
Saboteur
Saboteurs are a nasty addition to war troops and squads 

alike. Usually recruited based on their creativity and 
ingenuity, they are not necessarily the toughest fighters 
on the frontline, but they sure as hell make their enemies’ 
lives difficult.

They often receive an arcana studies primer, or got a 
distant relative who taught them the basics, so they are 
versatile enough to delve in a few magical tricks or two.

But their core and specific interest is demolition! Sabotage! 
Using mechanics and alchemy to catastrophic ends! 
Finding the weakness, and making an absolute fireworks 
show of exploiting it!

Domains
Forge and Bone

Starting Evasion Score
10

Starting Hit Points
6

Class Items
An old weathered military distinction, or an encrypted letter.

Saboteur’s Hope Feature
Smoke Bomb: When you are the target of an attack, you 
may spend 3 Hope to evade it altogether, by using a cloud 
of smoke to move somewhere else within Close range.

Class Features
War Maneuvers
After a Long rest, add Maneuver Tokens on your 
character sheet up to your Knowledge Trait (minimum 
of 1). You can spend Maneuver Tokens to benefit 
from situational effects depending on your position in 
relation to your allies:

	◆ Tight Ranks: If you are within Melee range of an 
ally, either or both of you can choose to spend one 
of your Maneuver Tokens instead of marking one 
Armor slot.

	◆ Watch Out: If you are within Very Close range of an ally 
that is targeted by an attack, you can spend 1 Maneuver 
Token to give Disadvantage to the attack roll.

	◆ Taunt: If there is no ally within Close range, spend 1 
Maneuver Token to make a Spellcast Roll against 
all targets within Close range. Targets you succeed 
against move towards you for a distance of up to 
Very Close range of where they were.

Background Questions
	◆ You have a recurring nightmare, maybe about your 

time at war, or about a future battle that hasn’t 
happened yet. What happens in that dream?

	◆ In the past, who did you fight for, and why are you 
not fighting for them anymore?

	◆ There was an unnecessary victim of your talents, 
something terrible worth having regrets about. What 
happened and what lesson did it teach you?

Connections
	◆ When we first met, I noticed something about you 

that you didn’t know about yourself, what was it?

	◆ What’s a thing that I sometimes do that makes you 
die laughing?

	◆ There’s something about me that means you may 
never be able to completely trust me. What is it?
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Saboteur Subclasses

Demolitionist
Play the Demolitionist if you believe catastrophic 

destruction is a perfectly valid solution to a lot of 
problems, if not all of them.

Spellcast Trait
Knowledge

Foundation Features
Trained Grenadier: Take the Grenadier card from the 
Forge Domain, even if you are below level 5.

Distraction: When using the Taunt War Maneuver, you 
can make the targets move towards a place of your 
choice instead of towards you.



10 Manamancer Subclass

Breacher
Play the Breacher if you want to use dirty tactics and 

clever battle tricks to eliminate your enemies.

Spellcast Trait
Knowledge

Foundation Features
Battle Awareness: Gain a permanent +1 bonus to your 
Evasion.

You learn a new War Maneuver: 
Flank: If you attack a target that is within Melee range 
of an ally, gain Advantage on that attack, and if it hits, 
you may spend 1 Maneuver Token to make that hit 
target temporarily Vulnerable.



Forge
A Daggerheart™ Compatible Domain

Designed and illustrated by Christophe Zerr

Forge is the domain of ingenuity and crafting. 
Through fire and metal, smithing and alchemy, 
the inventors change the world, build new 
weapons, and even create Clank people! Forge 
offers never seen before powers to those with 
patience, sharp minds and a good hand.

This new Domain contains 21 hand-illustrated cards. There are 21 Domain cards as per usual: 
3 level 1 cards, and then 2 cards per level up to level 10.

The Forge Domain uses a lot of tokens of a few different types that need to be distinguishable for 
better clarity and resource tracking.

You will find all printable cards on the three first pages and then a few pages with just the cards’ 
wording for easy quick reference.

This Domain is used by the Saboteur Class (sold separately).

Hand Crafting — Gunnery — Powders and Fuel — Machinery — Destruction
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1 Blacksmith
Ability — Recall 2

You make good armors and also easily maintain 
those that you wear.

During a rest, when you choose to repair your 
armor as a downtime move, your allies also 
clear an Armor Slot.

You may vault this card instead of marking an 
Armor Slot to reduce damage with your Armor.

1 Gunsmith
Ability — Recall -

While this card is in your Loadout, give 2 out of 
4 bonuses to a single physical ranged weapon 
you possess: 
• Visor: +2 to Attack rolls with it but make it Two 
Handed. 
• Magazine: must have Reloading, make it a 1d12 
instead of a 1d6. 
• Fine tune: add your Finesse to damage. 
• Range finder: makes Far range become Very 
Far range.

You can change which of your weapons it 
applies to and which bonuses it has as a single 
Work on a Project move.

Also, you cannot Recall this card outside of 
Downtime.

1 Spring Loaded Gear
Ability — Recall -

During a rest, you can equip an extra Primary or 
Secondary weapon. It’s not readily available, but 
once per rest, you can use the Spring Loaded 
Gear to immediately activate that weapon, 
dropping whatever you already had in your hand.

When retracted, the weapon is otherwise 
hard to spot. Noticing it requires a successful 
Intuition roll, Difficulty 10 + your Level.

You cannot Recall this card outside of Downtime.

2 Artificer
Ability — Recall 2

For 1 Work on a Project move, you may craft 
little packets of pyrotechnics and max out this 
card with Powder tokens up to your Finesse trait 
+2. Keep tokens until spent.

When you hit with a physical projectile weapon 
attack, you may spend 1 Powder token to add 
one of these effects: 
• Explosive: also deals half-damage as magical to�   
everyone within Very Close range of the target. 
• Fire: catches things on fire, also next time the 
target activates, it suffers half this damage as 
magical. 
• Flash: the target and everyone with sight 
around in Very Close range have disadvantage on 
their next Action Roll. 
• Smoke: everyone within Very Close range of the 
impact temporarily gets the Hidden condition.

2 Between Breaths
Ability — Recall 1

As long as you don’t move and don’t switch 
weapons this turn, and you attack with a 
weapon at Far or Very Far range, you may mark 
1 Stress to attack with double that weapon’s 
Trait bonus to the roll, and add that weapon’s 
Trait to the damage.

Forge Cards




