


Gear

Advanced Moves

Your Load is 10+Str. You start with Ship’s Rations (5 
uses, 1 weight) and a powder horn and balls. (3 ammo) 
Weapons: Choose three 
◊Flintlock pistol: Near. Loud. Pierce 1. Reload. 1 weight
◊Blunderbus: + 3 damage Two-handed. Near.  Loud. 
Pierce 1. Messy. Forceful. Reload. 2 weight.

◊Musket: Two-handed. Far. Loud. Pierce 2. Reload. 2 
weight
◊Cutlass: Close. Precise, 1 weight.
◊Dagger, Dirk: Hand. 1 weight.
◊Belay pin: Hand. 1 weight.
◊Hook: Hand 0 weight.

When you gain a level from 2-10, choose from these 
moves.

◊Lady killer / Man eater
When you parley with someone who finds you attractive, 
take +1

◊Animal Companion
You have an almost supernatural connection with a loyal 
parrot or monkey. You can’t talk to it per se but it always 
acts as you wish it to.
When your parrot distracts your enemy during a brawl 
and you roll 12+ on Hack and Slash, do +1d6 damage.
When your monkey picks a pocket or steals a small ob-
ject, Roll+Cha
On 10+: He gets away with it, but hides for a while. You 
can get the object a bit later.
On 7-9: He gets the item but the GM also chooses one.
•  He draws attention to you and puts you in a spot.
•  He gets the wrong item, although it is not totally 
useless.
•  He gets chased and disappears for the rest of the 
day.

◊Powder Monkey
You are an expert at handling black powder. 
You can make black powder out of  the raw material 
(charcoal, saltpetre and sulphur) and manufacture flares, 
rockets and explosive devices. 
You do not have to Defy Danger in order to blow some-
thing up.

◊Sniper
When you use a musket at long range to volley, take +1

◊gunner
Requires Powder Monkey.
You are an expert at handling cannons. 
Your ship does +1d4 cannon damage. 
Your firearm does +1d4 damage.

◊Master gunner
Requires and replaces Gunner. 
Your ship does +1d6 cannon damage. 
Your firearm does +1d6 damage.

◊Navigator (wis)
When you go on a perilous sea journey, Roll+Wis. 
On 10+  you make excellent time and avoid foul weath-
er.
When you Discern Realities while at sea, take +1.
You can predict the weather accurately 24 hours in ad-
vance.

◊Master Navigator (Wis)
Requires Navigator
As long as you are at sea or can see the stars, you do not 
get lost. 
You can predict weather accurately 48 hours in advance.
You can communicate with the soul of  the sea and the 
wind. When you do it to follow a trail left behind by 
passing ships or large or mystical sea creatures, roll+Wis. 
On a 7+, you follow the ship or creature until there’s a 
significant change in its direction or mode of  travel.
On a 10+, you also choose 1:
•  Gain a useful bit of information about your 
quarry, the GM will tell you what
•  Determine what caused the trail to end
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◊Helmsman
Your ship takes +1 to Maneuver rolls.

◊Master Helmsman
Requires Helmsman.
If  your ship’s unmodified Maneuverability is below 1, 
your ship takes +2 to Maneuver rolls.

◊Captain (Cha)
Requires Master Navigator and Helmsman.
Your are qualified to be a ship’s captain. 
Your crew takes +1 on Boarding rolls.

◊Treasure Hunter (Wis)
When you Discern Realities while reading a map, you 
may ask “Where is the treasure?”
On 10+: The answer is more or less straight.
On 7-9: The answer is a bit more vague and cryptic.

◊Treasure Finder (Wis)
Requires Treasure Hunter.
When you find the treasure Roll+Wis
On 10+: The treasure is 50% more than it would have 
been.
On 7-9: The treasure is 20% more than it would have 
been.

◊Duelist’s Parry
When you hack and slash with a precise weapon, you 
take +1 armor forward.

◊Duelist’s Block
Requires and replaces: Duelist’s Parry
When you hack and slash with a precise weapon, you 
take +2 armor forward.

◊Disarm
Requires Duelist’s Parry
When you roll 12+ on hack and slash with a precise 
weapon, you disarm your opponent (If  appropriate in 
the fiction)

◊Insult Fighting (Cha)
When you utter a grievous insult to an opponent intel-
ligent enough to understand it, or his mother. If  the 
GM thinks your insult is funny, original or deserving of  
recognition, take +1. Roll+Cha
On 10+: Take +1 and +1d6 damage forward to Hack 
and Slash against that opponent.
On 7-9: Take +1 and +1d4 damage forward to Hack 
and Slash against that opponent.
On 6-: Your opponent makes the perfect comeback and 
takes +1d4 damage forward against you.
You may insult an opponent or his mother only once. If  
you have a parrot as Animal Companion, you can insult 
an opponent or his mother twice.

◊Two handed brawler
When you enter melee with a pistol in one hand and a 
precise weapon in the other, and roll 10+ on Hack and 
Slash (Dex), add your pistol’s damage to you melee dam-
age.
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