RS

#EVEN PLATE MAIL HAS EYESLITS.”

] S ; o

. Play after damage is rolled to double the
total of a successful ranged attack.

“THIS IS FOR MY FATHER!"

Play on an opposing Wild Card.
Your attacks and damage against him are
made at +2 for the duration of the scene.

“REGGIE, YOU OLD SGOUP{PREL
i HOW'VE YOU BEEN? i

Your hero sees an old friend or acquaintance
who might help him in his current quest

somehow. Of course, he may also ask for a
favor in return.

 BETERV OV ANINE

“ERITZI THEY SHOT FRITZI"

Play when your hero has been hit by an
attack and there is an adjacent character.
The other character suffers the attack

instead. This may be played on friend or fo

#000H! THAT'LL LEAVE A MARKI"

Play after damage is rolled to double
the total of a successful melee attack.

"

“| HAVE NO IDEA HOW | MANAGED THAT.

Immediately recover all
spent Power Points.

1
]

: AD-NAH SURG

“WHOA! HE WENT MATRIX ON ‘E@f"

Your hero gets an additional and immediate

turn (including new movement).

“NEVER TELL ME THE 0DDs."

|

Play instead of rolling to make a trait test with
a single automatic raise.

“WOW, YOU CLEAN UP NICE, KID."

Your hero dresses up, is “on"for the night, or
otherwise far more attractive or charismatic
than usual. Add +4 to your Charisma for the

duration of the current “scene”

‘ﬁi



THISICARDYUSTRRULES;

THE RULES!

Shuffle the Adventure Deck at the
start of each game session. Deal
one card to each player for each of
his character’s Ranks (e.q., two for
Seasaned, five for Legendary).
Cards which give you an additional
draw give you an additional play of
your remaining cards as wel,
Players may frade cards at any
time, but may not just give them
away. Players can use these cards
at any time as spelled out on the
individual cards. Discard unused
cards after each game session.

Immediately give this card to the GM and draw two
cards to replace it. You may still play only one card this
session (barring Edges or other Adventure Cards).

NEW EDGE!
Add the following Background Edge

if you use the Adventure Deck. I ©

adding it to an exsting game, we
suggest you allow players the op-
portunity to select Destiny's Child
on their next Advance and limit it 2
normal afterwards,

Destiny’s Child

Requirements: Novice

Your hero is favored by Destiny. He
qets to draw and play an additional
Adventure Card each game session,

17'5 NOT REVENGE HE'S AFTER.

n'sARECKoNIN’.”_ e

Play when facing any kind of creature with
Immunity or Invulnerability. One character
may ignore those special abilities of the

creature for the duration of the combat. - g.

u( HAVE NO [DEA HOW | DID THAT.”

For the duration of one combat or scene,
your character gains the benefit of any
one Edge, regardless of requirements.

NG

“| READ ABOUT THIS ONGE..."

Your character watched or read something about
anonhuman creature he's currently fighting. He
knows one of its weaknesses or, if it has none,
adds +2 to his attack and damage rolls against this
type of creature for the rest of the session.

HUT-EYEL"

e

#41L | NEEDED WAS A LITTLE 5

.__Play when a character has at least a half
hour of undisturbed downtime to restore
a character as if she had a full night’s rest.

This restores all Power Points and removes.

all Fatigue.

SPURRED,

“RIDE HARD AND WE
SHOULD MAKE (T BY SUHDOF‘-"J'}'. Ak

The characters'travel distance is
doubled for a day, or one character
gains double Pace for one round.

PEREECIRIIMING

wBy THEN, IT WAS T0O LATE."

: Pay a benny to search through the
remaining Adventure Deck and take
any one card of your choice.

“QUICK! DOWN THIS GARBAGE GH.I'.J'TE{" 5

Play to avoid death, capture, or some other
bad situation for your hero or any ally.
The situation leads to some new trouble,
however, as determined by the GM.

#1 CALL ON THE ANCIENT RITE OF PARLEYI® B

All characters cease fighting and listen to the
hero speak for at least 30 seconds, Others may
only take defensive actions during this time. This
has no effect on beasts and other creatures that
cannot understand the speaker.

P



ELESEINOUND,

LT UP, HICKS. YOU AIN'T FOOLIN'

Play to cause a wounded Extra to rise
immediately, un-Shaken and unharmed.
The Extra must have been wounded in

the current “scene” (typically a combator . &

immediately thereafter).

FOUKLERD,

usyE ROBBED FROM THE RIQJH
AND GAVE TO THE POOR.._. :

Play after you save a group of people from

dire circumstances. The community adopts

you and your party as local heroes, and you
can always find aid there.

MWAIT! I'VE GOT AN IDEAL

Play this card for a clue from the
Game Master for some advice ora
hint on how to resolve a current
predicament or problem.

ANYONE"

HERECOMESHTHECAVALRY,

A ot 7

\ | THOUGHT YOU 6UYS WOULD NEVER GET HERE

Help arrives on the scene from
some source determined
by the GM.

“YoU NEED AN ALLEN WRENCH? IN THE MIDDLE

Your hero scrounges up a generic type of
item of your choosing, such as food and
water, shelter, a box of ammo, enough
money for a room, etc.

“WE ONLY HAVE ONE SHOT AT THIS.

i ]

\ OF THE DESERT? YEAH, | THINK | CAN DO THfT_'._ s

[TS ALL OR NOTHING, GA!'I_’C"-” IS

Friendly characters (including your hero)
add +2 to all trait rolls for the rest of this
round.

#STAND TOGETHER NOW!”

Your hero and any adjacent allies gain +2
Parry and Toughness. Allies who move into
contact after the card is played gain the
bonus as well. The effect ends when a Joker
is dealt.

INA SKIN THAT SMOHEWAG%N d
NyggJGUosg STAND THERE AND B.LEED? LT

Play at the beginning of a combat round
with no Jokers. No character can soak
wounds until a Joker is drawn.

“GOME HERE OFTEN?”
Play on a nonplayer character to encourage
a romantic interest for your hero. The target -
helps to the best of her abilities, but may
frequently cause trouble as well.




W BREAKS

“THANK GOD | HAD THAT SJ'WER
?ﬁs# [N MY SHIRT POCKET!® .

T Play this card to completely negate the

damage from one attack.

“SPROING!"

A device malfunctions in some way:
guns jam, bow strings break, etc. The
device can be fixed by a Repair roll at -4
and 10 minutes'work.

“GOTTA TAKE ONE FOR THE TEAM. ..

Play when an adjacent ally suffers damage.
You suffer the damage instead.

NOTHIODMY;

Play after any other character’s attack roll to
cause it to automatically fail.
This is a critical failure.

MISSED ME. NOW IT'S MY TURN." "

“WAIT. | KNOW THAT 6u..."

Your hero is able to improve the attitude of a
group in an encounter, perhaps by recognizing
someone in the crowd, showing respect,
or offering a bribe. It doesn't work on true
enemies—only “neutrals” who happen to
cross paths with your party.

“WHOA! WHERE'D THAT COME FROM? _

The character immediately recovers
2d6 Power Points. These points may exceed
his usual limit, but any excess points are lost

at the end of the current encounter.

Play to cause all allies in sight or hearing
to immediately lose their Shaken status.

 REINFORCEMENLS

#THEY'RE EVERYWHERE! GAME OVER, MANI" b ;

Play during combat. Reinforcements arrive
for the bad guys. The exact number and
type is up to the GM. Every player character |
may immediately draw an Adventure Card, . &

“YOU'RE THE ONE WHO DEFEA'::FD
THE DRAGON OF .‘NNS'BUR_G?}_

Play after completing a good deed of some

import. You gain a permanent +1 Charisma

bonus toward those who have heard of you
(typically a 50% chance).




1
\

REVELATION

G

“yoU AREN'T 6OING [
BELIEVE WHAT | FOUND OUT_‘

Your hero finds all the information available
when doing research, or realizes critical
information when confronting some

obstacle such as a monster’s weakness, the . &

answer to a riddle or cipher, etc.

“THAT HURT. NOW IT'S MY TURN."

Play after your hero sustains at least one
wound. His attacks cause +2 damage
for the remainder of the scene.

SECONDIINOAS

“i'M FEELING MUCH BETTER NOW.”

Play on your hero to automatically remove

all wounds sustained in this combat (but not

crippling injuries). If Shaken, he is
un-Shaken now as well.

S E

“QUT OF MY WAY!"

fhe character acts as if he had drawn a Joker
this combat round.

wyQU DON'T WANNA GET HER
) -
~ The subject of your questioning tells
you everything you want to know,
whether by friendly persuasion,
intimidation, or force.

ugN MY MARK. ..”"

Your hero and any adjacent allies add +4
to their next trait rolls. The allies must
be adjacent when the card is played
to receive the bonus.

RILED, AMIGO.”

TURNCOA

#HOW MUCH ARE THEY PAYING YOU?"

Your hero somehow convinces or bribes a
minor foe to perform a small favor—such as
helping the hero escape, revealing
the location of the “boss,"etc.

MVE'RE GONNA NEED A BIGGER BOAT.” 4

Play this card at the beginning of a combat.
One foe you are facing (GM's choice) has
its Size and Strength increased two steps.
Every player gets to draw a card from the
Adventure Deck. "3

HOW |
DID IT

-ll-n Tom Rarow )

Y THINK :
“HAH YOU FOOLS! DID YOU REALL 3
\ Yo OULD THWART SLCH AN INGENTLS AMEX
- Play to make an opposing Wild Card
lose his next action by gloating or
talking about his master plan.




WiINDEAUL

#s0LID GOLD GOODN Ess!”

Play when your hero searches an area for
treasure, loots a fallen foe, etc. He finds
everything that can be found in that

location. If rolling on a random table, the &

character gets the best possible result.

YHERE, BITE ON THIS."

Play on a wounded character. He has one
wound healed, but gains a permanent
scar. Roll on the Injury Table in the Savage
Worlds core book for location. He gains
—1 Charisma if the scar is visible.

“j'M GONNA' RIP YOUR HEAD OFF AND...."

Play in a combat situation. Your character
does or says something so horrific and
intimidating that it brings the area to a

standstill. All other characters, friend
or foe, are Shaken.

RISE UPY RISE U

“LOST SLEEP IS A SMALL PEICF
T0 PAY FOR VICTORY.

Play if the group is surprised.
All heroes ignore the surprise
and are dealt in as usual.

“BURN THE WITCHI”

Play during combat. A mob of angry locals
equal to 2 per hero joins the battle as Allies.
Treat them as Soldiers armed with whatever

the GM deems appropriate.
They stay for the current battle only.

#THIS ENDS NOW!"

A character with an Arcane Background may
activate a damage-causing power they could
normally use. This activation costs no Power Points
and deals double damage. The character must
make aVigor roll at -2 or suffer a level of Fatigue.

“|{PRESSIVE! MOST IMPRESSIVE."

Play to add +1d6 to any trait roll.
This roll may Ace.

ERIIRAA

“BEGINNER'S LUCK. <

Something you never understood before
suddenly “clicks. You gain a d6 in any
skill you previously did not have for the
remainder of this game session.

“E MEET AGAIN.”

Play at the beginning of the game session. A
villain of the GM's choice becomes your character’s
sworn enemy. You may not soak wounds caused
directly by him. Starting now, draw an extra
Adventure Card each game session until the
enemy is “retired.”
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