Settlement Name Lost Settlements
Survival Limit

When the settlement is named for the first time, returning survivors gain +1 survival. O0Ooooooooooooogoooooo
2 Timeline
Year Event
Prologue: .
Quarries
|:| 1 [iﬁ The monster your settlement can select to hunt.
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Nemesis
|:| 10 [iﬁ The nemesis monster your settlement can encounter.
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O1s EE Campaign Milestones
Trigger these effects when the milestone condition is met.
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0 (@ Departing Survivor Bonuses
O35 E Departing survivors gain these bonuses




£ Death Count

Population

Update the population number as
survivors are added and lost.
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Principles

Patterns & Seed Patterns

The settlement’s established principles.
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Gear recipes gained during gameplay.

Innovations Settlement Locations
The settlement’s innovations (including weapon masteries).

O O

O O

U U

O O

O O

O O

O O

O O

O O

O O

O O
Resource Storage
Basic & Strange Node 1 Node 2 Node 3 Node 4
Gear Storage Notes




Collective Cognition Rewards

Collective Cognition
The settlement’s total CC is based on its victories.
Settlement Victories
Write the name of each monster in your campaign. After a victorious showdown, fill a box for the defeated
monster’s level and update your total collective cognition.
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