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HOW TO USE THESE CARDS
Shuffl  e the Adventure Deck at the start of 
each game session. Deal one card to each 

player for each of her character’s Ranks (e.g., 
two for Seasoned, fi ve for Legendary).

Each player may play one card per session, 
but cards which grant an additional 

draw allow an additional play as well.
Players may trade cards or play 

them for others as they like, unless 
the card says otherwise.

Destiny’s Child (Background Edge)
REQUIREMENTS: Novice
Your hero is favored by Destiny. She draws 
and plays an additional Adventure Card each 
game session.

ARTIST: Emmo Huang

Play instead of rolling to automatically 
succeed at a Trait roll with a single raise.

ACE

“Never tell me the odds.”

ARTIST: Cheyenne Wright

Your hero gets an additional and immediate 
turn (including new movement).

“Whoa! He went Matrix on ‘em!”

ADRENALINE SURGE

ARTIST: Cheyenne Wright

Add +2 to Trait rolls made to activate powers 
for the remainder of this encounter.

ARCANE INSPIRATION

“Pure Energy.”

ARTIST: Cheyenne Wright

Play when your hero has been hit by an attack 
and there is another character within 5” (10 
yards). The other character su� ers the attack 
instead. This may be played on friend or foe.

“Fritz ! They shot Fritz !”

BETTER YOU THAN ME

ARTIST: Aaron Riley

Play after damage is rolled to double the 
total of a successful ranged attack.

“Even plate mail has eyeslits.”

BULLSEYE!

ARTIST: Ross Grams

Your hero � nds a friend or acquaintance 
who helps him in his current situation.

CONTACT

“Reggie. You old scoundrel. 
How’ve you been?”

ARTIST: Tom Fowler

Play to double the damage total 
of a successful melee attack.

DEADLY BLOW

“Oooh! That’ll leave a mark!”



ARTIST: Cheyenne Wright

Your hero dresses up, is “on” for the night, or 
is otherwise far more attractive or personable 

than usual. Add +2 to your Persuasion rolls 
for the duration of the current “scene.”

DRESSED TO KILL

“Wow. You clean up nice, kid.”

Play on an enemy Wild Card in the � rst 
round of combat. You may not soak Wounds 
from his attacks for the rest of this encounter, 

but you immediately draw three Adventure 
Cards and keep one of your choice. You may 

play another Adventure Card this session.

ENEMY

“You!”

ARTIST: Daniel Rudnicki ARTIST: Ed Cox

Something you never understood before 
suddenly “clicks.” You gain a d6 in any skill you 
choose for the remainder of this game session.

EPIPHANY

“Beginner’s luck .”

ARTIST: Cheyenne Wright

Play to add +1d6 to any Trait 
roll. This roll may Ace.

EXTRA EFFORT

“Impressive! Most impressive.”

ARTIST: Cheyenne Wright

Play to cause all allied Extras Wounded 
in this encounter to rise immediately, 

un-Shaken and unharmed.

FLESH WOUND

“G et up, Hicks. You ain’t 
foolin’ anyone.”

ARTIST: Antonio

Play after you save a group of people 
from dire circumstances. The community 
adopts you and your party as local heroes, 

and you can always � nd aid there.

FOLK HERO

“She robbed from the rich 
and gave to the poor .. .”

Play this card for advice from the Game 
Master on how to resolve a current 

predicament or problem; or to � nd all the 
clues or evidence in a particular scene.

GET A CLUE

“Wait! I’ve got an idea!”

ARTIST: Cheyenne Wright ARTIST: Cheyenne Wright

Help arrives from some source 
determined by the GM.

HERE COMES THE CAVALRY

“I thought you guys would 
never get here.”



ARTIST: Cheyenne Wright

Your hero scrounges up mundane necessities 
of some sort, such as food and water, shelter, a 
box of ammo, enough money for a room, etc.

HIDDEN STASH

“You need an Allen wrench? 
In the middle of the desert? 
Yeah, I think I can do that.”

ARTIST: Cheyenne Wright

Player characters add +2 to all Trait 
totals for the rest of this round.

INSPIRATION

“We only have one shot at this. 
It ’s all or nothing, gang.”

ARTIST: Cheyenne Wright

Your hero and all allies within 5” (10 
yards) gain +2 Parry and Toughness 

until the next Joker is dealt.

LAST STAND

“No retreat. Not 
one bloody step.”

ARTIST: Cheyenne Wright

Play at the beginning of a combat round 
with no Jokers. No character can soak 

Wounds until a Joker is drawn.

LET’S SETTLE THIS

“You gonna skin that 
smokewagon or just stand 

there and bleed?”

ARTIST: Cheyenne Wright

Play on a nonplayer character. The target 
(eventually) falls in love with your hero. He 

or she may tag along on your adventures 
or appear intermittently to help in various 

ways, but also gets into trouble as well.

LOVE INTEREST

“G et Kidnapped here often?”

ARTIST: Jonathan Taylor

Play this card to completely negate the damage 
from one successful attack to one character.

LUCKY BREAK

“Thank G od I had that silver 
fl ask in my shirt pocket!”

ARTIST: William O’Connor

A device malfunctions in some way: a gun jams, a 
bow string breaks, etc. The device can be � xed by 
10 minutes’ work followed by a Repair roll at –2.

If part of a large device, one system 
breaks down instead.

MECHANICAL MALFUNCTION

“SP ROING !”

ARTIST: Tomasz Tworek

Play when a nearby ally (GM’s call) su� ers 
damage to take the damage result yourself.

NOBLE SACRIFICE

“G otta take one 
for the team…”



ARTIST: Dan Frazier

Play after any attack to change it from 
a success to a Critical Failure.

NOT TODAY

“Missed me. Now it’s my turn.”

ARTIST: Cheyenne Wright

Play on an opposing Wild Card. Your 
damage-causing attacks are made at +2 

against him for the duration of the scene.

PAYBACK

“This is for my father !”

ARTIST: Christophe Swal

Play to improve the initial attitude of an 
individual or group one level (using the 

Reaction Table in Savage Worlds).

PEACE

“Wait. I know that guy…”

ARTIST: Tomasz Tworek

Immediately recover all your 
hero’s spent Power Points.

POWER SURGE

“Whoa! Where’d THAT 
come from?”

ARTIST: Emil Cabaltierrra & Chris Bivins

All allies in 5” (10 yards) discard their Shaken, 
Stunned, Distracted, or Vulnerable status.

RALLY

“To me!”

ARTIST: David Leri

Play during combat. Strong reinforcements 
arrive for the opposition (the exact number 

and type is up to the GM, but should represent 
a signi� cant threat). Every player character 
immediately draws an Adventure Card and 

may play an additional one this session.

REINFORCEMENTS

”They’re everywhere! 
Game over , man!”

ARTIST: Cheyenne Wright

Play after completing a good deed of some 
import. Everyone who contributed receives a 
point of Conviction (if not using Conviction, 

they refresh their Bennies instead).

RENOWN

“You’re the one who defeated 
the dragon of Innsburg?”

ARTIST: Cheyenne Wright

Your character may use her arcane 
skill in place of any Smarts-based skill 

rolls for the rest of this scene.

THE SPIRITS TOLD ME

“They know if you’ve been 
bad or good. And we both 
know you ain’t been good.”



ARTIST: Cheyenne Wright

Your hero causes +2 damage for each 
Wound he has in this encounter. Wounds 

count whether they were su� ered 
previously or after this card is played.

RILED UP

“That hurt. Now it’s my turn.”

ARTIST: Cheyenne Wright

Your hero instantly recovers up to two Wounds 
and all Fatigue sustained in this combat. If 

Shaken, he is un-Shaken now as well.

SECOND WIND

“I’m feeling much better now.”

ARTIST: Cheyenne Wright

The character acts as if his Action 
Card is a Joker this round.

SEIZE THE DAY!

“Out of my way!”

ARTIST: Tomasz Tworek

The subject of your questioning tells you 
everything you want to know, whether by 

friendly persuasion, intimidation, or force.

SPILL THE BEANS

“You don’t wanna get 
her riled, amigo.”

ARTIST: Jonathan Taylor

The bonus from all Support rolls is doubled this 
round. This applies to all allied characters.

TEAMWORK

“On my mark…”

ARTIST: Cheyenne Wright

Your hero somehow convinces or bribes a foe to 
perform a small favor — such as helping the hero 
escape, revealing the location of the “boss,” etc.

TURNCOAT

“How much are they 
paying you?”

ARTIST: Daniel Rudnicki

Each player draws a card from the Adventure Deck and 
may play an additional card this session. Sometime 
soon, the party is subject to a strong and dangerous 

attack from enemies or creatures out for blood. 

UH-OH!

“Did you hear that?”

ARTIST: Cheyenne Wright

Play to make an opposing Wild Card 
lose his next action by gloating or 

talking about his master plan.

VILLAINOUS VERBOSITY

“Hah! You fools! Did you really 
think you could thwart 
such an ingenious plan?”



ARTIST: Ross Grams

Play to take any one Adventure 
Card from the discard pile.

DESPERATE TIMES

“Only one chance.. .”

ARTIST: Paul (Prof.) Herbert

Play on a Wounded character out of combat. 
All Wounds are recovered, but the victim 

gains a permanent scar that subtracts 2 from 
his Persuasion for the next game month.

HOT IRON AND WHISKEY

“I’m not gonna kid ya . 
This is gonna hurt.“

ARTIST: Cheyenne Wright

Play in a combat situation. Your character 
does or says something so shocking that 

it brings the area to a standstill. All other 
characters, friend or foe, are Shaken.

SHAKIN’ IN THEIR BOOTS

“I’m gonna’ Rip your 
head off and…”

ARTIST: Liz Green

All player characters and allies with Arcane 
Backgrounds regain 2d6 Power Points.

SAINTS AND MARTYRS

“Their long-still voices and 
pale shades were there for us, 
to help us through the fi ght.”

ARTIST: Cheyenne Wright

A mob of angry locals (about two per 
hero) join the � ght. Whether they are 
friend or foe depends on the situation!

ANGRY MOB

“Burn the witch!”

ARTIST: Richard Clark

A character with an Arcane Background may 
cast any power available in their setting, 

regardless of Rank, one-time only.

ARCANE SPIKE

“I Think I’ve got this 
fi gured out!”

ARTIST: Cheyenne Wright

All characters cease � ghting and listen to the 
hero speak for at least 30 seconds. Others 

may only take defensive actions during this 
time. This has no e� ect on beasts and other 

creatures that cannot understand the speaker.

PARLEY

“I call on the ancient 
rite of parley!”

ARTIST: Cheyenne Wright

Play to get the party out of some troublesome 
or deadly incident. This leads to some other 

trouble, however, such as capture, escape 
to a new location with its own harrowing 
adventure, or the sacri� ce of a noble ally.

OUT OF THE FRYING PAN

“Quick! Down this 
garbage chute!”



ARTIST: Cheyenne Wright & Wayne Miller

Pay a Benny to search through the 
remaining Adventure Deck and take 
any one card of your choice. You may 
play an additional card this session.

PERFECT TIMING

“By then, it was too late.”

ARTIST: Cheyenne Wright

A trusted friend turns against you, allying 
with your foes and spilling your secrets. You 

get a point of Conviction, or refresh your 
starting Bennies if Conviction isn’t in play.

BETRAYED!

“Her double-cross burned hot in my 
guts. Or Maybe that was the lead.”

ARTIST: Cheyenne Wright

Play after contact with an arcane force or strange 
incident. Draw an Adventure Card immediately 
and increase the number you may draw and play 

by one forever. Gain the Bad Luck Hindrance 
(or GM’s call if you already have it). Discard 

and redraw if you ever get this card again.

DARK BARGAIN

“You pay your money and 
you take your chances.”

“I read about this once…”

ARTIST: Cheyenne Wright

Your hero may a� ect a creature with any of 
her attacks, regardless of Invulnerabilities. 

UNEXPECTED INSIGHT

“Wait! I read something 
about this!”

ARTIST: Tom Fowler

Your character gains the bene� t of any 
one Edge, regardless of requirements, 

for the rest of this encounter.

GET SAVAGE!

“I have no idea how I did that.”

ARTIST: Carmen Sinek

At the beginning of combat, choose one 
speci� c and identical type of Extra (e.g., 
wormlings, toxic zombies, cultists). For 

the duration of the � ght, all of your attacks 
gain +1d6 damage against them.

I REALLY HATE THESE GUYS!

“Wormlings? Seriously? More 
Of these slithery Twits? Gah!


