
HMS DREADNOUGHT
Capt. ERNESTO SMITH-PARKER
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ship special ability: 
-1 to crewmember 

number after 
revenant capture

HMS DARING
Capt. JAMES RASMUSON

ship special ability: 
+1 to any ammo found 

to max allowed

HMS DELIBERATE
Capt. LILY ARISTO

ship special ability: 
-1 to 

revenant capture
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cut out ship cards above as one 
piece and fold along horizontal 
line, laminating back to front then 
cut out each of the 3 cards



freeship Moonshadow
Capt. SULLEN DAMASK

ship special ability: 
+1 to any supplies found 

to max allowed

corsair PRESTIGE
Cmd. ARES DIAMANDIS

ship special ability: 
+2 to all ammo found 

to max allowed

corsair PALADIN
Cmd. V. FANNING

ship special ability: 
-1 to crewmember 

number after 
revenant capture

Pirate Attack Roll 	 Ammo

Revenant Capture Roll	 Morale

Crew Number

Supplies Number 	 Supplies

Ammo Number

Key Battle Room	
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cut out ship cards above as one piece 
and fold along horizontal line, 
laminating back to front then cut out 
each of the 3 cards



FORE GUNNERY 
W E  C O U L D  U S E  A 
L I T L E  H E L P  H E R E

order of battle action:
air pirate attack  
 
if you win: raise ammo by 
+1  to max allowed for 
the ship. 
if you lose: the ship and 
game are lost.

9

12

7

8

10

10

1

3 MACHINE SHOP 
G R A B  T H E 
W E L D I N G  T O R C H E S

supplies:

you may raise ammo by 
+1  for each –1 supplies 
to indicated number and 
max allowed for the ship.

9

11

8

9

10

8

1

2 CREW QUARTERS 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by 
indicated number to max 
allowed for the ship but 
you must decrease ammo 
by –1.

9

10

9

10

10

9

1

2

HELM 
S T O P  T H E M  N O W !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by indicated number to 
max allowed for the ship.
if you lose: the ship and 
game are lost.

9

11

9

8

10

10

1

2 STOREROOM 
F I N D  W H A T
W E  N E E D . . .

supplies:
 
raise supplies by 2x 
indicated number to max 
allowed for the ship.

9

12

10

7

7

8

1

2 ARMORY 
Q U I C K  -  L O A D  U P !

order of battle action:
air pirate attack 
 
if you win: raise ammo by 
indicated number to max 
allowed for the ship. 

9

12

11

8

8

9

1

3

MESS HALL 
W E  C O U L D  U S E 
S O M E  H E L P !

crew:
 
you may raise crew by +1 
for each –1 supplies to 
indicated number and 
max allowed for the ship.

7

10

11

9

9

8

1

2 CREW QUARTERS 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by 
indicated number to max 
allowed for the ship but 
you must decrease ammo 
by –1.

9

8

12

11

9

8

1

1ENGINE ROOM 
H O L D  T H E  L I N E !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by indicated number to 
max allowed for the ship.
if you lose: the ship and 
game are lost.

10

9

12

10

10

8

1

3



FORE GUNNERY 
W E  C O U L D  U S E  A 
L I T L E  H E L P  H E R E

order of battle action:
air pirate attack  
 
if you win: raise ammo by 
+1  to max allowed for 
the ship. 
if you lose: decrease 
morale by indicated 
number.

7

7

12

12

8

6

1

3 WARDROOM 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by +1 
for each –1 supplies to 
indicated number and 
max allowed for the ship.

9

8

11

10

10

9

1

2 CREW QUARTERS 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by 
indicated number to max 
allowed for the ship but 
you must decrease ammo 
by –1.

6

9

10

11

10

8

1

1

NAVIGATION 
S T O P  T H E M  N O W !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by indicated number to 
max allowed for the ship.
if you lose: the ship and 
game are lost.

9

11

10

9

9

7

2

2 CARGO HOLD 
G E T  T H E  A X E S

supplies:
 
you may raise supplies by  
2x indicated number to 
max allowed for the ship 
but you must –1 ammo for 
each additional supply 
gained.

8

12

8

9

9

8

1

3 ARMORY 
Q U I C K  -  L O A D  U P !

order of battle action:
air pirate attack 
 
if you win: raise ammo by 
indicated number to max 
allowed for the ship. 

7

12

9

7

10

8

1

1

MESS HALL 
W E  C O U L D  U S E 
S O M E  H E L P !

crew:
 
you may raise crew by +1 
for each –1 supplies to 
indicated number and 
max allowed for the ship.

10

9

8

11

7

8

1

2 CREW QUARTERS 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by 
indicated number to max 
allowed for the ship but 
you must decrease ammo 
by –1.

9

11

8

9

8

9

1

2ENGINE ROOM 
H O L D  T H E  L I N E !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by indicated number to 
max allowed for the ship
if you lose: the ship and 
game are lost.

6

10

7

10

10

7

2

3



CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

6

8

7

12

7

9

1

1 CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

8

9

8

11

9

10

2

3

7

11

9

10

10

8

1

2

CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 

if you win: you may raise  
ammo to max allowed 
for the ship. but you must 
decrease supplies by –1 
for each ammo gained.

9

12

11

10

6

7

1

2 CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 

if you win: you may raise  
ammo to max allowed 
for the ship. but you must 
decrease supplies by –1 
for each ammo gained.

9

7

8

9

9

8

1

2

HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

9

7

8

11

8

7

2

1 HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

8

8

9

12

9

10

1

3 HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

9

9

10

11

6

7

2

1

CREW QUARTERS 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by 
indicated number to max 
allowed for the ship but 
you must decrease ammo 
by –1.

CARGO HOLD 
G E T  T H E  A X E S

supplies:
 
you may raise supplies by  
2x indicated number to 
max allowed for the ship 
but you must –1 ammo for 
each additional supply 
gained.

9

11

9

10

10

9

1

1



CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

6

10

11

8

7

9

1

3 CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

7

9

12

9

9

10

1

2

8

8

11

10

10

9

1

2

CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 

if you win: you may raise  
ammo to max allowed 
for the ship. but you must 
decrease supplies by –1 for 
each ammo gained.

7

12

10

9

9

8

1

1 CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 

if you win: you may raise  
ammo to max allowed 
for the ship. but you must 
decrease supplies by –1 
for each ammo gained.

8

10

11

8

10

9

2

3 CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 

if you win: you may raise  
ammo to max allowed 
for the ship. but you must 
decrease supplies by –1 
for each ammo gained.

9

11

12

7

10

10

2

2

HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

6

12

11

7

8

9

1

1 HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

7

11

11

8

7

10

1

3 HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

8

8

10

9

6

9

2

1

CREW QUARTERS 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by 
indicated number to max 
allowed for the ship but 
you must decrease ammo 
by –1.



HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

9

8

7

12

10

8

1

1 HULL 
T A K E  I T  T O  T H E M !

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

8

9

10

11

8

8

1

2

CREW QUARTERS 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by 
indicated number to max 
allowed for the ship but 
you must decrease ammo 
by –1.

8

9

10

9

10

9

2

1 STOREROOM 
F I N D  W H A T
W E  N E E D . . .

supplies:
 
you may raise supplies by 
2x indicated number to 
max allowed for the ship.

7

8

11

10

8

9

1

3 ARMORY 
Q U I C K  -  L O A D  U P !

order of battle action:
air pirate attack 
 
if you win: raise ammo by 
indicated number to max 
allowed for the ship. 

7

7

12

11

10

8

1

2

WARDROOM 
A L L  H A N D S  O N  D E C K

crew:

you may raise crew by +1 
for each –1 supplies to 
indicated number and 
max allowed for the ship.

6

9

11

10

9

8

2

1 ENGINE ROOM 
H O L D  T H E  L I N E !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by indicated number to 
max allowed for the ship.
if you lose: the ship and 
game are lost.

6

8

9

8

10

9

1

2HELM 
S T O P  T H E M  N O W !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by indicated number to 
max allowed for the ship.
if you lose: the ship and 
game are lost.

10

10

12

9

9

6

1

1

MACHINE SHOP 
G R A B  T H E 
W E L D I N G  T O R C H E S

supplies:

you may raise ammo by 
+1  for each –1 supplies 
to indicated number and 
max allowed for the ship.

10

8

9

11

8

9

1

1



COMMAND DECK 
I T  E N D S  H E R E !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by 2x indicated number 
to max allowed for the 
ship.
if you lose: the ship and 
game are lost.

7

9

11

8

9

6

1

3COMMAND DECK 
I T  E N D S  H E R E !

order of battle action:
air pirate attack  
 
if you win: raise morale 
by 2x indicated number 
to max allowed for the 
ship.
if you lose: the ship and 
game are lost.

9

11

9

9

9

8

1

2 CORRIDOR 
T H E Y ’ R E  C O M I N G

order of battle action:
air pirate attack 
revenant capture 
 
if you lose the revenant 
capture action, 
additionally decrease 
crew by indicated 
number.

6

10

11

8

7

9

1

3


