Collective Cognition Collective Cognition Rewards Settlement Name Lost Settlements
. : its victori Survival Limit
The settlements total CCis based on its victories. [0 1-Facets of Power When the settlement is named for the first time, returning survivors gain +1 survival. O00OoOoooooooooogoooooo
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Write the name of each monster in your campaign. After a victorious showdown, fill a box for the defeated L] 5-comprehensive Construction
monster’s level and update your total collective cognition. Prologue: Crimson Crocodile
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Od O O D 10 EE The nemesis monster your settlement can encounter.
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Knowledge Trigger these effects when the milestone condition is met.
19
g @ [ population reaches 0 0 Game Over
20 Perfect Punt, N iSE ter - The Gambl P .
[ EE m Perfect Punt, X Nemesis Encounter - The Gambler [ population reaches 15 @ Principle: Society
21 Lant Festival P .
g @ £ Lantern Festiva [ First child is born M Principle: New Life
22 The Awaited P
O ’EE [ The Awaite [ First time death count is updated 0 Principle: Death
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[:l 35 @ Departing survivors gain these bonuses
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Population

Update the population number as
survivors are added and lost.
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Principles Seed Patterns
The settlement’s established principles. Patterns gained when survivors reach 3 understanding.
New Life O Protect the Young or [JSurvival of the Fittest
Death O Graves or [JcCannibalize
Society O Collective Toil or [ Accept Darkness
Conviction O Romantic or [ Barbaric
a or O
Innovations Settlement Locations

The settlement’s innovations (including weapon masteries).

O keeper of Dreams O crimson crockery
[ Bone smith I chorusseum
O skinnery O Plumery
O Organ Grinder O Kingsmith
I Forum O
I outskirts O
[0 Leather Worker O
[0 weapon crafter O
O Barber Surgeon O
[ Blacksmith O
[0 mask Maker O
Resource Storage
Basic & Strange Node 1 Node 2 Node 3 Node 4
Gear Storage Patterns




