[bookmark: _yr7r22x6effl]Entity Name
Put your story and your description of the Entity here. Where does it live? What does its awful lair smell like? Why does it exist and why does it need to be put down immediately and with extreme prejudice?
[bookmark: _pc5kqqk7uoeh]Tactics
Explain your Entity’s engine to the GM. Tell them how to make best use of it. Does it hit really hard? Are you planning for it to Break every second turn? If it uses Curse, which abilities generate and spend it? What is the delicious kill move?
[bookmark: _pyt49a3bxyqz]Defences
Close	XX
RangedXX
Wyrd	XX
[bookmark: _o2bhtwv4xjl]Health
Resolve XX
Wounds	XX
[bookmark: _947pb2aveknm]Threat
Threat Per Round	X
Threat Cap	X
[bookmark: _u9dhruo2dtth]Terrain
Fluff. X Elevated, X Sheltered.
There should be 6 pieces of terrain in total. You can vary that, if you have a reason to.
[bookmark: _3de661bq2bc3]Special
Use these for passive effects or things the Entity can do on specific triggers. E.g. “When this Entity inflicts Would damage, it restores 1 Resolve.”
Name. Fluff. Effect.
[bookmark: _z4ysw7kuzyrf]When Broken/First Broken
Effect that occurs either the first time the Entity is Broken, or every time. If it’s first time only, make it a really significant event. Most Entities have one Broken effect.
Name. Fluff. Effect.
[bookmark: _gswfi1vlntn7]Interrupts
Stuff the Entity can do at the end of Hunter turns. Interrupts usually cost between 1-3 Threat, depending how powerful they are. Most Entities have about 2 Interrupts.
Name. Fluff.  Cost: X Threat. Effect.
[bookmark: _hxitkeeaf18v]Attacks
Guess what these are. Most Entities have 2 or 3 attacks.
Name. Fluff. Target description (e.g. “one Hunter in Close”). Stat TNXX, X/X. Any special effects (e.g. placing Curse, Shifting the target around, etc.).
[bookmark: _8p0km6bir0q5]Manoeuvres
Useful actions the Entity can take during its own turn. They can cause damage, but it shouldn’t be the primary thing they do. Most Entities have 2 or 3 manoeuvres.
Name. Fluff. Target description. Effect.

