hull

crew

hull traits
name
look
background: academic - labor - law
trade - military - noble - underworld

my functions are: to guard — to destroy — to discover — to acquire — to labor at
...that which my master commands.
your clockwork body runs on electroplasm. recharge your capacitors by connecting to an
industrial-grade generator (downtime action). when you do this, clear half your drain (round down).

drain

wear

clanking — leaking — fixated
smoking — sparking — unstable
repair
project clock:
need fill to drop
harm by
help all
one level

harm
3

0

-1d

2

1

2

3

armor uses
armor

less
effect

1

heavy armor
special armor

earning xp
every time you roll a desperate action, mark xp in that action's attribute.
at the end of each session, for each item below, mark 1 xp (in your playbook or an attribute) or
2 xp if that item occurred multiple times.
you fulfilled your functions despite difficulty or danger.
you suppressed or ignored your former human beliefs, drives, heritage, or background.
you struggled with issues from your wear during the session.

teamwork

planning
choose a plan, then provide the missing detail
for the operation:

assist a teammate: pay 1 stress to give +1d

assault: point of attack

occult: arcane power

lead a group action: everyone rolls

deception: method

social: connection

protect a teammate: take a consequence

transport: route

set up a teammate: improve position

stealth: point of entry

frame features
-small onlylevitation
reflexes

swap out with a downtime activity
-large onlyinterior chamber
plating

-medium onlylife-like appearance
spider climb

-any sizephonograph
sensors

smoke projectors
spring-leap pistons

gather information
what do they intend to do?
how can I get them to [X]?
what are they really feeling?
what should I lookout for?
where's the weakness here?
how can I find [X]?
what's really going on here?

4

have human-like strength and senses, by default. your hull has
natural armor (this doesn't count for your load). your former
human feelings, interests, and connections are only dim
memories. you now exist to fulfill your functions. choose three
(at left). you may be rebuilt if damaged or destroyed. if your
soul vessel is shattered, you are freed from servitude and
become a ghost. whenever you would take stress, take drain
instead.
overcharge: take 1 drain to perform a feat of extreme
strength or speed (run faster than a horse, rend metal with
bare hands, etc.). this factors into effect.
compartments: your items are built-in to your frame and may
recess beneath panels out of sight. your frame can now carry
+2 load.
electroplasmic projectors: you may release some of your
plasmic energy as an electrical shock around you or as a
directed beam. you may also use this ability to create a
lightning barrier to repel or trap a spirit. take 1 drain for
each level of magnitude.
interface: you may attune to the local electroplasmic power
field to control it or something connected to it (including
another hull).
secondary hull: choose an additional frame and its starting
feature. you may transfer your consciousness between your
frames at will.
veteran: choose special abilities from other sources:

xp

hunt
study
survey
tinker

● clockwork: you are a spirit animating a clockwork body. you

alias

heritage: akoros - the dagger isles
iruvia - severos - skovlan - tycheros

a spirit animating
a clockwork body
advanced playbook
playbook xp
insight

prowess

●

resolve
●

xp

finesse
prowl
skirmish
wreck
xp

attune
command
consort
sway

bonus die
push yourself (take 2 stress)
-oraccept a devil’s bargain

load
3 light

5 normal

6+ heavy

frame and equipment
small: cat size,
-1 scale
medium: human size,
normal scale
heavy: wagon size,
+1 scale
a blade or two
throwing knives
a pistol
a 2nd pistol
a large weapon
an unusual weapon
+heavy
■ ■ armor
burglary gear
climbing gear
arcane implements
documents
subterfuge supplies
demolition tools
tinkering tools
lantern

Note: Items in Green will not print, so remember to fill them in afterward.

long-term projects & notes

WANTED
E DEAD, ALIVE, OR OTHERWISE D

A SUBSTANTIAL REWARD IS HEREBY OFFERED FOR ANY
INFORMATION REGARDING THE NOTORIOUS OUTLAW

e

f

WHO IS WANTED BY THE DOSKVOL CITY WATCH FOR
THE FOLLOWING HEINOUS CRIMES AGAINST THE CROWN:

Operating Heavy Machinery Without a License, Public
Endangerment
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