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Herping and Hinoering AspecTs

You may freely invoke one helpful or one hindering aspect on any skill check. Helpful Aspect: Add suns
Before resolving skill check, draw one card. Hindering Aspect: Subtract moons, gain skill advance
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——— HRreadne Devekopments ———
Deveropments Hey H 0 HE Tﬂ

Defends against
Starting Point Has Prerequisites Unit D# Threat of this H H nﬁ IJ| U|"
difficulty or less F U E ] E D HJ R E F ‘
0 Great Channeling O Great Casting
May re-draw for backlash May re-draw on spell effects
3 (0) 4 I 3 (0) 5 I

O Mana Forge
Three additional mana

pe P

[ Superb Channeling 0 Superb Casting
Draw two, keep one for backlash Draw two, keep one for spell effects
8 o 12 I 7 o 13 1
O Arcane Academy Battle Mages
May muster battle mages &
8 4 13 2 5
0 Legendary Channeling [ Legendary Casting
Draw three, keep one for backlash Draw three, keep one for spell effects

sotr wese

00 Mages Guild

All heroes gain a Lore stunt

Ty



InFikTRATION DEVELOPMENTS

DeueLopments Key

Starting Point Has Prerequisites Unit D#

00 Thieves Guild
May re-draw on Thievery checks

X

0 Improved Thieves Guild

Draw two, keep one on Thievery checks

e

0 The Map Hall
Place two zones each turn during infiltration
setup, also place all alarms

Ll i,

0 The Shadow Hall
May move through zones containing
guards by taking a stress card

pe 2l

Defends against
Threat of this
difficulty or less

I el

FUELE THE D

FAT

0 Safehouses
May re-draw on Disguise checks

LEX

! 5

O Improved Safehouses
Draw two, keep one on Disguise checks

o8

O Great Spy Houses D4

Cancel one infiltration threat of difficulty 4 or less each year

T N Wasl

O Superb Spy Houses

Cancel one infiltration threat of difficulty 5 or less each year

o8

O Fantastic Spy Houses

Cancel one infiltration threat of difficulty 6 or less each year

vl



———— SKIRMIiSH DEVELOPMENTS ——
Deveropments Hey H 0 HE UTH

Defends against
Starting Point Has Prerequisites Unit D# Threat of this H H nﬁ "
difficulty or less FUE £ By DEC AT
[ Arcane Smith O Arcane Bowyer
May re-draw on Fighting checks May re-draw on Marksmanship checks

posR BoAD

O Improved Arcane Smith O Improved Arcane Bowyer
Draw two, keep one for Fighting checks Draw two, keep one for Marksmanship checks

oA o AP

O Kinetic Greaves
May move one additional zone in

skirmish or infiltration

00 Great Guard Force D4

@ ® & & Cancel one skirmish threat of difficulty 4 or less each year
5 18 7 3 @ ® & &
3 > 3 o

0 Superb Guard Force DS

Cancel one skirmish threat of difficulty 5 or less each year

O Kinetic Armor
All heroes add two boxes to their
physical stress track
5 I3 5 I

po 2R

00 Fantastic Guard Force D6

Cancel one skirmish threat of difficulty 6 or less each year
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—— WARsARE DEVELOPMENTS ——
Deveropments Hey H 0 THE Tﬂ

Defends against
Starting Point Has Prerequisites Unit D# Threat of this H H|nﬁ
0 BY E

ifficulty or less _ R
e UL TH PR
1 Barracks D4 Militia
May muster infantry, cancel one warfare threat of Infantry
difficulty 4 or less each year. @
6 4 o I 6

(1 Stables Cavalry
May muster cavalry

poop 7

0 Fletcher Archers
May muster archers

0 Great Barracks

May re-draw during Clash of Arms
actions, cancel one warfare threat of
difficulty 5 or less each year

poc> weoB ¥

[ Siegecraft Catapults
May muster catapults @ &
O Superb Barracks 15 8 2 5 IO I
Draw two, keep one during Clash
of Arms actions, cancel one warfare
threat of difficulty 6 or less each year 0 Gunpowder Cannons

May muster cannons

PR Bgop PP

21 8 4 4 . 5 6 6 12 4
O Keep 0 Castle
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—— DirkomAcY DEVELOPMENTS ——— H
Deveropments Hey H 0 E UTH

Defends against
Starting Point Has Prerequisites Unit D3 |Threat of this H H nﬁ
difficulty or less _ R
FUELED BY E FATE

O Trade Guild
May re-draw on Rapport checks

voak

O Trade Outposts O Arts & Entertainment
Draw two, keep one for Rapport checks May re-draw for Society checks
7 5 o 7 8 2 I 8
0 Trading Capital 0 Center of Culture
Gain one additional disposition on Alliance missions Draw two, keep one for Society checks
IO 6 5 II 3 5 3 14
1 Great Diplomats D4

Cancel one diplomacy threat of difficulty 4 or less each year
5 (o) o 2

O Superb Diplomats D5

Cancel one diplomacy threat of difficulty 5 or less each year
7 > o 7

0 Fantastic Diplomats D6
Cancel one diplomacy threat of difficulty 6 or less each year

v o aP




Devetopments Summaries

Use this sheet to reference the effects of and plan Developments.
Check off Developments as you gain them.

Check the USED box if you've used that Defensive Development in
the current year.

WaRSARE

o o o o o

Fletcher - May muster archers
Stables - May muster cavalry
Siegecraft - May muster catapults
Gunpowder - May muster cannons

Barracks (Defense) - May muster infantry, cancel one
fare threat of difficulty 4 or 1 h .
warfare threat of difficulty 4 or less each year. 1y

Great Barracks (Defense) - May re-draw during Clash
of Arms actions, cancel one warfare threat of difficulty 5 or

less each year o USED

Superb Barracks (Defense) - Draw two, keep one
during Clash of Arms actions, cancel one warfare threat of
difficulty 6 or 1 h

ifficulty 6 or less each year - USED

DirsomAacy

0 Trade Guild - May re-draw on Rapport checks

0 Trade Outposts - Draw two, keep one for Rapport checks

0 Arts and Entertainment - May re-draw for Society

checks

Center of Culture - Draw two, keep one for Society
checks

Trade Capital - Gain one additional disposition on
Alliance missions

Great Diplomats (Defense) - Cancel one diplomacy
threat of difficulty 4 or less each year - USED

Superb Diplomats (Defense) - Cancel one diplomacy
threat of difficulty 5 or less each year - USED

Fantastic Diplomats (Defense) - Cancel one diplomacy
threat of difficulty 6 or 1 h
reat or diificulty 6 or iless eacn year -1 USED
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STRONGHOLD
Notes:

InsikTRATION

0 Safehouses - May re-draw on Disguise checks
0 Improved Safehouses - Draw two, keep one on Disguise

checks

0 Thieves Guild - May re-draw on Thievery checks
0 Improved Thieves Tools - Draw two, keep one on

Thievery checks

Map Hall - Place two zones each turn during infiltration
setup, also place all alarms

Shadow Hall - May move through zones containing
guards by taking a stress card

Great Spy Houses (Defense) - Cancel one infiltration
threat of difficulty 4 or less each year, extra die for Heist

missions - USED

Superb Spy Houses (Defense) - Cancel one infiltration
threat of difficulty 5 or less each year, extra stability for
Sabot. issi

abotage missions - USED

Fantastic Spy Houses (Defense) - Cancel one
infiltration threat of difficulty 6 or less each year, extra die
for Heist missi

or Heist missions - USED

SKIRMISH

Areane

O Great Casting - May re-draw on spell effects

O Superb Casting - Draw two, keep one for spell effects

O Legendary Casting - Draw three, keep one for spell

effects

O Great Channeling - May re-draw for backlash

O Superb Channeling - Draw two, keep one for backlash

0 Legendary Channeling - Draw three, keep one for

backlash

O Arcane Academy - May muster battle mages

0 Mana Forge - Three additional mana

0 Mages Guild - All heroes gain a Lore stunt

0 Arcane Smith - May re-draw on Fighting checks
0 Improved Arcane Smith - Draw two, keep one for

Fighting checks

Kinetic Armor - All heroes add two boxes to their
physical stress track

Kinetic Greaves - May move one additional zone in
skirmish or infiltration

0 Arcane Bowyer - May re-draw on Marksmanship checks
0 Improved Arcane Bowyer - Draw two, keep one for

Marksmanship checks

Great Guards (Defense) - Cancel one skirmish threat of
difficulty 4 or 1 h
ifficulty 4 or less each year 4 USED

Superb Guards (Defense) - Cancel one skirmish threat
f difficulty 5 or 1 h
of difficulty 5 or less each year 4 USED

Fantastic Guards (Defense) - Cancel one skirmish threat
f difficulty 6 or 1 h
of difficulty 6 or less each year 4 USED



