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Maneuvers
<> Maneuver: Skill & Risk: |Duration: | Action: Description

Status Effect Character Drawing:

Wounded Reduce both Critical Health thresholds by X.

Warded Ignore the next X Status you would gain, including positive Status.

Slowed Your movement and Reaction is decreased by X. (Speed for non-player
characters).

Hastened Your movement and Reaction is increased by X. (Speed for non-player
characters)

Blinded Roll Awareness at Risk X to perform tasks which rely on sight.
If attacking, you must succeed this roll before you can roll your weapon die.

Protected Defense is treated as X higher.

Vulnerable |Defense is treated as X lower.

Exhausted* | Reduce all individual die results by X.
*Ends at the end of a Downtime period.




