
Combat Situations + Modifiers

Advantageous  
Position

+1  Melee  or  Defense  or  Other  (GM’s  choice).    Footwork  

roll  usually  required  to  obtain;  Yield  Advantage  loses  

position.

At  a  Loss -‐‑2  to  all  rolls  and  Defense

Blind
beyond  close  range

Balancing
fall.

Called  Shot

Charge
Spears  when  charging  or  receiving  a  charge.

Close  Call
Corps-‐‑a-‐‑Corps

Cover
Disengage -‐‑

cessful  Footwork  roll  vs.  opponent.

Engaged
Ganging  Up

Get  Up Split  an  action  or  spend  a  Minor  Action

No  Sea  Legs
all  rolls  aboard  a  ship

Mighty  Success  

Yield  Advantage  or  Split  a  Major  Action

Prone

Range  Target  Large

Range  Target  Small

Unarmed  Foe looking  cool

Split  Action
Major       Minor  

require  dice  roll.  

Target  Surprised

One  Combatant  
Unarmed

Task Resolution and Range Table

Moderate

Range Long Distant

+1 +0 -‐‑1 -‐‑2 -‐‑6

Advantage Rules

Pressing  the
Advantage -‐‑

Get  Your  
Bearings your  entire  turn  to  Recover  1  Advantage  (up  to  base  

Gaining  
Advantage

A  character  who  acheives  a  Mighty  Success  with  non-‐‑

Defeated A  character  with  0  Advantage  is  defeated.    

-‐‑

ifests  however  they  wish.  

Unable  to  Yield  
Advantage When  you  are  Surprised

When  you  cannot  retreat  (such  as  when  standing  

When  retreat  carries  too  grave  a  consequence  (let-‐‑

•

•

•

•



Healing

After  Combat
then  1  Lifeblood  per  day  after  that.      

Unconscious  or  
Dying

Stabilize  Dying
  

Treating  Poison

Award Fortune Points to PCs For:

Making  a  clever  observation

PCs can Spend Fortune Points To:

Success  (1  Fortune  Point  per  pip  of  

Add  +1  to  a  dice  result  (after  roll-‐‑

ing).    

Resist  their  Motivation Land  safely  or  avoid  a  fall

the  recent  past

Intoxication, Deprivation, + Disease

Condition Onset Quality Repeat End  Result Reverse
Intoxication Might+2  

drinks

Might

new  

drink

Uncon-‐‑

sciousness

1  hour  passes  

per  drink  con-‐‑

Exhaustion
sleep

Savvy 8  hours Uncon-‐‑

sciousness

8  continuous  

hours  sleep

Hunger Might -‐‑

Thirst
water

Might 12  

hours

-‐‑

hours

-‐‑

ciently

Illness First  

appear

Might Varies* Varies* Varies*

Falling

Minor
Serious
Major
Deadly

Darkness

Very  Dim  
Light

At   a   Loss   +   Double   Ranged   at-‐‑

tack  penalties

At   a   Loss   +   Penalty   Die   on   all  

-‐‑

Fire

Round Damage Extinquish Difficulty (Flair)
1st 1 Dmg Easy (+1)

2nd 1d3 Dmg Moderate (+0)

3rd 1d6 Dmg Tricky (-1)

4th 2d6 Dmg Hard (-2)

5th 3d6 Dmg Tough (-4)

6th + 4d6 Dmg Demanding (-6) 

Extinguishing a fire is a Major Action requiring a Flair roll.  Splashing water 
gives a Bonus Die to this roll; submerging in water is automatic success.



Chase Scene Summary

Establish  
Distances
Initiative 1d6+Savvy;  appropriate  career  breaks  ties.  

Chase  Rounds

-‐‑

-‐‑

Multiple  
Participants
Victory  for  
Pursuer

Victory  for  
Quarry -‐‑

Action  (-‐‑2  Penalty  to  the  roll  for  the  chase  round  and  

Penalty  to  both  rolls  unless  they  have  the  Soldier  career.    

apply.  

Passengers Passengers  in  vehicles  can  take  actions  in  the  chase  round  

without  having  to  Split  Actions.

Speed

Maneuverability

Size

Collateral  
Damage

Trap Creation Guide

Rarity Difficulty Damage Example
Common -2 1d3+1 Spring loaded needle

Elaborate -4 1d6+1 Pendulum blade swings from the ceiling

Ingenious -6 2d6+2 Doorknob explodes when turned

Unique -6 (x2)* 3d6+3 Spiked walls closing in

*Unique traps require two successful Extreme (-6) difficulty rolls to successfully bypass.

Creature Table

Size Damage Lifeblood Move Example
1 1 Rat

1d2 2 20’

Dog

1d6-‐‑1 10 Wolf

Large 1d6 20 Gorilla

Very  Large 1d6+2

2d6-‐‑1 Rhino

Massive 2d6

2d6+2 60

Gigantic 70 Sea  Serpent

100 Kraken

Pawn Competence

Competence     Example
0    Rabble Angry  Mob

1    Green

2    Average

After  defeating  a  pawn  

to  defeat  a  pawn  or  there  are  no  pawns  

Pawns + Ganging Up

Stunts + Pawns

fewer.      



Hazards at Sea

2-‐‑7

8

Wreck

10

11

12 Sea  Monster

Ships by Class

Class Size Sails Guns Hull Timber
Launch 0 2 X 0 0 10

Sloop 1 1 1 0 20

Pinnance 1 X 1 0 20

Cargo  Ship 2 2 1 0 2

2 1 1 0

Brig 2 2 1 1 1

Brigantine 2 1 2 1 1

2 2 1 2 0

2 1 1 2 1

Barque 2 1 0 2

Frigate 2 2 0 1

Merchantman 2 1 1 1

Schooner 1 1 0

Galleon 2 0 2 60

1 1

Drowning

-‐‑

reer  at  GM’s  option)  to  avoid  drowning.  

•

•

Ship to Ship Actions

Initiative

Maneuvering

Volley  to  Hit   

Volley  Dmg

Savvy+  Sailor  roll  or  spending  a  Fortune  Point

Grapeshot

Chain  Shot

Sails.

Boarding  
-‐‑

Repel  
Boarders

Ramming

Half  Timber Low  in  the  water.  -‐‑1  Sails.

Zero  Timber

Repair  Timber

Repair  Sails

75%  Complement

50%  Complement

25%  Complement

Surgeon

Shore  

yards  for  volleys.  

Sea  Monster  

Monster



Battlefield Heroic Actions

Heroic  Action Victory  Points  Earned

Hold  Position 1

Inspire

Rescue

Capture  VIP

Kill  VIP 1-‐‑2

Deliver  Message 2

Steal  Intelligence 2

Destroy 2

Bring  Reinforcements

Battlefield Combat Army Rating

Training

Size +0  Not  Larger +1  Moderately  Larger +2  Much  Larger

+0  No  Advantage +1  Good  Position

Supplies +0  No  Advantage

Commander

Explosives

Grenade  
Damage

Lighting

Random  
Direction

Fuse

Caches -‐‑

Blackpowder Weapons Misfire Table

Roll Result                                                    Explanation  

2

3-‐‑5

6-‐‑9 Minor  Jam Spend  Minor  Actions  as  if  loading  the  weapon.    Wheel-‐‑locks  

10-‐‑12

Battlefield Combat Resolution

Victory

The  Roll

Add  this  to  the  current  running  total.

Cannon

Kills  1d6+1  Pawns  with  no  Penalty  Die  to  hit.

Cannon

Artilery

Craft Points System

Craft  Points  
Earned per  Rank  in  the  career  between  

interchangable.  

Stages

stage.

Common  +0

Uncommon  -‐‑2

Rare  -‐‑4

Unique  -‐‑6

Social Combat Summary

The  
Object

Make  opponent  lose  all  

Time  
Frame

Actions

-‐‑

peer  pressure).  +1  for  good  

Dmg   

Fail

Hangers-‐‑
On

Pawns  that  add  +1  each  (up  to  

defeated  in  succession  with  

by  a  Mighty  Success  (1d6+1  

at  once)

Defend Usses  Major  Action  to  

-‐‑

Recover
by  spending    a  Major  Action  

or  1  Fortune  Point



Weapons

Weapon Damage Notes
SWORDS

1d6

1d6+1

1d6 +1  Parry

Greatsword 1d6+2

BLACK POWDER WEAPONS

1d6+6

1d6  tightly-‐‑grouped  targets

Arquebus 2d6

2d6

2d6

1d6+1

1d6+1

1d6+1

Grenade

Range  inc.

OTHER WEAPONS

1d6

1d6+2

1d6+2

1d6

1d6+2

1d6-‐‑1 +1  Parry  (stacks  with  other  Parry  bonuses)

Damage Notes
1d6-‐‑1 10’  range  inc.  thrown

1d6+1 -‐‑1  Parry

1d6+1

*

1  Minor  Action  to  load

Dagger

Shots  

Garrote

Maine  Gauche 1d6-‐‑1

Parrying  Dagger

Spear 1d6

receiving  a  charge

1d6+2

1d6+2

1d6+1

1d6-‐‑1 +1  Parry

1d2

Whip

Special

Armor Protection Notes
Light

1d6 Cannot Yield Advantage without Armor Familiarity, 1 less Advantage with Armor Familiarity, -1 and Penalty Die to stealth, acrobatics, Initiative; Swimming is impossible; Quick 

removal requires 2 consecutive Hard (-2) Savvy + Soldier task rolls.

Other Heavy Gloves give 1d3 Protection to the Hand only.  Gauntlets give 1d6 Protection to the Hand only. Helmet gives +1 Protection or 1d6 Protection to the Head only and -1 to Savvy to Notice.




