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lair
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   hidden

   quarters

     secure

     vault

   workshop

training

   insight

   prowess

   resolve

   playbook

     mastery

quality

   documents

   gear

   implements

   pet/special

   supplies

   tools

   weapons

cohorts

upgrade costs

new cohort: 2

+1 quality: 2

add type: 1

add edge: 1

remove flaw: 1

wanted level

crew advancement

at the end of each session, for each item below, mark 1 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 1 + (tier) coin.

luxury fence

+2 coin for 

transport scores

tavern

+1d to consort and 

sway on site

turf

turf turf

ancient gate

safe passage 

through the 

deathlands

fleet

your gangs have 

their own vehicles

like part of the family: create one of your vehicles as a 

cohort. if the vehicle is upgraded (two boxes), its 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 +1 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 -1 heat. when 

your heat is 4 or less, you get +1d 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 is good for them. whenever you gain rep, gain +1 

rep.

veteran: choose a special ability from another crew.

elynn, a dock worker

rolan, a drug dealer

sera, an arms dealer

nyelle, a spirit trafficker

decker, an anarchist

esme, a tavern owner

smuggler's rigging (2 items carried 

are perfectly concealed)

camouflage (vehicles are 

perfectly concealed at rest)

elite rovers (+1 quality)

barge (+mobility for lair)

steady (+1 stress box)

smugglers

suppliers 

of illicit 

goods

blades        dark

in the

crew sheet

turf

gambling 

dens

(tier roll) - heat = 

coin in downtime

informants

+1d gather info 

for scores

cover 

operation

-2 heat per score

secret 

routes

+1d engagement for 

transport plans

warehouses

stockpiles give you 

+1d to acquire assets

supply lines arcane/weird — arms — contraband — passengers

side business

(tier roll) - heat = 

coin in downtime

notes

type  boat — carriage — other
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