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Spend a Hope to use an experience or help an ally.
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No Mercy: Spend 3 Hope to gain a +1 bonus to

your attack rolls until your next rest.
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2d8+6 Physical

DAMAGE DICE & TYPE

Agility Melee
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Improved shortsword
NAME

Paired (Tier 1) (+2 to primary weapon damage to targets within Melee
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Soldado 2

Chainmail Armor 7115 4
Explorador 2

NAME BASE THRESHOLDS BASE SCORE
Fuerza Increible 2 Heavy (Armor) (-1 to Evasion)
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GOLD Torch, 50ft of Rope, Basic Supplies, a sharpening stone, IMPROVED
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Attack of Opportunity: If an adversary within Melee range attempts to
leave that range, make a reaction roll using a trait of your choice against
their Difficulty. Choose one effect on a success, or two if you critically
succeed:They cant move from where they are.You deal damage to them
equal to your primary weapons damage.You move with them.

Combat Training: You ignore burden when equipping weapons. When
you deal physical damage, you gain a bonus to your damage roll equal
to your level.
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Slayer: You gain a pool of dice called Slayer Dice. On a roll with Hope,
you can place a d6 on this card instead of gaining a Hope, adding the
die to the pool. You can store a number of Slayer Dice equal to your
Proficiency. When you make an attack roll or damage roll, you can
spend any number of these Slayer Dice, rolling them and adding their

Ichor of the Gods: Your advantage die is always a d10 instead of a d6.

/ N—

Daggerheart © Darrington Press 2025

SHORTSWORD, Improved Warhammer

INVENTORY WEAPON @fy@ JPriMARY [[] SECONDARY
NAME TRAIT & RANGE DAMAGE DIC-E & TYPE
FEATURE
INVENTORY WEAPON f‘\f]@ CJPriMARY  [[] SECONDARY
NAME TRAIT & RANGE DAMAGE DIC-E & TYPE
FEATURE




~—& ANCESTRY: Aetheris
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Hallowed Aura:&nbsp;Once per rest, when an ally within Close range
rolls with Fear, you can make it a roll with Hope instead.

Divine Countenance:&nbsp;You have advantage on rolls to command or
persuade.
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DOMAIN

-ability 1
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Gain a bonus to your Evasion equal to half your Agility.

/_< COMMUNITY: Highborne

>

Privilege: You have advantage on rolls to consort with nobles, negotiate
prices, or leverage your reputation to get what you want.

~—& DOMAIN CARD: Get Back Up >©
blade :ability 1
DOMAIN TYPE RECALL

When you take Severe damage, you can mark a Stress to reduce the severity
by one threshold.
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/—< SUBCLASS: Call of the Slayer

O FOUNDATION | @ SPECIALIZATION | € MASTERY

Warrior

CLASS SPELLCAST TRAIT
Slayer: You gain a pool of dice called Slayer Dice. On a roll with Hope, you
can place a d6 on this card instead of gaining a Hope, adding the die to the
pool. You can store a number of Slayer Dice equal to your Proficiency. When
you make an attack roll or damage roll, you can spend any number of these
Slayer Dice, rolling them and adding their result to the roll. At the end of each

session, clear any unspent Slayer Dice on this card and gain a Hope per die
cleared. /
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DOMAIN TYPE RECALL
Mark a Stress to gain advantage on an attack.
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CLASS SPELLCAST TRAIT
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DOMAIN TYPE RECALL
Once per long rest, when you compliment someone or ask them about
something theyre good at, you can both gain 3 Hope.
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/—< DOMAIN CARD: Fortified Armor

9
;ability o

DOMAIN TYPE RECALL
While you are wearing armor, gain a +2 bonus to your damage thresholds.
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DOMAIN . TYPE . RECALL
Once per rest, you can apply all your focus toward a
target of your choice. Until you attack another creature,
you defeat the target, or the battle ends, gain a +1
bonus to your Proficiency.
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DAGGERHEART

CHARACTER DETAILS

DETAILS

—«&

Pronouns

She/Her

Clothes that are...
Lleva la armadura legendaria *Furia Crepuscular*, una placa
completa de mithril azul-plateado oscuro, con escamas de

vacio en los hombros y runas entrelazadas de luz y sombra
aue hrillan can 1in niilen vinleta-nanrn v daradn cuiandn riine

Eyes like...
Grandes, penetrantes y feroces. De un bronce-dorado intenso
que brilla como brasas en plena furia, con pupilas que se

contraen como si contuvieran un relampago. Cuando entra en
rana dactellan ~nn Adectallne vinlata-nenrn i nrn Adandn Ia

Body that’s...
Atletico, poderoso y femenino. Mide 1,75 m, con hombros
anchos y definidos, brazos musculosos que se tensan como

cables de acero al blandir su martillo, torso tonificado con
ahdnminalee marradne v 11na rintiira fiierte radarac anchac

The color of...
Palida con un brillo interno bronceado sutil, como silaluzy la
sombra se disputaran su superficie. En reposo es marfil claro

con un leve resplandor dorado; cuando ruge o entra en furia,
lac venasg cp iliminan rnn traznes vinleta-nenrn niie recarren Qi

Attitude like...
Feroz, juguetona y protectora. Habla con voz grave y ronca,
frases cortas y directas, llenas de grunidos, risas explosivas y

maldiciones creativas ("Por el martillo de mi padre, te aplasto
cnmn A 1in ineactn!™ Fe directa <in filtrne nn aiifre tnnteriac

NOTES

- Para usar el arma principal, son cantidad de dados como proficiency
haya. (Ahora 2 d12)

- Se suma el dafio fisico +9, +3 arma secundaria, +4 del nivel.
- Total dafo, 2d12+16

- Ver cartas de dominio A soldiers' bond para 3 Hope.

- Cartas en combate.

-- get back up, reduce dafio por stress

-- reckless, marca stress por ventaja a un ataque

-- aetheris, cambia el fear de un aliado en close range en combate por
hope, una vez cada descanso largo.

-- Focus on one creature, +1 proficiency, descanso largo.

)7

BACKGROUND QUESTIONS )

—«&

Who taught you to fight, and why did they stay behind when you left
home?

- *Liora Scipio* mi gemela, mi luz, mi sombra. El Alba Eterna. Sin ella,
soy solo tormenta; juntas, somos invencibles.- *Celestine Lirael* mi
madre, la luz eterna que me enseno a canalizar la furia sin quemarme.-
*Seraphina Lathandor* mi tia, la llama salvaje que me mostro como
amar con fuego libre.- *Krushnak* mi tio demonio, el que me enseno a
rugir y a controlar el abismo. Hermano de mi padre, guardian eterno.-

Somebody defeated you in battle years ago and left you to die. Who
was it, and how did they betray you?

*Nombre:* *Veyra de los Vientos Rotos* *Quien era:* Una exploradora
nomada del cielo, una sky-nomad de las Marcas del Este, de unos 30
anos cuando conocio a Astra (a los 19). Veyra era carismatica, habil con
el arcoy las alas de planeo, y tenia una reputacion de lealtad feroz... o
eso parecia. Astra la vio como una hermana de armas, alguien con quien
compartir la furia v la libertad de volar.*La traicion:* Durante una caceria

What legendary place have you always wanted to visit, and why is it
so special?

*Lugar:* *La Forja de las Estrellas Caidas* *Donde esta:* En el corazon
de un plano fragmentado llamado *El Velo Estelar*, accesible solo
cuando una lluvia de estrellas cruza el cielo de Elyndor (cada 100 anos).
Es una forja flotante hecha de restos de estrellas muertas, rodeada de
nebulosas y tormentas de luz estelar. Los rumores dicen que alli se
forjaron las primeras armas celestiales y los primeros sellos contra el

&« CONNECTIONS

We knew each other long before this party came together. How?

What mundane task do you usually help me with off the
battlefield?

What fear am | helping you overcome?
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ACTION ROLL RESULTS

» On a critical success, you get what you want and
a little extra. You gain a Hope and clear a Stress.

PLAY GUIDE

» On a success with Hope, you pull it off well and
get what you want. You gain a Hope.

ACTION ROLLS

» On a success with Fear, you get what you want,
but it comes with a cost or consequence. You
might get attacked, get limited information, attract
danger, or face another complication. The GM gains
aFear.

with the GM to determine whether a roll is
necessary to accomplish it. If it is...

¥

AGILITY #1, THIEF +2

Decide which modifiers apply.
Spend a Hope to add an Experience.

¥
O@

Roll your Duality Dice and add them
together along with your modifiers.

¥

‘ Describe what you want to do and work ’

 On a failure with Hope, things don’t go to plan.
You probably don’t get what you want and there are
consequences, but you gain a Hope.

 On a failure with Fear, things go very badly. You
probably don’t get what you want, and a major
consequence or complication occurs because of it.
The GM gains a Fear.

DAMAGE ROLLS

After a successful attack, roll a number of your
weapon’s damage dice equal to your Proficiency and
add them together.

If your attack roll critically succeeds, your attack
deals extra damage! Start with the highest possible
value the damage dice canroll, and then make a

“21 WITH FEAR!” damage roll as usual, adding it to that value.
Tell the GM the result and which
Duality Die rolled higher. REACTION ROLLS

Reaction rolls work similarly to action rolls, except
they don’t generate Hope, Fear, or additional GM
moves.

USING ARMOR

Your Armor Score represents how many Armor Slots
you have available. When you take damage, you

can mark an Armor Slot to reduce the severity by
one threshold. You can only mark 1 Armor Slot per
incoming attack.

CRITICAL SUCCESS!

If the Hope and Fear Die both
land on the same number,
it’s a critical success.

Level 1) Tier1 Levels 2-4 ) Tier 2

DOWNTIME

Levels 5-7)» Tier 3

QUICK REFERENCE

Advantage: Add a d6 advantage die to your roll.

Disadvantage: Subtract a dé disadvantage die from
your roll.

Help an Ally: Spend a Hope and roll a dé advantage
die to add to an ally’s roll. If the ally has gained
advantage on a roll from multiple sources, they only
add the highest result to their roll.

Group Action: Nominate a leader of the action. All
other participants in the group action roll make a
reaction roll using whichever traits they and the

GM decide best fit (they don’t need to use the same
traits). The leader then makes an action roll. Their
action roll gains a +1 bonus for each reaction roll that
succeeds and a -1 penalty for each reaction roll that
fails.

Tag Team Roll: Once per session, each player can
choose to spend 3 Hope and initiate a Tag Team

Roll between their character and another PC. When
you do, work with the other character’s player to
describe how you combine your actions in a unique
and exciting way. You both make separate action
rolls, but before resolving the roll’s outcome, choose
one of the rolls to apply for both of your results. On a
roll with Hope, all PCs involved gain a Hope. On a roll
with Fear, the GM gains a Fear for each PC involved.
If you succeed on a Tag Team Roll attack, you both
roll damage, then add it together to determine the
damage dealt.

Vulnerable: When a creature has the Vulnerable
condition, all rolls against them have advantage.

Restrained: When a creature has the Restrained
condition, they can’t move, but they can still take
actions from their current position.

Hidden: While you’re out of sight from all foes and
they don’t know where you are, you gain the Hidden
condition. While you’re Hidden, any rolls against you
have disadvantage.

Direct Damage: Armor Slots can’t be marked to
reduce this damage.

Levels 8-10» Tier 4

Downtime represents moments of respite within the perilous journey the characters are on together. It’s

not only an opportunity to recover and prepare for what lies ahead, but also a time to share more quiet,
intimate scenes that help to build or showcase the relationships characters have with one another.

SHORT REST

Each player can swap any domain cards in their loadout for cards
in their vault, then choose two of the following moves (or choose
the same move twice). The GM gains 1d4 Fear.

» Tend to Wounds
Describe how you hastily patch yourself up, then clear a number
of Hit Points equal to 1d4 + your tier. You can do this to an ally
instead.

* Clear Stress
Describe how you blow off steam or pull yourself together, then
clear a number of Stress equal to 1d4 + your tier.

* Repair Armor
Describe how you quickly repair your armor, then clear a number
of Armor Slots equal to 1d4 + your tier. You can do this to an
ally’s armor instead.

* Prepare
Describe how you prepare yourself for the path ahead, then gain
a Hope. If you choose to Prepare with one or more members of
your party, you each gain 2 Hope.
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LONG REST

Each player can swap any domain cards in their loadout for cards in their vault, then choose
two of the following moves (or choose the same move twice). The GM gains an amount of
Fear equal to the number of PCs + 1d4 and can advance a long-term countdown.

« Tend to All Wounds
Describe how you patch yourself up, then clear all Hit Points.
You can do this to an ally instead.

« Clear All Stress
Describe how you blow off steam or pull yourself together, then clear all Stress.

* Repair All Armor
Describe how you spend time repairing your armor, then clear all Armor Slots.
You can do this to an ally’s armor instead.

* Prepare
Describe how you prepare for the next day’s adventure, then gain a Hope. If you choose to
Prepare with one or more members of your party, you each gain 2 Hope.

* Work on a Project
Establish or continue work on a project. The GM might ask for a
roll to determine how much to tick down the progress countdown.



CHARACTER SHEET SIDECAR

This section denotes your class. Each class is made up of
two domains. You choose your abilities and spells from

these domains.
A\

Evasion represents your ability to avoid an attack. The
GM rolls against this number when determining if an
adversary hits you. If you do get hit, you can choose to
mark an Armor Slot (the small empty shields to the right
of the large “Armor” shield) to reduce the severity of the
incoming damage by one threshold. You have a number
of available slots equal to your Armor Score (the number

in the large “Armor” shield).
\

The two smaller boxes are your damage thresholds.
These come from your armor, and you always add your
level to their value. When you take damage, compare it to
the numbers here. If the incoming damage is Minor, you
mark a Hit Point. If it is Major, you mark 2 Hit Points. If
it is Severe, you mark 3 Hit Points. If you ever need to
mark Stress and can’t, mark a Hit Point. If you ever mark
your last Hit Point, you must make a death move.

This is where you record your Hope. You spend Hope to
use an Experience (details below), Help an Ally, use a
Hope Feature, or initiate a Tag Team Roll. When you
Help an Ally, you explain how you’re aiding them and roll
a d6 advantage die they add to their action roll total.
You start with 2 Hope marked.

Your class’s unique Hope Feature is in this section as well.

Experience represents your character’s particular
specializations your character has. These are narrative
tags that you create to reflect what your character is
skilled in. When they apply to the scene, you can spend a
Hope before the action roll to add an Experience’s value
as a modifier. You earn more Experiences throughout a
campaign.

This is where you keep track of your gold during a
campaign. If you would mark your tenth handful, you
instead mark a bag and erase all your handfuls. If you
would mark your tenth bag, you instead mark a chest
and erase your bags. You start with one handful of

gold.
\

Each class starts with a unique class feature that sets
them apart from other classes. Make sure to read through

them before you begin playing.
\

SLIDE THIS SIDE OUT TO THE LEFT :
OF YOUR CHARACTER SHEET.
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This section gives you a place to record your name,
pronouns, heritage (the combination of your community
and ancestry), and subclass. There is also a space to
record your level.

This area contains your six character traits. You use
these as your primary modifiers on action rolls. The
descriptions beneath each trait remind you how to use
them.

This is the section for your active weapons. Along with
a name, weapons have an associated trait that you roll
when using them for an attack. They also have a range
(Melee, Very Close, Close, Far, or Very Far). The GM tells
you what range a target is at relative to your character.
Damage dice are the kind of dice you roll when you
make a successful attack, and the damage type is either
physical or magic. Proficiency tells you how many
damage dice you roll. A weapon’s feature describes its
special abilities or the requirements to use it.

Weapons are either one-handed or two-handed. Fill in
the appropriate number of hands based on the weapons
you take.

This is the section for your armor. Along with a name,
armor has base thresholds that contribute to your
damage thresholds, and a base score that contributes
to your Armor Score. The armor’s feature describes its
special abilities or the requirements to use it.

Your inventory is where you store items and consumables.

This is where you store weapons you want to carry but
not have active. While a weapon is in your inventory, you
can’t benefit from its feature.

SLIDE THIS SIDE OUT TO THE RIGHT
OF YOUR CHARACTER SHEET.
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