7
8
9
10
11
12

night
arctic
siberian
freezing, wet
cold, sodden
cool, damp
cool, dry
warm, dry
warm, damp
cool, humid
cold, wet
freezing
glacial

day
glacial, dry

freezing, dry
wet snow

cool, showers
warm, storms

hot, dry
searing, dry

fiery, showers
hot, storms

cool, rain
cold, snow
ice, snow

extreme
frigid gale

blizzard
mudslide
heatwave

flash flood
dust storm

wildfire
lightning

tornadoes
floodplains

heavy fog
whiteout

P224

Aspects
 proximal
1 soul jewel
2 aura, dream
3 brain, thought
4 spine, nerves
5 eyes, radiation
6 nose, smell
7 ears, sound
8 mouth, teeth
9 head, skull
10 digits, touch

distal
11 organs, guts
12 skeleton, bone
13 muscles
14 limbs, wings
15 legs, feet
16 arms, hands
17 tail, trunk
18 skin, shell
19 fur, horns
20 out-of-body

1
2
3
4

5
6
7
8

9
10
11
12

13
14
15
16

17
18
19
20

adjective
Lesser
Shorter
Lower
Decadent

Endless
Upper
Longer
Greater

Dark
Golden
Primitive
Advanced

Barbarous
Uplifted
Younger
Forgotten

Reborn
Uplifted
Fallen
Final

movement
Onion and Skull

Ur-rococo
Bio-mechanicism

Geo-sculpturalism

Inter-tactilism
Poly-chromatism

Bi-mannerism
Peri-spectralism

Alter-minimalism
Idio-brutalism

Dis-modernism
Ab-plasticism

Meta-classicism
Pseudo-rusticism

Neo-elementalism
Para-infantilism

Post-imperialism
Pre-fundamentalism

Deconstructivism
Anti-realism

culture
Vile reign

Mahogany reign
Faceless rule

Perambulator

Machine human
Abhuman

Post-ling culture
Citrus pre-nomadic

Distributarian
Liberty dictatorship
Pre-chromatic kgd.
Zombie democracy

Psychic unity
Barbarian polity

Ling permutation
Post-humanist cont.

Rat race
Utopian ecstatic
Lower heroism

Pseudo-natural dys.

period
Star Bloom

Accretion Days
Geological Eras
Long Long Ago

Long Ago
Fast Starshine

Mythagogic Era
Mistlift

Spring of Monarchies
Rider Years

Scavenger Polities
First Expansion

Blue Heresy
Decadent Century
Revolutionary Era

Human Revival

Second Expansion
The Oligarchy

The Purges
The Consolidation

P225Rumored Origin P225

1
2
3
4

5
6
7
8

9
10
11
12

13
14
15
16

17
18
19
20

shape
Sphere
Cube
Pyramid
Prism

Tower
Needle
Ring
Plain

Depression
Pit
Cave
Crater

Canyon
Mountain
Chaos
Maze

Shapeless
Shifting
Protean
Uneuclidean

material
Stone

Concrete
Rust
Glass

Adobe
Brick

Crystal
Ceramic

Wood
Bone
Flesh
Chitin

Force
Plastic
Wicker

Shadow

Light
Cloth
Sand
Earth

form
Hypermorph

Brittle
Chaotic
Divine

Energy
Fractal

Gaseous
Terrifying

Illusory
Liquid

Malleable
Mobile

Motionless
Omega

Reassembling
Perfect

Self-ordering
Solid

Time-rifted
Void

special
Megaliths

Dryland coral
Ageless metal

Ur-obsidian

Livingstone
Aerolith

Psionic jewels
Porcelain

Luminescent
Carved ivory

Synthetic skin
Iridescent scales

Stuckforce
Plaz steel

Lightmetal
Frozen smoke

Reality ripples
Corundum silk

Grey ooze
Flowering

First Sighting

Detailed Records

1

2
3
4

5
6
7
8
9
10
11
12

13
14
15
16
17
18
19
20

original use
Personality 
reprogrammer
Time ark
Spiritual fixative
Soul decomposer

Transport engine
Neo-Genesis
Musical creation
Military vault
Matter processor
Knowledge shield
Authority control
Energy generator

Economic weapon
Deep prison
Cyber enhancer
Cosmic escape
Body augmentor
Bio uplifter
Athletic games
Aesthetic marvel

made by
Barbarian 
sorcerer
Blue prophet
Celestial cat
Post-human 
emperor
Faceless abmortal
Heroic wanderer
Hive community
Ling architect
Mahogany entity
Neo-scientist
Plastic machine
Polybody
precursor
Rat monarch
Scavenger lord
Sentient rhizome
Sleeping horror
Spectrum genesis
Timelost warrior
Ultra progenitor
Vile refugee

1

2
3
4
5
6
7
8
9

10
11
12
13
14
15
16

17
18
19
20

found by
Charismatic 
revolutionary
Spirit shaman
Sole prospector
Simple farmer
Faith innovator
Proud aristocrat
Poor trader
Military liason
Merchant 
adventurer
Mad savant
Lucky dilettante
Loyal imperialist
Exiled Ruler
Driven researcher
Crushed refugee
Desperate 
archaeologist
Curious Reporter
Snide industrialist
Cultist of the End
Spurned Lover

current use
Terrain editing

Communication
Mining
Farming
Worship
Defense
Energy storage
Espionage
Luxury goods

Energy production
Entertainment
Education
Weapon
Water extraction
Manufacturing
Reality 
repurposing
Weather editing
Refining
Biomodification
Transportation
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This
Novel

Discovery

Yay, Well
Motile

Distance
 it is far
1 gate trip
2 2d6 weeks
3 1d6 weeks
4 1d4 weeks
5 2 weeks
6 1 week
7 1d12 days
8 1d10 days
9 1d8 days
10 1d6 days

it is near
11 1d4 days
12 2 days
13 1 day
14 1d20 hours
15 1d12 hours
16 1d6 hours
17 1d4 hours
18 2 hours
19 1 hour
20 It's here

the ground we walk

and the 
fleeting things

1
2
3
4
5
6
7
8
9
10
11
12

hills
spire
volcano
berg
dome
peak
pinnacle
cliff
ridge
mesa
stair
scree
dune

plains
lava
pan
flat

lacustrine
till

rough
gentle

alluvial
flood
scroll

outwash
peneplain

valleys
crater
glacial

rift
river
dry

shallow
hanging
eroded
canyon

cove
karst
box

ground
rock
salt

gravel
sand
dust
loess

silt
clay

loam
černozem

rust
rubble
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 fauna
1 gone
2 fossils
3 survivals
4 pioneers
5 invertebrates
6 arthropods
7 basal vomes
8 herbivores
9 scavengers
10 omnivores
11 carnivores
12 bio-enhanced

 noösphere
1 eating void 7 legi. records
2 corrupted  8 basic vidys
3 dragon virus 9 data overlay
4 dim echoes 10 full sensory
5 fragments  11 micro world
6 rep shards  12 ancién dream

waters
seabed

salt lake
lake

wetland
bog
river

waterfall
rapids
stream
cascade

intermittent
river bed

air
thin
old

stale
flat

metallic
sour

dusty
dry

humid
refreshing

fragrant
rich

flora
scoured

dead
dryland coral

lichens
mosses

cacti
thorny

grass
savanna
maquis

forest
overgrowth
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