
cryptomancer

alchemy lab
+ limitless supply of 
trivial and challenging 
reagents
+ alchemy skill checks made 
in the safehouse ignore 1 
botch

cryptoadmin
+ a loyal cryptoadmin:
dispatcher, researcher, and 
bridge to the shardscape
+ allows deniable cells
+ required before acquiring 
a golem

dungeon
+ safely house captives for 
interrogation and ransom
+ social skill checks made 
against captives of the 
safehouse ignore 1 botch

forge
+ allows the production of 
large, long-term projects
+ craft skill checks made in 
the safehouse ignore 1 botch

golem
+ allows instant querying of 
the shardscape
+ allows private shardnets 
to connect without bridging

healer’s den
+ replenish all hp when 
resting in the safehouse
+ medicine skill checks made 
in the safehouse ignore 1 
botch

training room
+ allows a player to train a 
single physical skill, 
banking a single free re-
roll on that skill, lasting 
until the re-roll is used or 
another skill is trained.

library
+ allows a player to gain an 
out-of-the-box inspiration 
or insight from the gm
+ query skill checks made in 
the safehouse ignore 1 botch

ritual chamber
+ replenish all mp when 
meditating in the safehouse
+ willpower skill checks 
made in the safehouse ignore 
1 botch

transfer
+ a one-time transfer of all
safehouse improvements from 
one location to another

lounge
+ safely host and entertain 
distinguished guests
+ social skill checks made 
against guests of the 
safehouse ignore 1 botch

stable
+ safely house and support 
the party’s mounts
+ beast ken skill checks 
involving mounts ignore 1 
botch

Safehouse improvements

___________________
close, 4 skill die
deniable, 2 skill die

cells

___________________
close, 4 skill die
deniable, 2 skill die

___________________
close, 4 skill die
deniable, 2 skill die

___________________
close, 4 skill die
deniable, 2 skill die

___________________
close, 4 skill die
deniable, 2 skill die

___________________
close, 4 skill die
deniable, 2 skill die

risk strategic 
assets

talent 
points

attribute 
points

Campaign totals

Threat level
nuisance
disruption
destabilizer
existential threat

mounts

2 2

2

2 2

3

3

3

3

3

4

2


