
STILLPOINT
K e e p  M o v i n g  ·  O r  B e  T a k e n  b y  t h e  H u s h

C h a r a c t e r  o f  t h e  Q u i c k
P a g e  I  —  T h e  S t r i d e r

N A M E  &  M A R C H - N A M E C A L L I N G L E V E L  /  T I T L E G R A I N S

THE FOUR ATTRIBUTES

Quickening Roll: d20 ≤ Target Number. Check/Save TN = Attribute ± difficulty (Easy +4 · Standard +0 · Hard −4 · Desperate −8). Nat 1 = Perfect Beat · Nat 20 = the Hush Stirs.

GRIT

/
hit points ·  0 = Felled

GUARD
armor + FINESSE mod

PROWESS
+attack value, by level

SAVE BONUS
added to save TN

QUICK — YOUR LIVING SPARK
Max = 4 + WILL mod (+level). Fill the pips; erase as you spend.

Spend 1: Quicken (extra action) · Reroll · Slip Aside (−1d6 Hurt / −1 Chill) · Out of

Tick · Shake the Cold (−1 Hush) · power a Calling. 0 Quick = Running Slow (all

rolls disadvantage; double Hush).

HUSH — THE COLD THAT TAKES YOU
Fill from 0. Hard to shed. The death-clock of the Quick.

6–9 Stiffening: −2 FINESSE, half speed, cannot Quicken.   10 = STILL (frozen;
Wellspring within a season, or lost).

SAVES & STRONG SAVE

VIGOR save — poison, force,

falling

FINESSE save — dodge, thaws,

traps

WITS save — illusion, lore, time WILL save — fear, the Hush,

Felled

Roll d20 ≤ Attribute (+ Save Bonus; +2 more for your Calling's Strong Save: ____________).

WEAPONS & ATTACKS — to hit: d20 ≤ (10 + attr mod + Prowess + weapon) − foe's Guard

WEAPON AT TR AT TACK VALUE DAMAGE TY PE NOTES /  SLOTS

Hurt → reduces Grit.   Chill → raises Hush (bypasses armor).   Initiative (the Stutter): roll d6 each round, high acts first; spend Quick to act Out of Tick.

TIME & COIN
D R O P G L A S S E S  ( 1  =  + 1  Q U I C K )

S A L T  ( D O S E S ,  − 1  H U S H )

T I C K S  ( B A N K E D )

S T I L L - C O I N  ( S C )

CARRIED GEAR — SLOTS (10 + VIGOR MOD) over capacity =

Slowed
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S T I L L P O I N T  ·  C h a r a c t e r  o f  t h e  Q u i c k  ·  P a g e  I

VIGOR

mod 

body · melee · Grit · slots

FINESSE

mod 

aim · stealth · Guard

WITS

mod 

lore · perception · Workings

WILL

mod 

nerve · faith · sets Quick
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THE LONG SECOND
C a l l i n g s  ·  W o r k i n g s  ·  T e n d i n g s  ·  t h e  T a l e  o f  Y o u

C h a r a c t e r  o f  t h e  Q u i c k
P a g e  I I  —  T h e  D e e p e r  C o l d

CALLING FEATURES WORKINGS & TENDINGS — COST IN
QUICK = TIER

TIER NAME EFFECT (SHORT )

Horologists: roll Backlash (d6) after each Working — a 1 means time misbehaves.

YOUR QUICKENING — HOW YOU
CAME TO MOVE

BONDS, DEBTS & STANDING WITH
THE POWERS
Standing die (d6): 1 = sworn enemy · 6 = sworn ally.

FACTION /  PERSON STANDING OWED /  OWING

Wound-Keepers (Horologists)

The Hushed

Saltmen (Traders)

Regulators

WONDERS & NOTABLE RELICS

COMPANIONS OF THE MARCH ADVANCEMENT TRACKER

LVL GRAINS PROWESS QUICK SAVE

1 0 +0 4+WIL +0

2 300 +1 +1 +1

3 900 +1 +1 +1

4 2,400 +2 +2 +2

5 5,000 +2 +2 +2

6 10,000 +3 +3 +3

7 20,000 +3 +3 +3

8+ ×2 each +4→5 +4→5 +4→5

S T I L L P O I N T  ·  C h a r a c t e r  o f  t h e  Q u i c k  ·  P a g e  I I  ·  “ C h o o s e ,  a n d  k e e p  m o v i n g . ”


