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Infinite - - - Intimidate. Auto -
Natural, *May not Hit targets that cannot perceive you.
Limbs * 1** T** Str-2** 1 Infinite - - - Tackle. Auto -
Natural, Small, Blunt, *Hit +Str with Tackle Action, **+2 End Omg OR +2 Rng and +7 Max Rng if you have a improvised Weapon (torch, pistol butt, chair).
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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 -
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Critical Hit May Crit OR vs 0 Moral, Hit. T use per Attack (unless Ship) 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 Hit or Success You may re-roll a single die from this Skill Roll.

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




Luck cannot be Healed by a Healing Roll.
m—PﬂIR HMLING Heal all Luck at the end of each Session

14w | Cuanee Our, Quick Fix; Heaw any 2 10 | First Aw; Sroes BLEEDING 12r | BExrenoep Care; HeaL aie 1
Change 1 Attribute, Wpn or Trait 12 Requires: Toolkit May be performed during Combat 12r and 1 Minor Condition.
i i Requires: Toolkit.
14w UPGRﬂDF; GﬂlN Trair or_ WEHPON, Requires: 1 Wood, & Cloth per Size. q
Requires 1 Wood, Cloth, & Metal per Size. M . H H 2 -PﬂTCH—UP; HEHL ANY 3 SUME.I\Y; HEHL ONE. 8
—R@‘IRM‘ —RE_GﬂIN AL Swie AMMo 12r /?INTENHNCE, EAL KULL 12 Damage dealt that Combat 167 | @nd! Condition.
12w . - Requires: Workstation ) Maximum of 1 Patch-Up per Y Characters Requires: Workstation.
Requires 1 Metal per 2 Cannons. Requires: 2 Wood, & 1 Cloth per Size. Requires: Toolkit. Requires: 1 Cloth
10w Recrurr; HeaL 6 Swassies Resuio; Hear Hure 8
May Retro Gunners or Cutthroats to Swabbies. 14r and 1 Condition PERSONAL CompAar FNVIRONMENTS
ENLIST‘ HEﬂL ANY 2 SﬂlLORS 14w Requ?res Facility. )
14w May Retro Swabbies to Gunners or Cutthroats Requires: 4 Wood. Cloth per Size. SWIM (Pror Action) Take Y Endurance Damage or 1 Attribute Damage (no Armour).
Swim Roll of 10 to Move (Difficult Terrain).
D T i i i
Suip ENVIRONMENTS Treap WATER. +2 to Swimming Roll, may not move during your Turn.
Swine Gain +2 Move with Full Move or Charge Action.

Covuision Make a free Ram Attack against the object you have Collided with.
BemNo Suip | your ship is directly behind another ship and within 2: reduce their Speed Prrsonar Comsar Frrecrs

by 4 if you are larger. 2 if you have equal size or Tif you are smaller. GRABBING As with Grabbed Effect but may remove as a Free Action. and

Laree. WAVE This Wave moves forward 3 spaces at the start of each Turn, -2 to your Swimming (not -4).

I you cross this Wave: -2 to all Ship Skill Rolls for the Turn. Lmrep VistoN  Targets gain: Light Cover or Heavy Cover (Blind. Pitch Black).

If you dont cross this Wave head on, take 10 Moral Damage.

ProNe Cost 3 Movement to Change.

Srorm Take 1d6 Moral Damage at the Start of your Turn. Moving one space costs 2 Movement while Prone.
Suarrows X If your Ship is over Size X you Collide with the Shallows*. -1 Push distance.

Shallows may have Defence 14 and dont count as being at Speed 0. SrteALTHED May not be Targeted.

Lost if you make a visible attack or lose Cover.

Suir Frrects (Do NoT STﬂCK)

TrackLe Frrecrs
“BoARrpED -2 to all Ship Skill Rolls.
£ P ) Escare. Remove Grabbing Character Effect from your Target.
nemy may make Assault Attacks against you. )
IF you take Crew Damage you may lose Boarded (GM discretion), Grassep -1 Action per Turn. .
Leaxine 10mg to a random (1d2) Attribute (no Armour) at the start of your Turn. wjgtong?mwr:rngTarget IF you have higher Sr.
On Ere 10mg to a random (1d6) Attribute (no Armour) at the end of your Turn. )
PusH Target is forced to move 2 spaces directly away from you.
Trar Target goes Prone.
AUXILUCHU ACTION, 1 PER. ’I{JP\N. Target is forced to move 1 space in any direction.
Auxiiary Manoruyrg | Move. not Against Wind. Post ComBAaT PLUNDER.
Def Attack with your Weapon.
Vs erence Hit +1d6 per Attacking Body.
+1 Mor Dmg per Attacking Body. PERSONAL Comsar No Crew: Gain 2 Trade Boxes.
Difficult Combat: Gain 2 Trade Boxes.
Easy Combat: No Plunder Roll.
Defeat: You may only make Study Rolls.
Crew Compar ActioNs, 1 per TURN y only y
] Suip Capture Ship: Gain 2 Trade Boxes.
Crew ATTACK ‘ tl;télgt.nmg per Attacking Body Captured Ship Taken to Land: Gain Y Trade Boxes.
Move. Attack. May Crit | Momentum 1: Your next Attack gains +(your Current Momentum)d6 Hit. Defeat: You may only make Study Rolls.
Crew Prep Reload a Weapon or make a Skill Roll (eg: Stealth). 5 6
Move Roll +1, No bonuses from other sources. Spla Sh Sca tter
Scatters distance = 1d6 in a random (roll 1d6) direction. y %]
Weapons with ‘Splash’ Keyword only.
3 2
PrersoNaL Compar ActioNs, 2 PER TURN
ThoucutrFuL AcTioNS Swirr  ActioNs PowerruL AcTiONS
Swuze Up Hit +Int. Forr Move Move +2. CuARGE. 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). ' ' A
Draw or Reload a Weapon. o Hit +Ref (Hit +Str +Ref with Limbs).
;ﬁ)mﬂ Skill Roll (eg: Medicine, Stealth). r?uxcfl\(nsmmc . on Flanked Ht. ] Homentom, - MT"C"}:E . On Hit: Momentum 1: Apply +1 Tackle Effect.
ove, Recover Momentum 2: Two Allies gain +1 Momentum. ove. Attack. flay Lri M - ove, Attac Momentum 2: Your next Attack gains +2d6 Hit.
omentum 2: Your next Attack gains +2d6 Hit.
*In a 180° Arc in response to any Action. Cover Step +1. Hit +Ref.
RMDY,‘ ATTﬂ_CK Momentum 2: Attackpmth a Shipgsuppgrt Weapon. Doce. An Attack Misses You: +1 Momentum (up to +2). Brock On Hit: Gain +1 Momentum if any opponent is
Attack, May Crit Momentum 2: Your next Attack gains +2d6 Hit. Move Momentum 2: +1 Cover Step. Move, Attack adjacent to you at the start of your next Turn.

Suir SwiL. Roris, 1 PER PersoN PER TurN

CommAanp +2, Crose Comsar +2, Loaistics +2, GuNNERY +2,
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, . "

pee Rotate 90° and -3 Speed. vithroats gains or removes a Boarded Effect. v was dealt since your fast. furn. unners
Pusu Crew A single Ship Roll gains Str Hit +1. VoLLey Hit: +Gunners. Surpory Crgw | 11 {0 8l Ship Skill Rols this Tum.— -pay gyyop Attack with front or side Cannon.
14-Deck* *And take 5 Morale Damage vs Defence Attack with Assault 12-Deck Remove Leaking or On fire Effect vs Defence Requires no Ammunition.
oe. Crit Attribute location: 143+3. Deploy an Auxiliary. 7 d :
. ORT Hit: +1d6 per Cannon.

Give Speech +1 to all Ship Skill Rolls this Turn. To Arms! xlttt.a;ﬁugtttl]rgua;ﬁed <hios with Assault Carcn WiNo | Move forward 1d3 spaces, “BROADSIDE. Rlng: —]dﬁpp[zr Increment, not -2.
14-Swabbies Regain Moral. vs 12+Size No Rng penalties P g 14-Sails not Directly Against Wind. vs Defence Attack with left side Cannon.

e e e An adjacent Boarded ship takes 1 Dmg . STARBOARD Hit: +1d6 per Cannon.
—PLOT FSCAPE 5 Successes = Leave Combat Area. 'Duu* (no Armour) to any Sailors Attribute. Navieare Alter ucurfh'p s Speed by +Tto -1 “BROADSIDE. Rng: -1d6 per Increment, not -2.
1e-Sails *No enemy ships within 4 of you. vs td6 *Failed Roll = YOU take 1 Dmg. 15-Deck Rotate 45" vs Defence Attack with right side Cannon.

With THE Wino PArALLEL TO THE WiND Pararer With THE WiNo
el (& Avacenr To AN Avwy Licar_Cover You Mav Gaix v 10 +2. -2 Seee B Yoo M G vr 10 +2 -2 Srexo You Mav G vr 10 +3 2 Sreen
+ s Ax Seeep = 2 +Your Ss ax Srexn = 2 ¥Your Sais, ax Seeep = 3 +Your SaiLs,

% Repuce AL Eno Dme By 2 INt DerFENcE s Max Seeen = 2 Your. S W Max Seeen=2+Your S Max Sree = 3 Your S,
2 2
5 Heavy Cover ENrreNcHED, +INT x3 DEFENCE. = PraraLLEL AcANST THE WiND Acamnst THE WiND
© +INt x2 DEFENCE Immune to Critical Hits if you have Endurance You Mav Gan ue 10 +1 -2 Sreep You Mav G ve 10 +0 -3 Seeen,

Max Seeep = 1+Your Saws, Max Seeep=1



