
PLAYER CHEAT SHEET – MINITA WINDTALKER 
 
General Rule: When you aren’t provided a rule to cover a situation, apply the appropriate rule from 4th Edition 
D&D. 
 

TERMINOLOGY 
 
Act: A collection of scenes representing the accomplishment of a minor milestone. The architect determines how 
many scenes consist of an act, but that choice should be transparent to the players. Many augments, ceremonies, 
or features are useable only a limited number of times per act. 
 
Architect: The player that runs the game, referred to as the gamemaster, dungeon master, etc. in other games. 
 
Drama: A collection of acts representing the accomplishment of a major milestone. Many augments, ceremonies, 
or features are useable only a limited number of times per drama. 
 
Resurgence: At the start of each drama, a character has one resurgence, which can be used for various purposes 
outlined in the section Resurgence below. A character gains a new resurgence at the start of each act within that 
drama and earns a resurgence for immediate use whenever the character applies at least one drama augment to an 
attack. C.f., 4th Edition D&D action points. 
 
Scene: An encounter between the player characters and non-player characters, which primarily consists of either 
combat, exploration, or interaction, but can be a combination of some number of them. 
 
Tactical Gap: The advantage that a character has over another based on various circumstances. The bonus 
provided by tactical gap can be +2, +3, or +4. Those circumstances are described I the section Combat below. 
 
Tier: A character’s general power level. Tiers consist of five class levels, such that characters of levels 1 through 5 
are considered “tier 1” characters, characters of levels 6 through 10 are considered “tier 2” characters, and so on. 
 

COMBAT 
 
RESURGENCES 
 
A resurgence represents the ability for a character to change the tide of a battle. Each character starts a drama 
with one resurgence available. The character gains another resurgence upon the completion of an act and earns 
additional resurgences for immediate use upon applying at least one drama augment to an attack. When expending 
a resurgence, a character may do one of the following as a free action: 
 
 Regain heroic points as if you’ve spent a heroic surge; 
 Make a saving throw immediately; or 
 Add one extra damage die on a successful hit. 
 
SECOND WIND 
 
Once per scene, you may use a quick action to spend one of your Heroic Surges. 
 
 



TACTICAL GAP 
 
When a character is placed in a position of disadvantage, they gain a bonus to their attacks. In most cases, that 
advantage is +2, and these advantages are cumulative, but limited to a maximum of +4. The architect may award 
such an appropriate bonus based on circumstances that don’t appear on the list below. 
 Flanking: When you and at least one ally are adjacent to your target, for each of your allies (including you) 

adjacent to your target, you receive a +1 bonus to your melee attack to hit the target. 
 Prone: If your target is prone, you receive a +2 bonus to your melee attacks against that target. 
 Perception: If your target cannot sense your form (i.e., through sight, blindsight, or tremorsense), you receive a 

+2 bonus to your attacks against that target even if it knows your location. 
 
CONDITIONS 
 

Condition Description 
Addled You may not take off-turn actions. 

Blinded You grant tactical gap +4, your targets have total concealment, you take a -10 penalty to sight-
based checks, and you can’t flank enemies. 

Challenged Attacks against a creature other than the one that challenged you suffer a -2 penalty. Only one 
creature may challenge you at a time. 

Confused 
You grant tactical gap +2, can’t take off-turn** actions, and on your turn you spend your 
standard action using an at-will attack against a random target. At the DM’s discretion, the 
target can be an important, non-living object such as a trap or valuable unattended item. 

Dazed You grant tactical gap +2, you can take only one action on your turn, and can’t take off-turn** 
actions. 

Dazzled You can’t take your quick action on your turn but can replace your standard or move action 
with a quick action as normal. 

Deafened You grant tactical gap +2 and take a -10 penalty to hearing-based checks. 

Dominated You’re stunned, and on its turn the creature that dominated you may order you to use an at-will 
attack against the target of its choosing. 

Dying You’re unconscious and must make death saving rolls at the end of each of your turns. 

Frightened On your next turn, you must spend every available action moving away from the source of 
your fear using the safest means possible, but provoking opportunity actions if necessary. 

Hampered You have a -2 penalty to saves. 
Helpless You’re dazed, can take only free actions, and can be the target of a coup-de-gras. 

Immobilized The maximum value of each of your speeds is reduced to 0 paces. 

Off-balanced* You grant tactical gap +2 and take a -2 penalty to attack rolls. If possible, you fall prone. In 
general, you may remove this condition by spending your move action. 

Prone You’re lying on your stomach, have a +2 to defenses against ranged attacks, and grant tactical gap +2 on 
melee attacks. You may spend 2 paces to stand from prone. You may drop prone as a free action. 

Rattled You’re dazed, and on its turn the creature that rattled you may order you to use an at-will 
attack against the target of its choosing. 

Restrained You’re immobilized, grant tactical gap +2, and take a -2 penalty to attack and skill rolls. 
Slowed The maximum value of each of your speeds is reduced to 2 paces. 

Stunned You grant tactical gap +4; can take only one action on your turn, which must not be a standard 
action; and cannot take off-turn actions. 

Surprised You grant tactical gap +2, can’t take actions except free actions, and can’t flank an enemy. 

Unconscious You’re Out of It, and you may not benefit from a restorative effect unless it has the healing 
keyword. 

Weakened Your attacks deal half damage. 



 
 
 
WEAPON PROPERTIES  
 

Property Effect 
Addling On a hit, the target is addled (save ends). 
Load Free Loading ammunition into this weapon requires a free action. 
Load Quick Loading ammunition into this weapon requires a quick action. 
Off-hand This weapon may be used as a second weapon when wielding two weapons. 
Pulling On a successful hit, the target is pulled 1 pace closer to the wielder. 
Pushing On a successful hit, the target is pushed 1 pace further from the wielder. 
Slowing On a hit, the target is slowed (save ends). 

 
CHARGING 
 
When you charge, you may move twice your speed and then attack, or if not using a battle map, may move one 
extra zone and then attack. You gain tactical gap +2 against the enemy, but the attack cannot be augmented, and 
you grant tactical gap +2 to every other creature (other than the target enemy) in the encounter until the start of 
your next turn. Your movement must be in a straight line and provokes opportunity attacks as normal. 
 
CRITICAL HIT 
 
On a critical hit, you may choose one of three options: Maximize all of your damage dice rolled on the hit, 
immediately make a saving throw, or spend a heroic surge. If you don’t have any surges left, you regain heroic 
points as if you’ve spent a heroic surge. 
 
SAVING THROWS 
 
If you’re subject to a condition that grants a save, you attempt to shake off that condition by making a saving throw 
at the end of the turn. To succeed, you must roll a 7 or better, which can be modified by various bonuses and 
penalties. If, however, your roll is a natural 20, you may take a standard action before your turn ends. When you’re 
reduced to 0 heroic points, you’re dying. You must “death saves,” accumulating successes or failures. If you have 
three successes before you have three failures, you’re stable and need not make any more death saves. If you have 
three failures before you have three successes, you die. If you roll a natural 20, you immediately gain 1 heroic 
point, and are therefore no longer considered dying or unconscious. In the case of death saves, however, you don’t 
get to take a standard action if you roll the natural 20. That is, your turn always ends after making a death save. 
 
REPUTATION POINTS 
 
At the top right corner of your character sheet, you’ll see spaces for entering your reputation points, paragon 
points, apathy points, and infamy points. Your actions in game will have an impact on how NPCs view and interact 
with you. If you take any action of note, you’ll earn a reputation point. However, depending on the character you 
exhibit in making that choice, the point will be either a paragon, apathy, or infamy point. At times, you’ll have the 
choice as to which type of point you’ll earn, so have a character concept in mind (i.e., whether you want to be 
known as a “good guy,” unreliable, or a jerk). Your “renown” is determined by whether your paragon points 
exceed your infamy points (i.e., renown = paragon points – infamy points, which is positive for “good guys” and 
negative for jerks). 
 



It’s important that the architect be transparent in how this system is implemented. That is, if there’s any doubt as 
to how your actions will be received by NPCs, the architect should be open about what types of point your actions 
will generate. For example, if you’re about to kill a rare animal that local citizens revere, the architect will say, “If 
you kill it, your reputation point will have to be an infamy point.” The architect could instead say, “Killing the 
animal won’t require you to take an infamy point, but it cannot be a paragon point, so your reputation point will 
have to be either an apathy point or an infamy point.” Then you make the choice as to whether you kill the animal. 
 
FOCUS GROUP QUESTIONS 
 
 Tactical Gap: Shrewdness, guile, advantage, focus? 
 Weaponmaster: Master-at-arms, battlemaster, warmaster? 
 Recharge abilities and augments? 
 
CHARACTER SUMMARY: MINITA WINDTALKER 
 
Wood Elf Dreamcaster 
Discipline: Phrenic (a.k.a., psionic) 
Role: Controller 
 
You’re a ranged fighter that creates weapons out of psychic energy. Each weapon you create can have one of a list 
of properties, and the weapon lasts until you replace it with another or the end of the current encounter. Your 
augments include several terms of art defined here. 
 
Fixed Peril: If an augment creates a fixed peril, it appears in a pace (or paces) within range as indicated in the 
augment’s description. The peril lasts until the end of your next turn but can be sustained in consecutive, 
subsequent rounds using a free action (but in no event beyond the current scene). It may also be dismissed early 
using a free action. The peril attacks any creature that starts its turn within the peril’s range and does MTA damage 
of a type determined by other spells. If a basic attack is augmented with an augment applying a fixed peril, the 
attack may not be augmented with another targeting augment. 
 
Moveable Peril: If an augment creates a moveable peril, it appears in a pace (or paces) within range as indicated 
in the spell’s description and immediately makes its attack as indicated in the augment’s description. The peril 
lasts until the end of your next turn but can be sustained in consecutive, subsequent rounds using a free action (but 
in no event beyond the current scene). It may also be dismissed early using a free action. If the peril is sustained, 
you may use your move action to move the peril up to 6 paces, and the peril repeats its attack (if possible) against 
the same or a different target (either before or after it is moved). If a basic attack is augmented with an augment 
applying a moveable peril, the attack may not be augmented with another targeting augment. 
 
Persistent Zone: If an augment creates a zone, it applies to all paces targeted by the augment. If an augment is 
burst 3, then the zone will affect all paces in that 3x3 area. On the other hand, if the augment targets two targets 
within 10 paces, then the zone will exist only in the paces the targets occupied (i.e., a single pace for a Medium 
target, a 2x2 area for a Large target, etc.). The zone lasts until the end of the current scene but may be dismissed 
early using a free action. If the zone itself does damage, it does MTA damage to any enemy that enters or ends its 
turn in the zone. 
 
Sustained Zone: If an augment creates a zone, it applies to all paces targeted by the augment. If a spell is burst 3, 
then the zone will affect all paces in that 3x3 area. On the other hand, if the augment targets two targets within 10 
paces, then the zone will exist only in the paces the targets occupied (i.e., a single pace for a Medium target, a 2x2 
area for a Large target, etc.). The zone lasts until the end of your next turn but can be sustained in consecutive, 
subsequent rounds using a free action (but in no event beyond the current scene). It may also be dismissed early 



using a free action. If the zone itself does damage, it does MTA damage to any enemy that enters or ends its turn in 
the zone. 
 
Augments 
 

Burst 1 (targeting) Tier 1 
Your ranged attack manifests as a burst 
weapon (e.g., an alchemical grenade), 
targeting 1d6+1 enemies in a burst 1 
around, and including, the target pace 
but does only MTA damage. 
Burst 1 (R. MTA, 1d6+1) 

 
Psychic (damage type) Tier 1 
Your attack does psychic damage. 
Psychic 

 
Range +10 (range/reach) Tier 1 
The range of your ranged attack 
increases by 10 paces. 
Range +10 

 
Grasp (targeting, effect) Tier 1 
You use your ranged attack to create a 
moveable peril: a Medium hand. On a 
hit, the target is grabbed and takes MTA 
damage. 
Moveable peril (R), MTA, grab (move) 

 
 
 
 
 
 
 
 

Gravity Well (targeting, effect) Tier 1 
Your ranged attack does no damage. You 
create a sustained zone (burst 2) 
centered on a targeted pace within range 
of that attack. An enemy within the zone 
cannot move farther away from the 
targeted pace (save ends). 
Sustained zone (R), no damage, cannot 
move farther from targeted pace (save) 

 
Lingering Zone (effect) Tier 1 
Your ranged attack creates a sustained 
zone of shards of psychic constructs. You 
may repeat an attack against any enemy 
that enters the zone or ends its turn 
there. 
Lingering zone (R) 

 
Burst 3 (targeting) Tier 1 
Your ranged attack manifests as an 
incendiary weapon (e.g., a hand cannon), 
targeting 1d6+3 enemies in a burst 3 
around, and including, the target pace 
but does only MTA damage. 
Burst 3 (R, 1d6+3. MTA) 

 
Daze (effect) Tier 1 
On a hit with a ranged attack, the target 
is dazed (save ends). 
Hit (M): Daze (save) 
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