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@ LIKE PART OF THE FAMILY: CREATE ONE OF YOUR VEHICLES AS A gﬁ&[k&dga&dg_
COHORT. IF THE VEHICLE 1S UPGRADED (TWO BOXES), 1TS QUALITY
STARTS AT 2. THE VEHICLE CAN USE TEAMWORK ACTIONS (USING
QUALITY FOR ROLLS). A VEHICLE CAN'T LEAD A GROUP ACTION, BUT
MAY PARTICIPATE.

@ RENEGADES: EACH PC MAY ADD +] ACTION RATING TO FINESSE,
PROWL, OR SKIRMISH (UP TO A MAX RATING OF 3).

@ REAVERS! WHEN YOU GO INTO CONFLICT ABOARD A VEHICLE, YOU
GAIN POTENCY IN DAMAGE AND SPEED. YOUR VEHICLE GAINS ARMOR.

@© JUST PASSING THROUGH: DURING DOWNTIME, TAKE ~] HEAT. WHEN
YOUR HEAT 1S 4 OR LESS, YOU GET +ID TO DECEIVE PEOPLE WHEN
YOU PASS YOURSELVES OFF AS ORDINARY CITIZENS.

@ ALL HANDS: DURING DOWNTIME, ONE OF YOUR COHORTS MAY TAKE A
DOWNTIME ACTION FOR THE CREW TO ACQUIRE AN ASSET, REDUCE
HEAT, OR WORK ON A LONG—TERM PROJECT.

@ GHOST PASSAGE: FROM HARSH EXPERIENCE OR OCCULT RITUAL, ALL
CREW MEMBERS BECOME IMMUNE TO POSSESSION BY SPIRITS, BUT MAY
CHOOSE TO "CARRY” A SECOND GHOST AS A PASSENGER WITHIN THEIR
BODY.

@ LEVERAGE: YOUR CREW SUPPLIES CONTRABAND FOR OTHER FACTIONS.
YOUR SUCCESS 1S GOOD FOR THEM. WHENEVER YOU GAIN REP, GAIN +l
REP.
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@@ VETERAN: CHOOSE A SPECIAL ABILITY FROM ANOTHER CREW.

CREW ADVANCEMENT

AT THE END OF EACH SESSION, FOR EACH ITEM BELOW, MARK | xp (OR INSTEAD
MARK 2XP IF THAT ITEM OCCURRED MULTIPLE TIMES).

& EXECUTE A SUCCESSFUL SMUGGLING OR TERRITORY CONTROL OPERATION.

€ CONTEND WITH CHALLENGES ABOVE YOUR CURRENT STATION.

@ BOLSTER YOUR CREW'S REPUTATION OR DEVELOP A NEW ONE.

@ EXPRESS THE GOALS, DRIVES, INNER CONFLICT, OR ESSENTIAL NATURE OF THE
CREW

WHEN YOU FILL UP THE XP TRACK, TAKE A NEW SPECIAL ABILITY, OR TWO UPGRADES.
EACH SCOUNDREL ALSO EARNS ] + (TIER) COIN.
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