ArTRiBUTES

Cover Sreps

Innare Wesrons

EveryoAv SkiLLs

BﬂCKGI{OUND_‘ Nomad

PERSUASION (Inr) C ARPENTRY . SWASHBUCKLING @
2z
LEADERSHIP (Sim) MEeTALLURGY % u: BrawLine @
5
INSIGHT (1) | TALorING ~2 Tactics @
SEAMANSHIP (Ixr) wj ‘WiLDERNESS | Firearms Q
e
STREETWISE (Luc) §| Mepieme ~ | Commano ) = 0
5 g Leadership + Seamanship + Tactics
RESOLYE (Foc) Currure 29| Crose Compar - @
?HYSICHL (Sta/Rer/Mov) @ ME&CﬂNTILISM & g Resolve + Swashbuckling + Brawling
5 . t & | Locisrtics = @
AWﬂKF_NESS (Inr) STMLTH (Rer/Mov) Q 7} é Physical + Carpentry + Medicine
L L % | Guxnery = @
Awareness + Metallurgy + Firearms

EquipMENT:

Nortes:

+1 Armour vs Splash.

RsANDOM
Damsce
1 Connnr Owen D5 Max Womme 1 >
O
M~ax Momentum  Foc+ =
2 @ CurreNr Wearth = TReasure Traoe Boxes -2
SwimmiNg @ A Suceessrur Weaum Rout o 14w o More = -1 Tressure Box
3 -2 if no free hands, -1 per used Slot over 6
4 DEF 10 er + cover - <> ARMOUR ENp m«(strxs),Q=
S
6 vs TAC Defence « Str + = vs Luck DAMAGE @ RECOVERY  Focus + @= 0
O
vs INT 16+ Resolve + = At 0 ENourANcE 0
@ ¥ AvjaceNt To AN ALy Licar Cover Heavy Cover ENrrexcHED, +INT X3 DEFENCE
' _RF_DUCE AL ENo Dme BY 2 +INT DEFENCE +INT X2 DEFENCE Immune to Critical Hits if you have Endurance.
Exo Crur Trre AND
‘WeAroNs Hit  RANGE Max Re DAMAGE DAMAGE  Auwo Draw Reron Wer  YARIATION Acwwms  RESOURCES
Personality * Y 20 3 - Infinite - - - Intimidate. Auto -
Natural, *May not Hit targets that cannot perceive you.
Limbs * T+ * Str-2** 1 Infinite - - - Tackle. Auto -
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).
Spadroon +3 1 1 3 3 - 1 - 2 Blade, Steel. 1
Max Momentum (+1d6 Hit).
Modification: Familiar, Low Quality.
Fat Pistol +4 1 4 5 1d2+1 4 0* 2 2 Firearm, Blunderbuss. 1

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

Usep AMMUNITION <><><>0<> 0<><><>0 <><><><><>

TRONG HiT &
%dOMF_NTUM Qﬂ REQU[KF_MF_NTS _RF_SULT
Critical Hit May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen) Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute.
Critical Boost Does not Req Hit +] Critical Damage for this Attack vs all Targets with 0 Endurance.
Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.
Puncture Once per Turn, May Crit, Hit Target character takes 1 Attribute Damage (no Armour) to a random (1d6) Attribute.

PrersoNAL Compar ActioNs, 2 PER TURN

ThoueuTFuL AcTioNs

Swirr AcTioNs PowrRFUL AcTIONS

Suze Up
Attack

Prep

Move, Recover

ReApy  ATTACK
Attack*, May Crit

Arrack RoLL
Formura

-2 per Rng Increment beyond the first.

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

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

*In a 180" Arc in response to any Action.
Momentum 2: Attack with a Ship Support Weapon.
Momentum 2: Your next Attack gains +2d6 Hit.

+306 +Hir Vs

Fore Move

Move

Move +2.
Momentum 1: +2 Movement.

Hit +Ref (Hit +Int with Intimidate).

CHARGE
Move, Attack. May Crit

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

Hit +Ref.

Quick STRIKE On Flanked Hit: +1 Momentum. TAckLE on Hi
N " n Hit: Momentum 1: Apply +1 Tackle Effect.
Move, Attack, May Crit Momentum 2: Attack with a different Weapon. Move, Attack . N
Momentum 2: Your next Attack gains +2d6 Hit. Momentum 2: Your next Attack gains +2d6 Hit.
Dovee. Cover Step +1. Bro Hit +Ref.
. An Attack Misses You: +1 Momentum (up to +2). CK On Hit: Gain + Momentum if any Opponent is
Move Move, Attack

TrareeTs DEFENCE

Gain a free Critical Hit vs Targets with O Endurance

Momentum 2: +1 Cover Step.

Splash Scatter

Scatters distance = 1d6 in a random (roll 1d6) direction.
Weapons with Splash’ Keyword only

adjacent to you at the start of your next Turn.



EveryoAv SkiLLs

PERSUASION (Inr)
LEADERSHIP (Siw)
INSIGHT (Inr)
SEAMANSHIP (Ixr)
STREETWISE (Luc)
RESOLYE (Foc)

Epucamion SkiLLs

AWARENESS (Inr)

EquipMENT:

Nortes:

C ARPENTRY . | SwasHBuCKLING Q
j O
g 2
METALLURGY g & | BRAWLING @
£
TAILORING rE Tacrics @
WILDERNESS _FHUEHKMS Q
MEepiciNe ~ | Commanp - @
g Leadership + Seamanship + Tactics
CuLTURE ] ‘g Crose ComBAT = @
M & £ Resolve + Swashbuckling + Brawling
ERCANTILISM " & € | Locistics = @
STF_ﬂLTH (Rer/Mov) Q » é Physical + Carpentry + Medicine
% | Guxnery = @
Awareness + Metallurgy + Firearms

Streetwise Toolbox, Awareness Toolbox, Culture Toolbox.

+1d6 Hit vs characters from behind.

RsANDOM
DamAce
1 Conmrr Owomn Ivre 5o Max Wommn - -
O
M~Aax Momentum  Foc+ =
2 @ Current Wearrn = Tressure Traoe Boxes -2
SwiMMING Q A Successro. W Rout or 1w on More. = -1 Trensure Box
2 3 -2 if no free hands, -1 per used Slot over 6
Z
= 4 i)EF10~ReF+Cover~ <> ‘ AKMOU& F ND lU*(Strx5)~Q=
S
6 vs TAC  Defence « Str + = vs Luck DamAce RECOVERY  focus + Q = @
vs INT 16+ Resolve + = AT 0 ENpuRANCE
: —
& ‘ e g ApjACENT To AN ALLy @ Licur Cover Heavy Cover @ ENrrexcHED, +INT X3 DEFENCE
g _RF_DUC]-; AL ENo Dme BY 2 +INT DEFENCE +INT X2 DEFENCE Immune to Critical Hits if you have Endurance.
o
Exo Crur Tree AND
‘WeAroNs Hit  RANGE Max Re DAMAGE DAMAGE  Auwo Draw Rerons Wer  YARIATION Acwwms  RESOURCES
© Personality * Y 20 3 - Infinite - - - Intimidate. Auto -
s
;5 Natural, *May not Hit targets that cannot perceive you.
g Limbs * T+ * Str-2** 1 Infinite - - - Tackle. Auto -
= 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).
Short Sword +1 1 1 4 3 - 1 - 1 Blade, Composite. 0
Modification: Familiar, Low Quality.
##
Brace of 3 Pistols +3 2 8 4 1d2+42 4 0* 2 1 Firearm, ##. 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, Modification: 2 Backup Weapons.

Usep AMMUNITION <><><>0<> 0<><><>0 <><><><><>

%ZRONG Hir &

OMENTUM Qﬂ REQUIREMENTS RESULT

Critical Hit May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen) Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute.
Critical Boost Does not Req Hit +] Critical Damage for this Attack vs all Targets with 0 Endurance.

Effort

Does not Req Success, Not a Spare Time Roll

You may re-roll a single die from this Skill Roll.

Covering Fire

Firearm, Does not Require Hit

An ally gains Heavy Cover or +1 Cover Step until your next Turn.

PrersoNAL Compar ActioNs, 2 PER TURN

ThoueuTFuL AcTioNs

Swirr AcTioNs

PowerruL AcTIONS

Suze Up
Attack

Prep

Move. Recover

ReApy  ATTACK
Attack*, May Crit

Arrack RoLL
Formura

+306 +Hir

-2 per Rng Increment beyond the first

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

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

*In a 180" Arc in response to any Action.

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

VS

Fore Move

Move

Quick STRIKE
Move, Attack, May Crit

Dobce

Move

TrareeTs DEFENCE

Gain a free Critical Hit vs Targets with O Endurance

Move +2.
Momentum 1: +2 Movement.

Hit +Ref (Hit +Int with Intimidate).

On Flanked Hit: +1 Momentum.

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

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

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

CHARGE
Move, Attack. May Crit

Trckie Hit +Ref.

K On Hit: Momentum 1: Apply +1 Tackle Effect.
Move. Attack Momentum 2: Your next Attack gains +2d6 Hit.
Brock Hit +Ref.

Move. Attack On Hit: Gain + Momentum if any Opponent is

adjacent to you at the start of your next Turn.

Splash Scatter
Scatters distance = 1d6 in a random (roll 1d6) direction.
Weapons with Splash’ Keyword only



EveryoAv SkiLLs

ArTRiBUTES

Cover Sreps

Innare Wesrons

PERSUASION (Inr) C ARPENTRY “ SWASHBUCKLING
2z
LEADERSHIP (Ste) METALLURGY % r/: BRAWLING
H
INsicuT (Inr) « TAaiLorING ~ 5 Tactics
SEAMANSHIP (Ixr) wj ‘WiLDERNESS | Firearms
e
STREETWISE (Luc) §| Mepieme ~ | Commano
5 Y Leadership + Seamanship + Tachcs
RESOLYE (Foc) Currure 29| Crose Compar -
2z Resolve + Swashbuckling + Brawling
w
PHYSICAL (Str/Rer/Mov) Q MercanTiLISM s & | Locistics =
AWﬂKF_NESS (Inr) STF-ﬂLTH (Rer/Mov) 0 7} é Physical + Carpentry + Medicine
L L % | Guxnery =
Awareness + Metallurgy + Firearms
Foquipment: ##
Nores: You may make 1 Free Study Spare Time Roll per session.

RsANDOM
— DamAce
1 Comear ORDER Inr+ a = 6 Max Weartn It <>=
O O
Max Momentum  Foc+ 0 =
2 ‘? Current Wearrn = Tressure Traoe Boxes -2
SwimmiNg @ A Suceessrur Weaum Rout o 14w o More = -1 Tressure Box
3 -2 if no free hands, -1 per used Slot over 6
4 EF 10-R =
+ Ref + Cover + = RMOUR_ ND 10 + (Str x5) +
S
6 vs TAC  Defence + Str + = & vs Luck DAMAGE Q RECOVERY  Focus + Q_
O O
vs INT 16+ Resolve + = @ At 0 ENouraNce o
@ ¥ AvjaceNt To AN ALy Licar Cover Heavy Cover ENrrexcHED, +INT X3 DEFENCE
' _RF_DUCE AL ENo Dme BY 2 +INT DEFENCE +INT X2 DEFENCE Immune to Critical Hits if you have Endurance.
Exo Crur Trre AND
‘WeAroNs Hit  RANGE Max Re DAMAGE DAMAGE  Auwo Draw Reron Wer  YARIATION Acowms  RESOURCES
Personality * Y 20 3 - Infinite - - - Intimidate. Auto -
Natural, *May not Hit targets that cannot perceive you.
Limbs * T+ * Str-2** 1 Infinite - - - Tackle. Auto -

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).

Greatsword +2 1 2 9 3 - 2 - 5 Blade, Steel. 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).

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

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

Usep AMMUNITION <><><>0<> <><><><>0 <><><><><>

roNe HiT &
%/[ OMENTUM Qﬂ REQUIREMENTS ResuLr
Critical Hit May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen) Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute.
Critical Boost Does not Req Hit +] Critical Damage for this Attack vs all Targets with 0 Endurance.
Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.
Defensive Strike Attack, Hit Ignore the next Personal Combat Critical Hit against you before your next Turn (does not Stack).

PrersoNAL Compar ActioNs, 2 PER TURN

ThoueuTFuL AcTioNs Swirr AcTioNs PowrRFUL AcTIONS
Suze Up Hit +Int. Furr Move Move +2. CHARGE Move +2 (Straight Line).
Attack Once per Turn, +1 Momentum. Move Momentum 1: +2 Movement. Move, Attack, May Crit +1 Momentum per Adjacent Enemy.
Hit +Ref (Hit +Int with Intimidate). ¥
Draw or Reload a Weapon. . Hit +Ref.
—!‘E:l\;‘;—PRecuver Skil Roll (eg: Medicie. Stealth). I‘%Ivjelcl]\&ttascz?/\!;jtﬂt agr:l:n%? gjt.l\ggarlfru‘\etrlltingifferent Weapon. MTD,\{/(;K:\H(FEagk On Hit: Momentum 1 Apply 1 Tackle Effect.
. Momentum 2: Two Allies gain +1 Momentum. ’ : Momentum 2: Your next Attack gains +2d6 Hit. ' Momentum 2: Your next Attack gains +2d6 Hit.
*In a 180" Arc in response to any Action. Cover Step +1. Hit +Ref.
}fﬂrg prTCﬂiK Momentum 2: Attack with a Ship Support Weapon. —I\PODGE' An Attack Misses You: +1 Momentum (up to +2). —MBLOC:\‘“ " On Hit: Gain + Momentum if any Opponent is
ack?. Hay Lri Momentum 2: Your next Attack gains +2d6 Hit. ove Momentum 2: +1 Cover Step. ove. Attae adjacent to you at the start of your next Turn.
3
2
ffé +306 +Hir Vs TaArGETS TDEFENCE Splash Scatter 5 6
g é -2 per Rng Increment beyond the first. Gain a free Critical Hit vs Targets with 0 Endurance Scatters distance = 1d6 in a random (roll 1d6) direction. y 1
E Weapons with “Splash’ Keyword only



EveryoAv SkiLLs

EquipMENT:

PERSUASION (Inr) C ARPENTRY “ SWASHBUCKLING
g2
LEADERSHIP (Stx) METALLURGY % u: BRAWLING
g5
INsicuT (Inr) « TAaiLorING ~ 5 Tactics
SEAMANSHIP (Ixr) wj WiLDERNESS | Firearms
°
STREETWISE. (Luc) §| Mepieme ~ | Commano
5 Y Leadership + Seamanship + Tachcs
RESOLYE (Foc) Currure 29| Crose Compar -
._P Q M & £ Resolve + Swashbuckling + Brawling
HYSICAL (Srr/Rer/Mov) ERCANTILISM s & Locistics -
AWﬂKF_NESS (Inr) STF-ﬂLTH (Rer/Mov) @ 7} é Physical + Carpentry + Medicine
L L % | Guxnery =
Awareness + Metallurgy + Firearms

Nortes:

ArTRiBUTES

Cover Sreps

Innare Wespons

RsANDOM
= Damsce
1 Connrr Owen D5 Max om0 -
O
Max Momentum  Foc+ =
2 ‘.’ Current Wearrn = Tressure Traoe Boxes -2
SwimmiNg @ A Suceessrur Weaum Rout o 14w o More = -1 Tressure Box
3 -2 if no free hands, -1 per used Slot over 6
4
EF 10+ Ref + Cover + RMOUR_ ND 10+t +
S
6 vs TAc pefence + Str+ vs Luck Damace @ RECOVERY  Focus + Q =
O
vs INT 16+ Resolve + At 0 ENourANcE 0
@ ¥ AvjaceNt To AN ALy Licar Cover Heavy Cover ENrrexcHED, +INT X3 DEFENCE
' _RF_DUCE AL ENo Dme BY 2 +INT DEFENCE +INT X2 DEFENCE Immune to Critical Hits if you have Endurance.
Exo Crur Tree AND
‘WeAroNs Hit  RANGE Max Re DAMAGE DAMAGE  Auwo Draw Rerons Wer  YARIATION Acwwms  RESOURCES
Personality * Y 20 3 - Infinite - - - Intimidate. Auto -
Natural, *May not Hit targets that cannot perceive you.
Limbs * T+ * Str-2** 1 Infinite - - - Tackle. Auto -
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).
Short Sword +2 1 1 5 3 - 1 - 1 Blade, Composite. 1
Modification: Familiar.
Bow +1 4 35 5 3 10 1 1 3 Projectile, Bow, Wood. 2

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

Usep AMMUNITION <><><>0<> <><><><>0 <><><><><>

%/II\ONG Hrr &

OMENTUM Qg REQUIREMENTS RESULT

Critical Hit May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen) Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute.
Critical Boost Does not Req Hit +] Critical Damage for this Attack vs all Targets with 0 Endurance.

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

Invigorating Remedy _First Aid, Success

Poison Blade Blade or Projectile, May Crit, Hit

Target character gains a Recovery and +1 Momentum.
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).

PrersoNAL Compar ActioNs, 2 PER TURN

ThoueuTFuL AcTioNs

Swirr AcTioNs

PowerruL AcTIONS

Suze Up Hit +Int. Furr Move Move +2. CHARGE Move +2 (Straight Line).
Attack Once per Turn, +1 Momentum. Move Momentum 1: +2 Movement. Move, Attack, May Crit +1 Momentum per Adjacent Enemy.
Y
Hit +Ref (Hit +Int with Intimidate). ¥

Draw or Reload a Weapon. . Hit +Ref.
Prer Skl Roll (eg:Medicie, Stealth). Qe S e e erent Veapon Trewe O Hi Momentum : Apply 1 Tackle Efect
Move, Recover Momentum 2: Two Allies gain + Momentum. ove, Attack. May Crit e e o o b *Edg it Move. Attack Momentum 2: Your next Attack gains +2d6 Hit.

*In a 180" Arc in response to any Action. Cover Step +1. Hit +Ref.
Rﬁﬂvz Artck Momentum 2: Attack with a Ship Support Weapon. Donge. An Attack Misses You: +1 Momentum (up to +2). Brock On Hit: Gain + Momentum if any Opponent is
Attack®, May Crit Momentum 2: Your next Attack gains +2d6 Hit. Hove Momentum 2: +1 Cover Step. Hove. Attack adjacent to you at the start of your next Turn.
3
2
ffé +306 +Hir Vs TaArGETS TDEFENCE Splash Scatter 5 b
g é -2 per Rng Increment beyond the first. Gain a free Critical Hit vs Targets with 0 Endurance Scatters distance = 1d6 in a random (roll 1d6) direction. y 1
E Weapons with Splash’ Keyword only



EveryoAv SkiLLs

ArTRIBUTES

Cover Sreps

Innare Wesrons

PERSUASION (Ixr)
LEADERSHIP (Siw)
INSIGHT (Inr)
SEAMANSHIP (i)
STREETWISE (Luc)
RESOLYE (Foc)

Epucamion SkiLLs

EquipMENT:

C ARPENTRY . | SwasHBuCKLING ﬁ}
3 O
METALLURGY % & | BRAWLING @
£
TAILORING rE Tacrics @
WILDERNESS _FKWKMS Q
Mepicine ~ | Commanp - @
Y Leadership + Seamanship + Tactics
CuLTURE 2 ‘g Crose ComBAT = @
M & £ Resolve + Swashbuckling + Brawling
ERCANTILISM 5 & € | Locistics = @
STF_HLTH (Rer/Mov) Q » é Physical + Carpentry + Medicine
% | Guxnery = @
Awareness + Metallurgy + Firearms

Nortes:

RsANDOM
— DamAce
1 Connrr Owen DSBS Max Wommn 1 -
O
Max Momentum  Foc+ =
2 ‘:’ Current Wearrn = Tressure Traoe Boxes -2
SwimmiNg Q A Suceessrur Weaum Rout o 14w o More = -1 Tressure Box
3 -2 if no free hands, -1 per used Slot over 6
4 i)EF10~ReF+Cover+ <> ‘ AKMOU& END lUf(StrxS)+O=
S
6 vs TAC  Defence « Str + = vs Luck DAMAGE RECOVERY  Focus + Q= o
vs INT 16+ Resolve + = AT 0 ENpurANcE
@ ¥ AvjaceNt To AN ALy Licar Cover Heavy Cover ENrrexcHED, +INT X3 DEFENCE
' _RF_DUC]-; ALL END —DMG BY 2 "'INT —DEFF_NCE +hu~ x2. —DEFF_NCE Immune to Critical Hits if you have Endurance.
Exo Crur Trre AND
WearoNs Hit  RANGE  Max Ree DAMAGE DAMAGE  Awwo Draw Revom Wer  YARIATION Acoume  RESOURCES
Personality * Y 20 3 - Infinite - - - Intimidate. Auto -
Natural, *May not Hit targets that cannot perceive you.
Limbs * T+ * Str-2** 1 Infinite - - - Tackle. Auto -
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).
Black Fire +5% 2 8 7 2 Infinite - 0 - Magic, ## 3
Energy, Burn, Dangerous 1d3 (Small Fire), *-2d6 Hit vs Wet targets.
Modification: Familiar, Awakened in Combat.
Twisted Dagger  +2 1 (Str) 1(6) 3 2% -(1) 0 -(0) 0 Blade, Steel. 0

Small, *+1 Crit Dmg vs Luck, Modification: Familiar.

Usep  AMMUNITION <><><>0<> <><><><>0 <><><><><>

TRONG HiT &
%dOMF_NTUM Qﬂ R&QUH@MF.NTS _RF_SULT
Critical Hit May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen) Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute.
Critical Boost Does not Req Hit +1 Critical Damage for this Attack vs all Targets with 0 Endurance.
Effort Does not Req Success, Not a Spare Time Roll You may re-roll a single die from this Skill Roll.

Coordinated Strike _Hit

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

PrersoNAL Compar ActioNs, 2 PER TURN

ThoueuTFuL AcTioNs

Swirr AcTioNs

PowrRFUL AcTIONS

Size Up Hit +Int.
Attack Once per Turn, +1 Momentum.
Prer Draw or Reload a Weapon.

Fore Move

Move

Move, Recover

ReApy  ATTACK
Attack*, May Crit

Arrack RoLL
Formura

Skill Roll (eg: Medicine. Stealth).
Momentum 2: Two Allies gain +1 Momentum.

*In a 180" 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.

Hit +Ref (Hit +Int with Intimidate).

CHARGE
Move, Attack. May Crit

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

Hit +Ref.

-2 per Rng Increment beyond the first.

+306 +Hir Vs

Gain a free Critical Hit vs Targets with

TrareeTs DEFENCE

Quick STRIKE On Flanked Hit: +1 Momentum. TAckLE o _ .
Move, Attack, May Crit Momentum 2: Attack with a different Weapon. Move, Attack agg;m;’“gh%’; ]ﬁgﬁp/l\'{talkTazli(rl\gs Eg;gtmt
Momentum 2: Your next Attack gains +2d6 Hit. : 9 .
Dovee. Cover Step +1. Bro Hit +Ref.
. An Attack Misses You: +1 Momentum (up to +2). CK On Hit: Gain + Momentum if any Opponent is
Move Momentum 2: +1 Cover Step. Move, Attack adjacent to you at the start of your next Turn.
Splash Scatter N

Scatters distance = 1d6 in a random (roll 1d6) direction.
Weapons with “Splash’ Keyword only

0 Endurance



How

SriLors

DereNsive STATs

Wino

CANNON AMMUNITION, X3

Suir Name ScarletTide Buieo  Ship of the Line Upkeer COST 10 Wenrons+(Tunrrs xs)+<>

Trairs/Nores: Your ship counts as 1 Size larger for the purposes of Shallows.

Tora(18) Rawon  Arrrisute Damace Morar Damnace & Errects
— Davrce ~
BuLk 1 C ANNONS Su +Borks @ @
'DF_CK 2 M#ax Seeep <>
| SA1ILS 3 .
~ ARGO Size x Size)+2) + =
SwABBIES 4 ‘ o) <> @
GuNNERS s Conme (1) s o ]
CUTTH OAT S 6 Fooo & WATER EvERY 7+ = Davs
- R ﬂ -Hull = Leaking
—Y4 Hull = Destruction @ Dany Traver Distance 100% + O= @ %
Size 2+ <>

\ -4 Sailors, 0 Moral = Surrender N)

=
:
P
©
O

_-DE_FEJ\[CF_ 16-(Size x2)+<>= AKMOUK 3.

Revuce ALl CAaNnoN Hits By -1p6 wHEN F&ONT AKMOUR 3.

THEY ATTACK YOUR FRONT oR REAR

RESILIENCE. 4+<>= o

M Direcriy Wit Wino <o Direcrry PararLer WiNp P Prracier Wit Wino
QLI Yor Mav Ganvr 1o +2 -2 Sreen You May Gax ve o +2 -2 Serep, [ You Mav G ur 10 +3 -2 Seeen,
Max Seeep = 2 +Your Sais. & Mnx Seern = 2 +Your Sais, &V Mox Seeen= 3 Your Saus.

Directry AcAainst WiNp

% PararLer Acamnst Winp
Ay You Mav Ga up o +0 -3 Seeep

You Mav Gax_ve o +1 -2 Seeep,

Max Seeep = 1+Your Saws Max Seee=1
Hir Morare Crut
Wesarons (+SkitL) RANGE  Max R DAMAGE  DAMAGE  Awwo M swe  TYPE AND VARIATION  Acoune Urkeer
Ram +Speed* 1. Front 1 Bulk +Speed Size - - Ram. Auto -

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 O Speed.

Assault 1 Y Cutthroats Y - - Assault, Auto -

Round Shot +0 Gun +1 14 5 4 15 1 Cannon Ammunition. 4

Crit Location: 2d6 choose the lowest.

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

Crit Location: 1d3+3.

Light Mortar Shell ~ -1d6 Gun x3 25* 3 4 3 2 Cannon Ammunition.
*Min Rng 6.

Strong Hir @Q

MomenTum ﬁ REQUIREMENTS ResuLT

Critical Hit May Crit, Hit, 1 use per Attack (unless Ship, Crew or Henchmen) Deal your Weapons Critical Damage (-Targets Armour) to a random (roll a d6) Attribute.
Critical Boost Does not Req Hit +1 Critical Damage for this Attack vs all Targets with 0 Endurance.

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.

## ## ##

Suip Sxit Rorts, 1 pErR PersoN PER. TURN

CommAaND Crose CompaT <> Loacistics <> GUNNERY <>
Lowest Speed First (or lowest Cutthroats if equal). Highest Deck First (or highest Cutthroats if equal).
Alter your ship’s Speed. . Reduce your, and an adjacent, . §
gf‘SCK d Rotate 45° OR Sﬁlt’l?:als ship's Speed by 2. And one of you E’:‘;s{: Jos zzzagell?t;ﬁlge Duarrrlaasgte_rt:rant gﬂ[;@' Am Boost next Cannon Attack: Rng +2.
pee Rotate 90° and -3 Speed. gains or removes a Boarded Effect. v . -bunners
. . . ¥ Ve Hit: +Gunners. Cre +1 to all Ship Skill Rolls this Turn. § .
Pusu Crew A single Ship Roll gains Str Hit +1. OLLEY . Suprorr W v : Por Suor Attack with front or side Cannons.
14-Deck* *And take 5 Morale Damage vs Defence Attack with Assault. 12-Deck Remove Leaking or On Fire Effect. Def Requires no Ammunition
. Crit Attribute location: 1d3+3. Deploy an Auxiliary. Vs Lefence .
. ; Hit: +Cutthroats. Porr Hit: +1d6 per Cannon.
&;/E, bS;ucn ; m'alkllsmf Skill Rolls this Turn. E}E{\SRIZBZS Attack all Boarded ships with Assault, &’éTi“ Wi r;t"%;”efc"t’la’%]i?n:tp‘;ﬁiz BROADSIDE | Rng: -1d6 per Increment, not 2.
wabbies egain Moral. No Rng penalties. alts Y ng g vs Defence Attack with left side Cannons.
[ e o An adjacent Boarded ship takes 1 Dmg 8 R StARBOARD Hit: +1d6 per Cannon.
E}SOTL F—SCAPE 5 Successes = Leave Combat Area. —\/Ds‘ilfilé* (no Armour) to any Sailors Attribute. E’S:éi’”ﬁ égt;ieﬂusrﬂsmp s Speed by +Ito -1 "BROADSIDE Rng: -1d6 per Increment, not -2.
alts *No enemy ships within 4 of you. *Failed Roll = YOU take 1 Dmg. : Vs Defence Attack with right side Cannons.
3
f‘:; +306 +Hir v TArceTs TDEFENCE Splash Scatter 5 6
g £ -2 per Rng Increment beyond the first S Gain a free Critical Hit vs Targets with O Endurance. Scatters distance = 1d6 in a random (roll 1d6) direction Y 1
E: = Weapons with ‘Splash’ Keyword only.



