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Clash
1. Determine relevant Competency.
2. Spend Humors for Privilege. Each 
Humor spent adds 2 dice, up to 6.
3. Roll 6 dice. 
4. Compare dice to Target Number, 
based on Competency. Count 
Successes. 
5. Compare Successes to Goal.
6. If desired, Escalate. Each 
Escalation raises the Goal by one.

Target Numbers by Competency
Ranks Target 

Numbers

No Ranks 6
Basic (1) 5, 6
Intermediate (2) 5, 6
Master (3) 4, 5, 6
Epic (4) 3, 4, 5, 6

Escalations
Recalling Anamnesis

Calling on Dominion

Risking Competency

Invoking the Void

Spend 1, 3, 6, or 10 Anamnesis. Gain 1, 2, 3, or 4 Ranks 
of a Competency, respectively. Recall a flashback to when 
your character exhibited that degree of skill in a past life.

Spend 1 Dominion. Roll Character Value plus Dominion. 
Add that roll to your Clash thus far. If you fail the roll, you 
will suffer a calamity later on.

Spend 1 Sanguine Humor. Roll Character Value plus your 
Competency Ranks. Add that roll to your Clash thus far. If 
you fail the roll, you lose a point of the Competency. 

Gain up to six Melancholic Humor. Roll that number, 
plus Character Value, plus Void Ranks. Add that roll to 
your Clash thus far. All ones on this roll add Melancholic 
Humor. If Melancholy exceeds Void, you must Vent.

Approach

Sanguine Humor
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