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Tributes are the magick in Vast Grimm. If you have any Tributes,
roll Presence +d4 at the start of each day. That is the number of
Neuromancy Points (NP) you have to activate Tributes that day. To use a
Tribute, spend a NP and make a Presence DR12 test. If you fail, lose 2 HP.
Try not to fumble. You won’t like it if you fumble.
Skillz are additional abilities
your PC i - .
from the other characters in the gam:ta\/r\;fia‘znth that will make them unique
info for your skillz will be on . each one does is different. All

_ . your character sheet. Hopefully, wh
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Staying alive. HP are hit points or the Fall unconscious for d4 rounds, awaken
- | with d4 HP.

al_‘nount of health you have. When you { Roll a d6: 1-5 = Severed limb, reduce

hit zerO or lower, you are Broken and Agility permanently by 1. 6 = Lost eye,

must roll on the Broken Chart to see reduce Presence permanently by 1.

what happens next. You can also heal Can’t act for d4 rounds, then become

. . . e A active with d4 HP.
with certain Skillz, specific items and %Hemo"hage: e i G (e TS Uhless

after taking a rest.. mtreated. All tests are DR16 the first hour.
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