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Sticky Note
This document may be printed for personal use. It may not be distributed electronically under any circumstances.

Pinnacle depends on both print and electronic sales, as well as great friends and fans like you!
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HOW T0 USE THESE GARDS

Shuffle 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, five 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 GHILD (BAGKGROUND EDGE)
REQUIREMENTS: Novice

Your hero is favored by Destiny. She draws
and plays an additional Adventure Card each
game session.

ENTERTAINMENT GROUP
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® © o §
BETTER YOU THAN ME

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

wFrured Thgt shor Feire!”

ARTIST: Cheyenine wﬁg&‘mﬁ

AGE

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

«Ngve TELL ME THE 00D5.”

ARTIST: Emmo Huan £ SIS

BULLSEVE!

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

”n
“EVEN PUATE MAIL HAS EHESLTS:

ARTIST: Aaron Rlley

® © o §
ANRENALINE SURGE

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

”n
«JHOAl He WeNT MATRIKON ‘gml

ARTIST: Cheyenne Wi

GONTAGT

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

—EL.
€. You oo QCOMP\’W
'%&ﬁow%\/g youBeeN?”

ARTIST: Ross Grams, £

® o 0o §
ARGANE INSPIRATION

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

IIEAIII,\! BlIlW

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

«Doorl TRAT’LL LEAVE A MmARK]”

P
ARTIST: Tom Fowler }j‘lgmﬁ
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DRESSED T0 KiLL

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.”

”
«pJow. You CLEAN U@ NICE, K'O.

ARTIST: Cheyenne W
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"~ FLESH WOUND

Play to cause all allied Extras Wounded
in this encounter to rise immediately,
un-Shaken and unharmed.

i
ué €T UP, H—ICKQ- QOM’A‘N
oo’ ANMONE.”

ARTIST: Cheyenne WI‘!
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ENEMY

Play on an enemy Wild Card in the first
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.

“Youl”

ARTIST: Daniel Rudnit

e
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FOLK HERD

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 find aid there.

HEe rict
«Cpe OBBED FROM T '
gﬂgr D GAVE TO THE pooe...”

e

ARTIST: Antonio

o o §

EPIPHANY

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

R EENNERS LUCK"

i
ARTIST: Ed Cox” /8!

L
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GET A GLUE

Play this card for advice from the Game
Master on how to resolve a current
predicament or problem; or to find all the
clues or evidence in a particular scene.

apJA Ve eoT AN OEAL”

ARTIST: Cheyenne WI‘!

* EXTRA EFFORT

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

n
| presovel Magf \MPTRESSVE-

ARTIST: Cheyenine Wigh

: 9 o9 o § °
HERE GOMES THE GAVALRY

Help arrives from some source
determined by the GM.

] TROUGHT Hou Guis WOULD
EVER GET HERE.

pf |
ARTIST: Cheyenne WHights L
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HINDEN STASH

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.

7
«You NEED AN DLLEN WRZENCHY
4 At é\‘wvvbﬁ ﬁ\; THE DESETRTY

l%lEAH, | THIK | CAN DO THAT

ARTIST: Cheyenine Wi

® o0 §
LOVE INTEREST

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.

?;l

“« é,g—r @NA??EO HEw@E oFTEN

ARTIST: Cheyenine Wi

oe g °

~ INSPIRATION

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

T THS.
)] N HAVE ONE $HOT AT T%
wl.\e,;giu, 012 NOTHING; GANG"

°

" LUEKY BREAK

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

«“TRANK W.{lgﬂl@f ?OCKE'rI, »

FLASK I M
rE R iy

4 W
ARTIST: Jonathan Tayﬁﬂé

LAST STAND

Your hero and all allies within 5” (10
yards) gain +2 Parry and Toughness
until the next Joker is dealt.

“No zerreear. Nov
ONE BLOODH STEP.

® ® o o § °
MEGHANIGAL MALFUNGTION

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

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

2
ARTIST: Tomas? Twor SIS

® o0 § °
LET'S SETTIE THIS

Play at the beginning of a combat round
with no Jokers. No character can soak
Wounds until a Joker is drawn.

«You GONNA SKIN THAT
SMogewAC—rOM 0-3usT STAND
THERE AND BLEEDY

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

«L-OTTA TAKE ONE
02 THE TEAM...




NOT TODAY

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

n
«Migeg Me. Now 176 ML Ut

RALLY

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

«To mel”

. “" k
8
ARTIST: Emil Cabaltigﬁg?ﬁﬁﬁ
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PRYBAGK

Play on an opposing Wild Card. Your
damage-causing attacks are made at +2
against him for the duration of the scene.

«“Ting 16 FOZMY eaTigr!”

® © o §
REINFORGEMENTS

Play during combat. Strong reinforcements
arrive for the opposition (the exact number
and type is up to the GM, but should represent
a significant threat). Every player character
immediately draws an Adventure Card and
may play an additional one this session.

l
g 2E EVErRIWHEZE]
rré,AMg oVe, MANI

ARTIST: David Leri L&
Nl

Play to improve the initial attitude of an
individual or group one level (using the
Reaction Table in Savage Worlds).

uwAl-r. | KNoW THAT au...”

oo § °

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).

FEATED
«You'ze THE ONE WHo DE! )
L;[—ae DRAGON OF [NNSBURKY

ARTIST: Cheyerine Wiight

o o §

E,

Immediately recover all your
hero’s spent Power Points.

«) JaoAl WHERE'D IHAT
W coME FROM7

® © o §
THE SPIRITS TOLD ME

Your character may use her arcane
skill in place of any Smarts-based skill
rolls for the rest of this scene.

«Thg{ KNOW & How'VE BEEN

Both
D 012&0oD. \ID We '
fﬁow You AN'TBEEN &oOoD.”

ARTIST: Cheyenine WA it %

©




Your hero causes +2 damage for each
Wound he has in this encounter. Wounds
count whether they were suffered
previously or after this card is played.

”
Tiar fur: Now 16 ML TN

ARTIST: Cheyenne

® o § °

TEAMWORK

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

«ON MU MATRK...”

ARTIST: Jonathan TayfoH! L

® o § °

Your hero instantly recovers up to two Wounds
and all Fatigue sustained in this combat. If
Shaken, he is un-Shaken now as well.

”n
«|’M FEEUNG Much BeTTER-NOW.

TURNGOAT

Your hero somehow convinces or bribes a foe to
perform a small favor—such as helping the hero

P

escape, revealing the location of the “boss,” etc.

«llol) MucH AE THEY
HO ?A‘»{lNé{‘(OM?"

e s
ARTIST: Cheyerine wﬁgg! S
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“SFITE THE DAY!

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

uOM‘\’ or M"{ LUA‘U"

;
ARTIST: Cheyerine w"gg

® o § °

Nlm

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.

u’Dl‘O You # EA‘lZ'r‘HA'\?”

ARTIST: Daniel Rudn;gs}a!g! S

® ® @ '
SPILL THE BEANS

The subject of your questioning tells you
everything you want to know, whether by
friendly persuasion, intimidation, or force.

«Youn DON"\’ WANNA C’{'E'r
L{hazwbev, AM&o.”

ARTIST: Tomasz Twor8
Wl TH
2, e

3 7 o ¢ ®
VILLAINDUS VERBOSITY

Play to make an opposing Wild Card
lose his next action by gloating or
talking about his master plan.

LM
e ou FooLs! PID Hou ZEAL
3 HA‘:&,C{NK_I{O(A couLD THWART

cuctt AN INGENIOUS PLANY”

ARTIST: Cheyenne W
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NESPERATE TIMES

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

«ONLM ONE CHANCE:-.”

oo § °

ANGRY MOB

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

« @M@N THE wl'\’C‘H! 4

s ® o o § °
HOT IRON AND WHISKEY

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.

«]’Mm NOT GONNA KID 1A
Tihg 16 GONNA HUTeT:

oo d 81,

" ARBANE SPIKE

A character with an Arcane Background may
cast any power available in their setting,
regardless of Rank, one-time only.

«| Tk I'VE &OT TS
FEUED out!”

® o o § °
SHAKIN' IN THEIR BODTS

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.

«]’M GONNA RIP 10Ut
HEAD oFF AND...

o o § o
All characters cease fighting and listen to the

hero speak for at least 30 seconds. Others
may only take defensive actions during this

time. This has no effect on beasts and other
creatures that cannot understand the speaker.

nl CALL ON THe ANC"EN_F
itE oF PATRLEY!

® o o § °
SAINTS AND MARTYRS

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

Voicgs AND

g aeuzwwcr—eﬂu,

?Alil; SHADES WERE THERE FO&:GH,
0 HELP US THZouG THE £ 3

® o o § ' °
OUT OF THE FRYING PAN

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 sacrifice of a noble ally.

"&(AICKJ DOWN THIS
GARBAGE CHuTEl”

ARTIST: Cheyerine WHEREN

d
ARTIST: Richard clarlﬁﬂg

d
ARTIST: Cheyenne wﬁgg

ARTIST: Cheyerine WghES I
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PERFEGT TIMING

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.

0 LATE.”

«@y THEN, T WAS To

GET SAVAGE!

Your character gains the benefit of any
one Edge, regardless of requirements,
for the rest of this encounter.

n
«| RAVE NO \DEA HoW | DD THAT

e i
ARTIST: Tom Fowler wig S

BETRAVED!

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.

uH,erL

auts. O MALBE THAT

3

At the beginning of combat, choose one
specific and identical type of Extra (e.g.,
wormlings, toxic zombies, cultists). For
the duration of the fight, all of your attacks
gain +1d6 damage against them.

\7 More
] JorMUNGST SERIoUsSL
e thgeg curtery W we? AR

ARTIST: Carmen Sine!{l-:"i!g! -'&

® o § °

i BuzNED HOT IN MY
DOUBLE—CT20%5 ACTHE LEAD.”

lore § 1 °
| REALLY HATE THESE GUYS!

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.

D
«You gAY Youz-MONEY AN,
‘:{ou TAKE HOWZ-CHANCES.”

.ﬁﬁ,

4

y
ARTIST: Cheyenine Wigh
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UNEXPEGTED INSIGHT

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

w AT | READ SOMETRING
ABouT TR

.ﬁﬁ,

4

y
ARTIST: Cheyenine Wigh
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