
Name:

Equipme nt:

Note s:

Background: Lv:

Str e e twise (Luc)

Leade rship (Str)

Re solve (Foc)
Physical (Str/Re f/Mov)

Awar e ne ss (Int)

I nsight (Int)

Seamanship (Int)

Pe rsuasion (Int)

E
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S
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s Tailor i ng

Wilde r ne ss

Cultur e
Mer cantilism

Medici ne

Stealth (Re f/Mov)

Me tallurgy
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C ar pe ntry

Weapons with ‘Splash’ Keyword only.

Splash Scatter
14

5 6

3 2

Scatters distance = 1d6 in a random (roll 1d6) direction.

Personal Combat Actions, 2 per Turn
Thoughtful Actions

Move, Recover
Prep

Attack
Size Up

Attack*, May Crit
Ready Attack

Draw or Reload a Weapon.
Skill Roll (eg: Medicine, Stealth).
Momentum 2: Two Allies gain +1 Momentum.

*In a 1800 Arc in response to any Action.
Momentum 2: Attack with a Ship Support Weapon.
Momentum 2: Your next Attack gains +2d6 Hit.

Move +2.
Momentum 1: +2 Movement.

An Attack Misses You: +1 Momentum (up to +2).
Cover Step +1.

Momentum 2: +1 Cover Step.

Once per Turn, +1 Momentum.
Hit +Int.

Swift Actions

Move
Dodge

Move
Full Move

Move, Attack, May Crit
Quick Str ike

Momentum 2: Your next Attack gains +2d6 Hit.
Momentum 2: Attack with a different Weapon.

Hit +Ref (Hit +Int with Intimidate).
On Flanked Hit: +1 Momentum.

Momentum 2: Your next Attack gains +2d6 Hit.

Hit +Ref.
On Hit: Momentum 1: Apply +1 Tackle Effect.

Hit +Ref.
On Hit: Gain +1 Momentum if any Opponent is
adjacent to you at the start of your next Turn.

Move +2 (Straight Line).
+1 Momentum per Adjacent Enemy.

Powerful Actions

Move, Attack
Block

Move, Attack, May Crit
Charge

Move, Attack
Tackle

Targets Defence
Gain a free Critical Hit vs Targets with 0 Endurance.

3d6  Hit
-2 per Rng Increment beyond the first.Fo
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E nd
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10 + (Str x5) +

Focus +

Ar mour
vs Luck Damage

16 + Resolve +vs Int at 0 Endur ance

Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.

Momentum
Strong Hit

ResultRequirements

Random
Damage

-2 if no free hands, -1 per used Slot over 6.

Critical Hit

Critical Boost

May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen)

Does not Req Hit

Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute. 

+1 Critical Damage for this Attack vs all Targets with 0 Endurance.

Combat Orde r Int +

1) Light Cover
Int Defence+

Adjacent to an Ally
Reduce all End Dmg by 2 2) Heavy Cover

Int x2 Defence+
Int x3 Defence

Immune to Critical Hits if you have Endurance.
Entrenched,3) +

Max Mome ntum Foc +

Swimmi ng
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Used Ammunition

Personality

Natural, *May not Hit targets that cannot perceive you.

4*

*

20 - - - - Intimidate. -3 Infinite Auto
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Limbs

Natural, Small, Blunt, *Hit +Str with Tackle Action, **+2 End Dmg OR +2 Rng and +7 Max Rng if you have a improvised Weapon (torch, pistol butt, chair).

1** 1** 1 - - - Tackle. -Str-2** Infinite Auto

Weapons Hit R ange M ax Rng

E nd
Damage Damage

Cr it
Ammo Draw Reload Acquir e ResourcesWgt Var i ation

Type and

Current Wealth Treasure Trade Boxes -2
A Successful Wealth Roll of 14w or More Treasure Box.

Int +Max Wealth

Puncture Once per Turn, May Crit, Hit Target character takes 1 Attribute Damage (no Armour) to a random (1d6) Attribute.
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Spadroon Blade, Steel.+3 1 1 3 3 - 1 - 2 1

Max Momentum (+1d6 Hit).

Lantern, Seamanship Toolbox, Tailoring Toolbox.

Lahran, the Blade Nomad 2

+2 to all Trade Good Spare Time Rolls.

Up to twice per Turn; When an Attack misses you; you may make a free Move.
+1 Armour vs Splash.

Fat Pistol Firearm, Blunderbuss.+4 1 4 5 1d2+1 4 0* 2 2 1

*+1 Draw to un-equip (may drop as a Free Action), Small, Modi�cation: Familiar, Low Quality.

Modi�cation: Familiar, Low Quality.
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Close Combat

Command
Leadership + Seamanship + Tactics

Resolve + Swashbuckling + Brawling

Physical + Carpentry + Medicine

Awareness + Metallurgy + Firearms

Logistics
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Name:

Equipme nt:

Note s:

Background: Lv:

Str e e twise (Luc)

Leade rship (Str)

Re solve (Foc)
Physical (Str/Re f/Mov)

Awar e ne ss (Int)

I nsight (Int)

Seamanship (Int)
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C ar pe ntry

Weapons with ‘Splash’ Keyword only.

Splash Scatter
14

5 6

3 2

Scatters distance = 1d6 in a random (roll 1d6) direction.

Personal Combat Actions, 2 per Turn
Thoughtful Actions

Move, Recover
Prep

Attack
Size Up

Attack*, May Crit
Ready Attack

Draw or Reload a Weapon.
Skill Roll (eg: Medicine, Stealth).
Momentum 2: Two Allies gain +1 Momentum.

*In a 1800 Arc in response to any Action.
Momentum 2: Attack with a Ship Support Weapon.
Momentum 2: Your next Attack gains +2d6 Hit.

Move +2.
Momentum 1: +2 Movement.

An Attack Misses You: +1 Momentum (up to +2).
Cover Step +1.

Momentum 2: +1 Cover Step.

Once per Turn, +1 Momentum.
Hit +Int.

Swift Actions

Move
Dodge

Move
Full Move

Move, Attack, May Crit
Quick Str ike

Momentum 2: Your next Attack gains +2d6 Hit.
Momentum 2: Attack with a different Weapon.

Hit +Ref (Hit +Int with Intimidate).
On Flanked Hit: +1 Momentum.

Momentum 2: Your next Attack gains +2d6 Hit.

Hit +Ref.
On Hit: Momentum 1: Apply +1 Tackle Effect.

Hit +Ref.
On Hit: Gain +1 Momentum if any Opponent is
adjacent to you at the start of your next Turn.

Move +2 (Straight Line).
+1 Momentum per Adjacent Enemy.

Powerful Actions

Move, Attack
Block

Move, Attack, May Crit
Charge

Move, Attack
Tackle

Targets Defence
Gain a free Critical Hit vs Targets with 0 Endurance.

3d6  Hit
-2 per Rng Increment beyond the first.Fo
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10 + Ref + Cover +

Defence + Str +

De f
vs Tac

E nd
Recove ry

10 + (Str x5) +

Focus +

Ar mour
vs Luck Damage

16 + Resolve +vs Int at 0 Endur ance

Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.

Momentum
Strong Hit

ResultRequirements

Random
Damage

-2 if no free hands, -1 per used Slot over 6.

Critical Hit

Critical Boost

May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen)

Does not Req Hit

Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute. 

+1 Critical Damage for this Attack vs all Targets with 0 Endurance.

Combat Orde r Int +

1) Light Cover
Int Defence+

Adjacent to an Ally
Reduce all End Dmg by 2 2) Heavy Cover

Int x2 Defence+
Int x3 Defence

Immune to Critical Hits if you have Endurance.
Entrenched,3) +

Max Mome ntum Foc +

Swimmi ng
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Used Ammunition

Personality

Natural, *May not Hit targets that cannot perceive you.

4*

*

20 - - - - Intimidate. -3 Infinite Auto
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Limbs

Natural, Small, Blunt, *Hit +Str with Tackle Action, **+2 End Dmg OR +2 Rng and +7 Max Rng if you have a improvised Weapon (torch, pistol butt, chair).

1** 1** 1 - - - Tackle. -Str-2** Infinite Auto

Weapons Hit R ange M ax Rng

E nd
Damage Damage

Cr it
Ammo Draw Reload Acquir e ResourcesWgt Var i ation

Type and

Current Wealth Treasure Trade Boxes -2
A Successful Wealth Roll of 14w or More Treasure Box.

Int +Max Wealth

Covering Fire Firearm, Does not Require Hit An ally gains Heavy Cover or +1 Cover Step until your next Turn.
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Short Sword Blade, Composite.+1 1 1 4 3 - 1 - 1 0

Modi�cation: Familiar, Low Quality.

Streetwise Toolbox, Awareness Toolbox, Culture Toolbox.

Fawkes, the Street Rat Cultured 2

You may make 1 Free Study Spare Time Roll per session.

+2 to all Physical Rolls connected to sleight of hand.

+1d6 Hit vs characters from behind.

Brace of 3 Pistols Firearm, ##.+3 2 8 4 1d2+2 4 0* 2 1 3

Max Preload 3 (must Draw (not Reload) for each additional Preloaded Ammo), *+1 Draw to un-equip (may drop as a Free Action), Small, Modi�cation: 2 Backup Weapons.
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Close Combat

Command
Leadership + Seamanship + Tactics

Resolve + Swashbuckling + Brawling
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Name:

Equipme nt:

Note s:

Background: Lv:

Str e e twise (Luc)

Leade rship (Str)

Re solve (Foc)
Physical (Str/Re f/Mov)

Awar e ne ss (Int)

I nsight (Int)

Seamanship (Int)
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C ar pe ntry

Weapons with ‘Splash’ Keyword only.

Splash Scatter
14

5 6

3 2

Scatters distance = 1d6 in a random (roll 1d6) direction.

Personal Combat Actions, 2 per Turn
Thoughtful Actions

Move, Recover
Prep

Attack
Size Up

Attack*, May Crit
Ready Attack

Draw or Reload a Weapon.
Skill Roll (eg: Medicine, Stealth).
Momentum 2: Two Allies gain +1 Momentum.

*In a 1800 Arc in response to any Action.
Momentum 2: Attack with a Ship Support Weapon.
Momentum 2: Your next Attack gains +2d6 Hit.

Move +2.
Momentum 1: +2 Movement.

An Attack Misses You: +1 Momentum (up to +2).
Cover Step +1.

Momentum 2: +1 Cover Step.

Once per Turn, +1 Momentum.
Hit +Int.

Swift Actions

Move
Dodge

Move
Full Move

Move, Attack, May Crit
Quick Str ike

Momentum 2: Your next Attack gains +2d6 Hit.
Momentum 2: Attack with a different Weapon.

Hit +Ref (Hit +Int with Intimidate).
On Flanked Hit: +1 Momentum.

Momentum 2: Your next Attack gains +2d6 Hit.

Hit +Ref.
On Hit: Momentum 1: Apply +1 Tackle Effect.

Hit +Ref.
On Hit: Gain +1 Momentum if any Opponent is
adjacent to you at the start of your next Turn.

Move +2 (Straight Line).
+1 Momentum per Adjacent Enemy.

Powerful Actions

Move, Attack
Block

Move, Attack, May Crit
Charge

Move, Attack
Tackle

Targets Defence
Gain a free Critical Hit vs Targets with 0 Endurance.

3d6  Hit
-2 per Rng Increment beyond the first.Fo
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10 + Ref + Cover +

Defence + Str +

De f
vs Tac

E nd
Recove ry

10 + (Str x5) +

Focus +

Ar mour
vs Luck Damage

16 + Resolve +vs Int at 0 Endur ance

Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.

Momentum
Strong Hit

ResultRequirements

Random
Damage

-2 if no free hands, -1 per used Slot over 6.

Critical Hit

Critical Boost

May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen)

Does not Req Hit

Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute. 

+1 Critical Damage for this Attack vs all Targets with 0 Endurance.

Combat Orde r Int +

1) Light Cover
Int Defence+

Adjacent to an Ally
Reduce all End Dmg by 2 2) Heavy Cover

Int x2 Defence+
Int x3 Defence

Immune to Critical Hits if you have Endurance.
Entrenched,3) +

Max Mome ntum Foc +
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Used Ammunition

Personality

Natural, *May not Hit targets that cannot perceive you.

4*

*

20 - - - - Intimidate. -3 Infinite Auto
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Limbs

Natural, Small, Blunt, *Hit +Str with Tackle Action, **+2 End Dmg OR +2 Rng and +7 Max Rng if you have a improvised Weapon (torch, pistol butt, chair).

1** 1** 1 - - - Tackle. -Str-2** Infinite Auto

Weapons Hit R ange M ax Rng

E nd
Damage Damage

Cr it
Ammo Draw Reload Acquir e ResourcesWgt Var i ation

Type and

Current Wealth Treasure Trade Boxes -2
A Successful Wealth Roll of 14w or More Treasure Box.

Int +Max Wealth

Defensive Strike Attack, Hit Ignore the next Personal Combat Critical Hit against you before your next Turn (does not Stack).
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Greatsword Blade, Steel.+2 1 2 9 3 - 2 - 5 3

Large, Two Handed, Momentum 1: Your next Attack with this Weapon gains -1 Max Rng, -2 End Dmg and Splash +1 (does not Stack).

##

Endorich, the Merchant Cultured 2

You may make 1 Free Study Spare Time Roll per session.

+2 to all non-Spare Time Rolls connected to reading NPC’s motives and intentions.

Grenade Explosive, Throw, Shrapnel.-1 Str+1 12 9 2 2 0 0 0 1

Small, Splash 1d3-1, Momentum 1: Destroy two spaces of destructible terrain that you have just damaged.

Modi�cation: Familiar, Master Crafted.
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Close Combat

Command
Leadership + Seamanship + Tactics

Resolve + Swashbuckling + Brawling

Physical + Carpentry + Medicine

Awareness + Metallurgy + Firearms
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Name:

Equipme nt:

Note s:

Background: Lv:

Str e e twise (Luc)

Leade rship (Str)

Re solve (Foc)
Physical (Str/Re f/Mov)

Awar e ne ss (Int)

I nsight (Int)
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C ar pe ntry

Weapons with ‘Splash’ Keyword only.

Splash Scatter
14

5 6

3 2

Scatters distance = 1d6 in a random (roll 1d6) direction.

Personal Combat Actions, 2 per Turn
Thoughtful Actions

Move, Recover
Prep

Attack
Size Up

Attack*, May Crit
Ready Attack

Draw or Reload a Weapon.
Skill Roll (eg: Medicine, Stealth).
Momentum 2: Two Allies gain +1 Momentum.

*In a 1800 Arc in response to any Action.
Momentum 2: Attack with a Ship Support Weapon.
Momentum 2: Your next Attack gains +2d6 Hit.

Move +2.
Momentum 1: +2 Movement.

An Attack Misses You: +1 Momentum (up to +2).
Cover Step +1.

Momentum 2: +1 Cover Step.

Once per Turn, +1 Momentum.
Hit +Int.

Swift Actions

Move
Dodge

Move
Full Move

Move, Attack, May Crit
Quick Str ike

Momentum 2: Your next Attack gains +2d6 Hit.
Momentum 2: Attack with a different Weapon.

Hit +Ref (Hit +Int with Intimidate).
On Flanked Hit: +1 Momentum.

Momentum 2: Your next Attack gains +2d6 Hit.

Hit +Ref.
On Hit: Momentum 1: Apply +1 Tackle Effect.

Hit +Ref.
On Hit: Gain +1 Momentum if any Opponent is
adjacent to you at the start of your next Turn.

Move +2 (Straight Line).
+1 Momentum per Adjacent Enemy.

Powerful Actions

Move, Attack
Block

Move, Attack, May Crit
Charge

Move, Attack
Tackle

Targets Defence
Gain a free Critical Hit vs Targets with 0 Endurance.

3d6  Hit
-2 per Rng Increment beyond the first.Fo
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10 + Ref + Cover +

Defence + Str +

De f
vs Tac

E nd
Recove ry

10 + (Str x5) +

Focus +

Ar mour
vs Luck Damage

16 + Resolve +vs Int at 0 Endur ance

Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.

Momentum
Strong Hit

ResultRequirements

Random
Damage

-2 if no free hands, -1 per used Slot over 6.

Critical Hit

Critical Boost

May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen)

Does not Req Hit

Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute. 

+1 Critical Damage for this Attack vs all Targets with 0 Endurance.

Combat Orde r Int +

1) Light Cover
Int Defence+

Adjacent to an Ally
Reduce all End Dmg by 2 2) Heavy Cover

Int x2 Defence+
Int x3 Defence

Immune to Critical Hits if you have Endurance.
Entrenched,3) +

Max Mome ntum Foc +
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Used Ammunition

Personality

Natural, *May not Hit targets that cannot perceive you.

4*

*

20 - - - - Intimidate. -3 Infinite Auto

In
na

te
 W

ea
po
ns

Limbs

Natural, Small, Blunt, *Hit +Str with Tackle Action, **+2 End Dmg OR +2 Rng and +7 Max Rng if you have a improvised Weapon (torch, pistol butt, chair).

1** 1** 1 - - - Tackle. -Str-2** Infinite Auto

Weapons Hit R ange M ax Rng

E nd
Damage Damage

Cr it
Ammo Draw Reload Acquir e ResourcesWgt Var i ation

Type and

Current Wealth Treasure Trade Boxes -2
A Successful Wealth Roll of 14w or More Treasure Box.

Int +Max Wealth

Invigorating Remedy First Aid, Success Target character gains a Recovery and +1 Momentum.
Poison Blade Blade or Projectile, May Crit, Hit Your target takes 2 Endurance Damage at the Start of their Turn until they receive a

          Patch-Up or Extended Care Healing Roll (Stacks up to 4 times).
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Short Sword Blade, Composite.+2 1 1 5 3 - 1 - 1 1

Modi�cation: Familiar.

##

Salasan, the Hunter Street 2

+2 to all Plunder Spare Time Rolls.

+2 to all non-combat rolls connected to Flora, Fauna, poisons, and toxins.

Bow Projectile, Bow, Wood.+1 4 35 5 3 10 1 1 3 2

May only preload while Actived, Two Handed, Momentum 1: Your next Attack gains +2 Hit, Rng, End Dmg (Stacks).

2

-2
-2
-1
+0
+1

-2

+1
+1
-2
-2

+0

+3

+2

+1

-2

+4

#-2

Close Combat

Command
Leadership + Seamanship + Tactics

Resolve + Swashbuckling + Brawling

Physical + Carpentry + Medicine

Awareness + Metallurgy + Firearms
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Name:

Equipme nt:

Note s:

Background: Lv:

Str e e twise (Luc)

Leade rship (Str)

Re solve (Foc)
Physical (Str/Re f/Mov)

Awar e ne ss (Int)

I nsight (Int)

Seamanship (Int)

Pe rsuasion (Int)
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Weapons with ‘Splash’ Keyword only.

Splash Scatter
14

5 6

3 2

Scatters distance = 1d6 in a random (roll 1d6) direction.

Personal Combat Actions, 2 per Turn
Thoughtful Actions

Move, Recover
Prep

Attack
Size Up

Attack*, May Crit
Ready Attack

Draw or Reload a Weapon.
Skill Roll (eg: Medicine, Stealth).
Momentum 2: Two Allies gain +1 Momentum.

*In a 1800 Arc in response to any Action.
Momentum 2: Attack with a Ship Support Weapon.
Momentum 2: Your next Attack gains +2d6 Hit.

Move +2.
Momentum 1: +2 Movement.

An Attack Misses You: +1 Momentum (up to +2).
Cover Step +1.

Momentum 2: +1 Cover Step.

Once per Turn, +1 Momentum.
Hit +Int.

Swift Actions

Move
Dodge

Move
Full Move

Move, Attack, May Crit
Quick Str ike

Momentum 2: Your next Attack gains +2d6 Hit.
Momentum 2: Attack with a different Weapon.

Hit +Ref (Hit +Int with Intimidate).
On Flanked Hit: +1 Momentum.

Momentum 2: Your next Attack gains +2d6 Hit.

Hit +Ref.
On Hit: Momentum 1: Apply +1 Tackle Effect.

Hit +Ref.
On Hit: Gain +1 Momentum if any Opponent is
adjacent to you at the start of your next Turn.

Move +2 (Straight Line).
+1 Momentum per Adjacent Enemy.

Powerful Actions

Move, Attack
Block

Move, Attack, May Crit
Charge

Move, Attack
Tackle

Targets Defence
Gain a free Critical Hit vs Targets with 0 Endurance.

3d6  Hit
-2 per Rng Increment beyond the first.Fo
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10 + Ref + Cover +

Defence + Str +

De f
vs Tac

E nd
Recove ry

10 + (Str x5) +

Focus +

Ar mour
vs Luck Damage

16 + Resolve +vs Int at 0 Endur ance

Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.

Momentum
Strong Hit

ResultRequirements

Random
Damage

-2 if no free hands, -1 per used Slot over 6.

Critical Hit

Critical Boost

May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen)

Does not Req Hit

Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute. 

+1 Critical Damage for this Attack vs all Targets with 0 Endurance.

Combat Orde r Int +

1) Light Cover
Int Defence+

Adjacent to an Ally
Reduce all End Dmg by 2 2) Heavy Cover

Int x2 Defence+
Int x3 Defence

Immune to Critical Hits if you have Endurance.
Entrenched,3) +

Max Mome ntum Foc +

Swimmi ng
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Int
Luck

Foc

2

3

1

5

6

4

Used Ammunition

Personality

Natural, *May not Hit targets that cannot perceive you.

4*

*

20 - - - - Intimidate. -3 Infinite Auto

In
na

te
 W

ea
po
ns

Limbs

Natural, Small, Blunt, *Hit +Str with Tackle Action, **+2 End Dmg OR +2 Rng and +7 Max Rng if you have a improvised Weapon (torch, pistol butt, chair).

1** 1** 1 - - - Tackle. -Str-2** Infinite Auto

Weapons Hit R ange M ax Rng

E nd
Damage Damage

Cr it
Ammo Draw Reload Acquir e ResourcesWgt Var i ation

Type and

Current Wealth Treasure Trade Boxes -2
A Successful Wealth Roll of 14w or More Treasure Box.

Int +Max Wealth

Coordinated Strike Hit A character or another ship gains Strong Hit +1 vs your target with their next Attack (does not Stack).

-1
-2
+2
-1
-1

-1
+3

+0

4

12 20

414
21

2

2

4
-1

2

2

2

4

4

Black Fire Magic, ##+5* 2 8 7 2 In�nite - 0 - 3

Energy, Burn, Dangerous 1d3 (Small Fire), *-2d6 Hit vs Wet targets.

##

Qwif, the Cultist Tribal 2

Start each Combat with +2 Momentum.

Twice per session (during your Turn) you may Teleport up to 100 spaces as
         long as you’re not seen at the start or end of your Teleportation.

Twisted Dagger Blade, Steel.+2 1 (Str) 1 (6) 3 2* - (1) 0 - (0) 0 0

Small, *+1 Crit Dmg vs Luck, Modi�cation: Familiar.

Modi�cation: Familiar, Awakened in Combat.

4

-2
+0
-2
+2
-2

-3

+1
-2
+1
-2

+1

+2

+0

+2

+0

-2

4

Close Combat

Command
Leadership + Seamanship + Tactics

Resolve + Swashbuckling + Brawling

Physical + Carpentry + Medicine

Awareness + Metallurgy + Firearms

Logistics

Gunne ry
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+

Brawli ng
Swashbuckli ng

Tactics
Fir ear ms

P
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+0 4Gun +1 14 5 4 15 1

11-1 3 222

3 4
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1
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ScarletTide

Your ship counts as 1 Size larger for the purposes of Shallows.

Round Shot Cannon Ammunition.

Crit Location: 2d6 choose the lowest.

+1d6 4Gun -2 6 8 4 8 1Grapeshot Cannon Ammunition.

Crit Location: 1d3+3.

-1d6 6Gun x3 25* 3 4 3 2Light Mortar Shell

## ## ##

Cannon Ammunition.

*Min Rng 6.

Ship of the Line

Rotate 45o OR
Alter your ship’s Speed.

Rotate 90o and -3 Speed.

Move forward 1d3 spaces,
not Directly Against Wind.Regain Moral.

+1 to all Ship Skill Rolls this Turn.

5 Successes = Leave Combat Area.
*No enemy ships within 4 of you.

+1 to all Ship Skill Rolls this Turn.
Remove Leaking or On Fire Effect.
Deploy an Auxiliary.

Boost next Cannon Attack: Rng +2.

Attack with front or side Cannons.
Requires no Ammunition.Attack with Assault.

Hit: +Gunners.

Crit Attribute location: 1d3+3.

Attack all Boarded ships with Assault,
Hit: +Cutthroats.

No Rng penalties. Attack with left side Cannons.

Hit: +1d6 per Cannon.
Rng: -1d6 per Increment, not -2.

Attack with right side Cannons.

Hit: +1d6 per Cannon.
Rng: -1d6 per Increment, not -2.

Ship Skill Rolls, 1 per Person per Turn

15-Speed

14-Sails

12-Sails*

Command
Lowest Speed First (or lowest Cutthroats if equal). Highest Deck First (or highest Cutthroats if equal).

14-Swabbies 
Catch Wind

Plot Escape

Give Speech

Tack

Close Combat Logistics Gunnery

Reduce your, and an adjacent,
ship’s Speed by 2. And one of you
gains or removes a Boarded Effect.12-Cutthroats

vs 4d6*

vs 12+Size

vs Defence

Duel

To Arms

Volley

Grapple

*Failed Roll = YOU take 1 Dmg.

An adjacent Boarded ship takes 1 Dmg
(no Armour) to any Sailors Attribute.

12-Deck

12-Bulk

15-Deck

Support Crew

Navigate

Patch Job

14-Deck*
Push Crew

12-Gunners

vs Defence

vs Defence

vs Defence

Pot Shot

Starboard
Broadside

Broadside
Port

Take Aim
was dealt since your last Turn.
Repair 1 Attribute Damage that

A single Ship Roll gains Str Hit +1.
*And take 5 Morale Damage.

Rotate 45o.
Alter your ship’s Speed by +1 to -1.

Weapons with ‘Splash’ Keyword only.

Splash Scatter
14

5 6

3 2

Scatters distance = 1d6 in a random (roll 1d6) direction.
Targets Defence

Gain a free Critical Hit vs Targets with 0 Endurance.
3d6  Hit

-2 per Rng Increment beyond the first.Fo
rm

ul
a

A
tt
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k 

R
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l

Ship Name

Traits/Note s:

Build

Effort Does not Req Hit or Success You may re-roll a single die from this Skill Roll.

Promote Ship Skill Roll, Success, Combat Permanently reduce your Swabbies by 1 and gain 1 Gunner OR Cutthroat.

Momentum
Strong Hit

ResultRequirements

Random
Damage

-Hull = Leaking

-4 Hull = Destruction

-4 Sailors, 0 Moral = Surrender

Ram

Strong Hit (5-6), Crit Location: 1d3, *On a hit you deal equal Crit Damage to yourself (Front Armour) and reduce both of your Speeds by 2, *Auto Hit if your target has 0 Speed.

1, Front 1 Size - - Ram, -Bulk +Speed Auto

Critical Hit

Critical Boost

May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen)

Does not Req Hit

Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute. 

+1 Critical Damage for this Attack vs all Targets with 0 Endurance.
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Weapons R ange M ax Rng

Morale
Damage Damage

Cr it
Ammo Acquir e Upke e pMin Size Type and Var iation

2

3

1

5

6

4

Moral Damage & Ef f e ctsAttr ibute Damage

3 +Armour
3 +Front Armour 4 +

(Size x10) +Morale
Resilie nce

Used Ammunition

Used Ammunition

Used Ammunition

De ck
Sails

Bulk

Gunne rs
Cutthroats

Swabbie s

Total(18)

+2Size

H
ul

l
S
ai
lo
rs

+Speed*

Assault 1 4 4 - - Assault, -Cutthroats Auto

C argo (Size x Size) 2) ++

Upke e p Cost 10 Weapons (Traits x5) ++ +

C ann ons Size  Bulk ++

+Max Spe e d

Consume (Size) Boxe s of
Food & Wate r e ve ry 7 Days+

Daily Trave l Distance 100 %% +

16 (Size x2) +-De fe nce
Reduce all Cannon Hits by -1d6 when
they Attack your Front or Rear .

Hit
( Skill)+

Directly Parallel WindDirectly With Wind
You May Gain up to  2  2 Speed.

Parallel With Wind

Directly Against WindParallel Against Wind

Max Speed  2 Your Sails.

You May Gain up to  1  2 Speed.
Max Speed  1 Your Sails. Max Speed  1.

You May Gain up to  2  2 Speed.

You May Gain up to  0  3 Speed.

Max Speed  2 Your Sails.
You May Gain up to  3  2 Speed.
Max Speed  3 Your Sails.


