ATTRIBUTES

ADVANCEMENT

Everypav SkiiLs

EpucatioN SkiLs

Cuaracter. NaMe

BACKGROUND

_ST&ENGTH
REFLEXES

Focus

' Luck

LEeveL

Msax Wearra
Max Resources

Max Unspent STP = 10
Gain 1 STP each Session

PERSUASION (Inr)
LEADERSHIP (5m)
INSIGHT (1nr)

SEAMANSHIP (1xr)
STREETWISE (Luc)

RESOLYE (Foc)

AWARENESS (Inr)

CARPENTRY
MerALLURGY
TAiLorING
wlLDEKNESS
Mepicine
CuLture

MEeRcANTILISM

STEALTH (Rer/Mov)

Srrone Hit ﬁ

Effort

MovemeNT

INTELLIGENCE &%

+1 per 3 Sessions

PHYSICAL (Srn/Rer/Mov)

CHARACTER. SHEET
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INT + =
Level +3 + =

1 Trait per Lv

Trarrs

Character Portrait

Trairs
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REQUIREMENTS ResuLr

Does not Req Hit or Success

Personar Comsar SkiLLs

Swie Swiiis (+1 per Thanen Sie)

CurmreNr Wearn =
CurreNr RESOURCES

Gamer KNowLEpGE
Seent KNowLEDGE

A Successrur Weatrn RoLL oF

14w or More = -1 Treasvre Box.

Treasure Trapoe Boxes -2,
o %P o %4 o %P

S L o U S XS
S UL o G S XL

B Ta3) Torm .
SWASHBUCKLING -2/+1+O=

BrRAWLING -2/+1+<>=O

TAacrics -2/+1+<>=<>

Firgarms -2/+1+<>=O

_COMMHND Lrapersuip+SeamANsHIP + TAacTicS+ <> = <> 0"00

Crose
ComBAaT

Locistics

GuNNERY

RESOLVE+ SWASHBUCKLING + BRAWLING + <>=<> ‘0‘<><>
'PHYSKCHL+Cﬂ&PENT&v+MEmcmE+<>=<> %%

AWARENESS + METALLURGY + FIREARMS + <> = <> 0"00

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




ATTRIBUTES

DereNsive Stars

Cover Steps

£ 1]

DEFENCE

vs TAckLE

vs INTIMIDATION

ADJACENT TO

ComBAT SHEET

Enourance Damace & Frrects

Rewom  ArTrasutTe DAMAGE
“DAMAcE [
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4
S
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-Attribute = Bleeding gb
-5 Attribute = Death @
-1 Luck to Avoid Death j

10+ Rer+Covers O=<<>

DerF+STr+ =
16 +ResoLve+ =

AN AvLLy

Liear Cover

ArMOUR

%

vs Luck DAmAcE
At 0 ENouraNce

Heavy Cover

Comear ORrRpER.
OVERBURDENED
Each point your Str is under items Weight

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

M ax MomeNTuM

SrLAsSH ScCATTER
Scatters distance = 1d6 in a random (roll 1d6) direction. 4 1
Weapons with ‘Splash’ Keyword only

RECOVERY

INT+<>=<>
&

Defence
Swimming

&
FOC+<>=<>

ENDURANCE 10+(Srw x5) <><<>

Focus+<>=<>

ENrreNcHED, +INT x3 DEFENCE

3]

—RF_DUC]-; ALL END mc BY 2 +INT —DEFE}{CE "‘INT x2 —DEFENCE Immune to Critical Hits if you have Endurance
UTFIT E CE vs Tac vs INT RMOUR.  vs Luck ar 0 Fxo Siots Swim Sreaitn 6T AcQuire. ESOURCES
0 DereN A W
+ + + + - -
Hir Exo Crut Type AND
WearoNs (+SkiLL) RANGE Max R DAMAGE DAMAGE  Auwo Draw Revonn Wor VARIATION Acqune  RESOURCES

Crew, Blade.
Crew, Firearm.
DEFENCE ArMoUR. Movement Bobies

Usep  AMMUNITION <><><><><> <><><><><> <>Q<><><>

%Zmuc Hr &

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 +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.




Iovare Wearons

Wenarons

Suip Supporr

Fquipment

Trave. Goops

M%Ela RECORD SHEET

Hir Fxo Crur TyPE AND
3 WesaroNs (+SxiLL) RANGE  Max R DAMAGE DAMAGE  Auwo Draw Reroan Wor VARIATION Acaune  RESOURCES
Personality * Y 20 3 - Infinite - - Intimidate. Auto -
Natural, *May not Hit targets that cannot perceive you.
Limbs * 1** ** 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).

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

Ship Support,

Foquipment Srors =

Usep  AMMUNITION <><><>0<> <><><><>0 <><><><><>
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SHir SHEET

JRAGGE
SEAS

Suie Name Buirp Urkeer COST 10 Wesroxs+(Tuarrs x5) + <>=©
(0-6) Torar(18) Trars %:::223 Artrisure DAMAGE Morar Damace & Frrecrs
BuLk 5% 1 Caxnon Sioe +Born <> - <>
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| SAiLs % 3 c
r RGO (Size x Sir)ez) + <>= <>
) SwABBIES %% 4 :
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<> <> <> 6 Fooo & WATER EVERY 7+ - Davs
_CUTTHR‘OHTS VA ~Hull = Leaking
- -4 Hull = Destruction @ Dany Traver Disrance 100% + Q= Q %
SIZF— 2+ O \ -4 Sailors, 0 Moral = Surrender /Q)
i|| DEFENCE 16-(Size x2)+<>=<<> ARMOUR 3+ MoRrALE (Size x10)+<>=
2| Reouce arr Cannon Hirs sy 106 whEN F&ONT ARMOU R 3+ = RESILIENCE 4 <> :
A|| mHEY ArtAcK YourR FRoNT or REAR .
Witn the Winp & ParaLLEL To THE WiND ) PARALLEL Wirtn e Winp
You Mar Gan ur 1o +2 -2 Sreep BN Yoo Mas G ur 10 +2 -2 Sreen, [ You M G 10 3 -2 Srex,
s Max Seeep = 2 +Your SaiLs, &V Msax Seeen = 2 +Your SaiLs Max Seeep = 3 +Your SAiLs.
=
S PararLer Acainst THE WiND b Acamnst tae WiND
A You Mav Gain ue 1o +1 -2 Seeep .\Vl'f You May Gain up 1o +Q -3 Seeep,
Max Speep = 1+Your Saws Mpax Seeep=1.
Hir Morare  Crur
Wesrons (+SxiLL) RaNcE Max R DAMAGE  DAMAGE Amvo M S TYPE AND VARIATION  Acoune  JRESOURCES
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 4 Cutthroats 4 - - Assault, Auto -
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Auxiliary
E DEFENCE ArMour_ Movement Bonies
L
Usep AMMUNITION <><>0<><> <><><>0<> <><><><>0

Srrone Hir Q@

MomeNTum ’ 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 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




"REPAIR

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

HEearLine

14w | Cusnee Our, Quick Fix; HeaL any 2
Change 1 Attribute, Wpn or Trait 12~ Requires: Toolbox
14w UPGRHDE; Gﬂﬂ{ TMIT OR_ WEHPON, Requires: 1 Wood, & Cloth per Size.
Requires 1 Wood, Cloth, & Metal per Size.
M anvrenance; Hear Huie 2
12w _RMKM; RmﬂKN ALL SHU’ AMMO, 12r Requires: Workstation.
Requires 1 Metal per 2 Cannons. Requires: 2 Wood, & 1 Cloth per Size.
10w Recruir; Hear 6 Sweassies Resuip; Hear Huie 8
May Retro Gunners or Cutthroats to Swabbies. 14T and 1 Condition.
. 14W Requires: Facility.
14W ENUST' HML ANY 2‘ SﬂlLOR‘S Requires: 4 Wood, Cloth per Size.

May Retro Swabbies to Gunners or Cutthroats.

Suir FNYIRONMENTS

CoLLisioN
Beuino Sure

Make a free Ram Attack against the object you have Collided with.
If your ship is directly behind another ship and within 2: reduce their Speed
by Y if you are larger, 2 if you have equal size or 1f you are smaller.

Larce. Wave. This Wave moves forward 3 spaces at the start of each Turn.
If you cross this Wave: -2 to all Ship Skill Rolls for the Turn.
If you dont cross this Wave head on, take 10 Moral Damage.

Srorm Take 1d6 Moral Damage at the Start of your Turn.

SuaLLows X If your Ship is over Size X you Collide with the Shallows*.

Shallows may have Befence 14 and dont count as being at Speed 0.

Suir Frrecrs (:Do NOT STﬂCK)

BoArpED -2 to all Ship Skill Rolls.

Enemy may make Assault Attacks against you.

If you take Crew Damage you may lose Boarded (GM discretion),
Leaxme 10mg to a random (1d2) Attribute (no Armour) at the start of your Turn.
ON Fre 1D0mg to a random (1d6) Attribute (no Armour) at the end of your Turn.

Auxiiary Action, 1 per TurN

Move, not Against Wind.

Attack with your Weapon.

Hit +1d6 per Attacking Body.

+1 Mor Dmg per Attacking Body.

AvuxiLiary M ANOEUVRE
vs Defence

Crew Compar ActioNs, 1 pEr TURN

‘ Hit +Int.

Crew ATTACK

Move, Attack, May Cri +1 End Dmg per Attacking Body.

Momentum 2: +1d6 Hit per Attacking Body.

Reload a Weapon or make a Skill Roll (eg: Stealth).

Move Roll +1, No bonuses from other sources.

Crew Prep ‘

PrersoNaL Compar ActioNs, 2 PER TURN

10 | First Am; Srops BLEEDING 121

May be performed during Combat. 12r
Parcu-Ue: HeaL any 3

12 Damage dealt that Combat. 16T

Maximum of 1 Patch-Up per Y Characters.
Requires: Toolbox.

PersoNAL ComBaT FNVIRONMENTS

Extenoep CAare; Hear arc 1

and 1 Minor Condition.
Requires: Toolbox.

Svurgery; Hear one 8

and 1 Condition.
Requires: Workstation
Requires: 1 Cloth.

SWIM (Prer Acrion) Take Y Endurance Damage or 1

Attribute Damage (no Armour).

Swim Roll of 10 to Move (Difficult Terrain).

Treao WATER

Swine Gain +2 Move with Full Move or

PersonaL Compat Frrects

+2 to Swimming Roll, may not move during your Turn.

Charge Action.

GRABBING
-2 to your Swimming (not -4).

Limirep  VisioN

As with Grabbed Effect but may remove as a Free Action, and

Targets gain: Light Cover or Heavy Cover (Blind, Pitch Black).

Prone Cost 3 Movement to Change.
Moving one space costs 2 Movement while Prone.
-1 Push distance.
SreALTHED May not be Targeted.
Lost if you make a visible attack or lose Cover.
TrckLe Frrecrs
Escare Remove Grabbing Character Effect from your Target.
GRABBED -1 Action per Turn.
May Move with Target if you have higher Str.
-4 to Swimming..
Pusu Target is forced to move 2 spaces directly away from you.
Trip Target goes Prone.

Target is forced to move 1 space in any direction.

Post CoMBAT PLUNDER

PersoNaL ComBaAT No Crew:
Difficult Combat:
Easy Combat:
Defeat:

Capture Ship:
Captured Ship Taken to Land:
Defeat:

Surr

Gain 2 Trade Boxes.

Gain 2 Trade Boxes.

No Plunder Roll.

You may only make Study Rolls.

Gain 2 Trade Boxes.
Gain 4 Trade Boxes.
You may only make Study Rolls.

ThoueHTFUL AcTiONS Swirr AcTioNs

PowrRFUL ACTIONS

Suze Up Hit +Int. For. Move Move +2.
Attack Once per Turn, +1 Momentum. Move
Prer Draw or Reload a Weapon. Quick Strike

Skill Roll (eg: Medicine, Stealth).

Move. Recover Momentum 2: Two Allies gain +] Momentum.

Move, Attack, May Crit

*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.

Dobce.

Move

ReApy  ArTACK
Attack*, May Crit

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.

CuARGE
Move, Attack, May Crit

TACKLE
Move, Attack

Brock
Move, Attack

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

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

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

Swip SxiL Roies, 1 perR PrrsoN PER TurN
CommaND

Lowest Speed First (or lowest Cutthroats if equal). C

Crose Comsar

Highest Deck First (or highest Cutthroats if equa ).C

Loacistics <>

Gunnery <>

Alter your ship’s Speed. Reduce your, and an adjacent,

g{iSCK q Rotate 45° OR gfntl::tl:r“uits ship’s Speed by 2. And one of you
pee Rotate 90° and -3 Speed. gains or removes a Boarded Effect.

Pusu Crew | A single Ship Roll gains Str Hit +1. Vorrey i‘f{a‘ci”&’zifj\-ssauu
14-Deck* *And take 5 Morale Damage. vs Defence Crit Attribute location: 1d3+3.
Give Seeecu | +1to oll Ship Skl Rolls this Torn, T Amms | M Culthioats. ships with Assaul
14-Swabbies Regain Moral. vs 12+Size No Rng penalties.

[=l==]== =] An adjacent Boarded ship takes 1 Dmg
Pror PSCHPE 5 Successes = Leave Combat Area. 'Duu* (no Armour) to any Sailors Attribute.
e-Salls *No enemy ships within 4 o yu, ¥ 196 *Faled Roll = YOU take 1 D,

+306 +Hir

-2 per Rng Increment beyond the first.

VS

Artack RoLL
Formura

Parcu Jos Repair 1 Attribute Damage that Take Amm
12-Bulk was dealt since your last Turn. 12-Gunners Boost next Cannon Attack: fing +2.
Surrory Crew | 10 al Ship Skill Rolls this Turn. Por Suor Attack with front or side Cannon.
-0 Remove Leaking or On Fire Effect. y b
-Deck Deploy an Auiliary. vs Defence Requires no Ammunition.
Porr Hit: +1d6 per Cannon.

E’;T.TH Wino MotveD Furvtllarild;i stp?dc_ez, “BroADSIDE. Rng: —1d5pper Increment, not -2.
14-Salls not Directly Against Wind. vs Defence Attack with left side Cannon.

. = STARBOARD Hit: +1d6 per Cannon.
g}g}:éiﬂTE S}:&eﬁusresmp s Speed by I to -1 "BROADSIDE. Rng: -1d6 per Increment. not -2.

. vs Defence Attack with right side Cannon.

TrareeTs DEFENCE

Gain a free Critical Hit vs Targets with O Endurance





