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Libraries and Laboratories—Workspaces 
 
Leeches and Whispers especially can benefit from having a space to work on their projects and keep their 
research materials. Libraries and laboratories have capacity, which is like a stress track that their owners can 
use to generate advantages by using the workspace with downtime actions. Workspaces help characters 
prepare for mischief ahead of time, and help them conduct long term projects during down time. 
 
Three Levels 
 
A library or a laboratory can be modest, standard, or grand. Modest takes up space equivalent to an 
apartment and has 4 capacity. Standard takes up space equivalent to a house and has 8 capacity. It adds 
quality factor. Grand takes up space equivalent to a wing of a mansion or a tenement building, and has 12 
capacity. It adds quality factor and scale factor. 
 
Standard requires 1 assistant, Grand requires 2. Without assistants, do not gain factor advantages. Assistants 
don’t cost extra. Cohorts (gangs or experts) can replace them to get even more out of the workspace. 
 
Acquiring a Workspace 
 
To have a workspace at generation, the character gives up 1 action rating point per workspace level. This 
represents time spent in the relative safety of the workspace instead of being forced to adapt to the wider 
world. Spend 1 action rating point for modest, 2 for standard, or 3 for grand. In exchange, the workspace is 
stocked to the character’s liking, and every corner of it is familiar and useful. 
 
Multiple characters can give up action rating points to collaboratively build a workspace. If one is a Leech and 
one a Whisper, they put in a mix of materials so either can use it. 
 
If a criminal crew wants a workspace, they can add it on several ways. A crew headquarters can have a 
workspace as an advantage, costing 1 crew upgrade to get a workspace, and expanding it with another 
upgrade, up to 3. They can also locate a workspace that is a claim, at 1-3 rating, and take it over. 
 
Using a Workspace 
 
Refilling Magical Gear. (Laboratory) Use up 1 point of the workspace capacity to replace a piece of consumable 
supernatural gear during down time. This includes things like vials of electroplasm, vials of potions with 
essences, trance powder, the Leech’s potions, and so on. Use up 2 points to replace supernatural items, like a 
lightning hook, spirit bane charm, or ghost key. Use up 3 points to replace a fine supernatural item. 
 
Making Magical Gear. (Laboratory) Add 1 point cost to the price of refilling gear to make less familiar materials, 
gaining materials that are not replacements but instead magical gear not on the character’s gear lists. So, 2 
points for consumables, 3 points for gear, and 4 points for fine gear. 
 
Experimentation and Research. (Laboratory or Library) A workspace can grant quality factor when engaged in a 
relevant long term project there. Use up 2 points of capacity to get +1d on the roll. 
 
Rituals. (Library) A workspace can grant quality factor when casting a ritual. Use up 2 points of capacity to get 
+1d on the roll in the workspace or elsewhere. This represents fine tuning the ritual by finding excellent 
guidance, or better tuned variants, or having innovative ideas from texts. 
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Recharging a Workspace 
 
Spend 1 Coin and make an “acquire asset” roll with tier. 1-3 regain 1 capacity, 4-5 regain 2, 6 regain 3, crit 
regain 4. The player can spend 1 Coin to increase the result by 1 capacity. Since this is an acquire asset roll, 
one character can make more than one attempt (1 per downtime action), and multiple characters can 
contribute towards restocking. 
 
Fictional Positioning 
 
The workspace has a certain flavor based on who uses it and stocks it. It may grant quality factor to some 
efforts, or reduce effect when used for purposes outside its usual context. The presence of the workspace 
makes some flashbacks more plausible (and less stressful.) 
 
Also, a workspace can add cool stuff that was treasure from heists, or down time projects to build. Feel free 
to embroider on the basics, using fiction and long term projects, weaving in the game group’s unique history. 
 
Without a Workspace 
 
Leeches and Whispers especially suffer without a workspace. If they do not have one, they are assumed to 
borrow from those who are better off, or use public resources, or improvise in their dingy quarters as best 
they can.  
 
Refilling consumable magical gear requires an acquire asset down time action, where 1-3 regains 0, 4-5 regains 
1, 6 regains 2, and a critical regains 3. These can be the same potions, or if opportunity arises, a variety of 
potions. They are added to the character’s equipment list until expended, but they do not automatically refill. 
Replacing non-consumable gear, 1-3 regains 0, 4-5 regains 1 with strings attached, 6 regains 1, and a critical 
regains a fine quality one. 
 
Research projects are unlikely to have both privacy and reliable access, and require being indebted 
(relationally at least) to someone else if characters don’t use their own workspaces. Whispers may have basic 
rituals memorized, but using more specifically targeted etheric manipulations requires study. 
 
Improving a Workspace 
 
A crew can improve a workspace one level with a crew upgrade. Individuals can improve a workspace by 
completing 3 long term projects, each one with a number of segments equal to the current maximum 
capacity. The projects are Space, Equipment, and Network. That covers the physical building, the esoteric 
materials needed to make the workspace useful, and the contacts needed to replenish those materials. Each roll 
on the long term projects requires 1 Coin. Greater successes result in cheaper upgrades. 
 
Overspending 
 
A workspace can have its capacity exhausted. If the characters want to continue using it, then it drops a level 
(from grand to standard, or standard to modest) and opens up the new capacity track. It must be rebuilt 
normally. 
 
Relocation 
 
Relocation is 2 long term projects, each one with a number of segments equal to the current maximum 
capacity. The projects are Space and Equipment. Each roll on the long term projects requires 1 Coin. Scale and 
quality factors are actually a disadvantage for relocation, reducing effect unless countered.  
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Entanglements 
 
The GM can choose to roll for an entanglement based on the workspace sometimes, instead of the normal 
entanglement roll. As usual, add Heat to Wanted to get a bracket, and roll 1d6. 
 

Level: 0-3 Level: 4, 5 Level: 6+ 

1. Minor Damage. 
2. Curious Contact. 
3. Neighbor Trouble. 
4. Persistent Stray. 
5. Eager Scholar. 
6. Problem/Opportunity 

1. Minor Damage. 
2. Neighbor Trouble. 
3. Consulting 
4. Fine Print 
5. Watchpost 
6. Problem/Opportunity 

1. Vandalism 
2. Watchpost 
3. Fine Print 
4. Assault 
5. Arrest 
6. Buried Secret 

 
Arrest. The law has enough evidence against you. Pay them off with Coin (Wanted Level +3), hand someone over for 
arrest (clear Heat) or try to evade capture. 
 
Assault. Your enemies attack the workspace with the intent of destroying it. Can you prevent them? 
 
Buried Secret. Your books or supplies have some clues that implicate someone in a terrible act. You don’t know what 
you have, but they do (or think they do.) The implicated person is off balance, desperate, and determined to destroy 
evidence now in the workspace (and if the characters know the truth, or might know the truth, kill them to keep it 
quiet.) Make up an individual, or pull from a related faction (ally or enemy.) As a default, a dead spouse with a 
combination of spirit materials, diary, or blackmail material. 
 
Consulting. Because of what you’ve been doing, some faction or individual requires you to consult for them on a 
related matter. Saying no will only increase persistence and persuasive tactics; their heart is set on you. 
 
Curious Contact. One of your suppliers, or one of their employees, mentions offhand that there’s been some curiosity 
about you and your business. Schedules. Delivery times and places. Probably nothing. 
 
Eager Scholar. The scholar’s inquiries have led to you; your workspace has material or books of particular interest to an 
esoteric field of study for the scholar, rare and normally not worth much. The scholar will pay 3 Coin for the particular 
works in question (non-essential to the workspace function.) If you sell, you have a new contact who may want help with 
the project. If not, the petulance of the wealthy emerges. 
 
Fine Print. Your lease is invoked, or some local ordinance, or other legal methods come into play to force the 
workspace to move out by the end of the month. Unless you find a way around it. 
 
Minor Damage. A small fire, water damage, gnawing rats, or some other destructive force has affected your supplies 
and your collection. Reduce capacity by 1. Restore capacity with a long term project with 1 segment per normal 
maximum capacity, pay 1 Coin per roll. 
 
Neighbor Trouble. They are noisy, or make it difficult to come and go as you please. They are causing problems that 
reduce quality factor by 1 until they are sorted out and stop disrupting the workspace. 
 
Persistent Stray. A cat (or something even more interesting, like an arboreal devilfish) has decided to lair in your 
workspace. Even if taken away, it finds its way back somehow unless dealt with more cruelly. 
 
Problem/Opportunity. You can get x2 value for your Coin/successes in restocking, or improving the workspace, due 
to a unique opportunity for gear or patronage. However, there are strings attached. You have to go to a social function, 
or court a difficult noble, or relocate your operation.  
 
Vandalism. Your workspace was broken into and somewhat trashed. Reduce the capacity by 2. Restore capacity with a 
long term project with 1 segment per normal maximum capacity, pay 1 Coin per roll. Also, vandals are out there 
bragging about what they did. 
 

Watchpost. You notice someone has set up a position to keep an eye on your workspace. Who and why? 


