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[ Always ]

A Line in the Sand
[ Doubles ]

Distract

Noted model:

[ r ]

Bodyguard

[ c ]

Assassinate



 

2

[ t ]

Protect Territory

[ m ]

Breakthrough

[ 1 ]

Cursed Object
[ 2 ]

Outflank
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[ 3 ]

Plant Evidence

Noted model:

[ 4 ]
Entourage

Noted model:

[ 5 ]

Vendetta

[ 6 ]

Plant Explosives



 
[ 7 ]

Make Them Suffer
[ 8 ]

Deliver a Message

Noted model:

[ 9 ]

Take Prisoner
[ 10 ]

Spring the Trap
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Special Rules
A model may take a (2) Interact 
Action to discard all Claim 
Markers within 6” of itself, and 
then place a Claim Marker in base 
contact with itself.

Victory PoiVictory Points
At the end of each Turn after 
the first, a Crew earns 1 VP if 
there are more Claim Markers 
on the Enemy Half of the table 
than its own.

Stake a Claim
[ Jokers ]

Noted model:

[ 11 ]
Murder Protege

Noted model:

[ 12 ]

Frame for Murder

[ 13 ]

Power Ritual
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Setup
Place a single Turf Marker at 
the Center of the table.

Victory Points
AtAt the end of each Turn after 
the first, a Crew earns 1 VP if 
it has two or more non-Peon 
models within 6” of the Turf 
Marker.

Turf War

[ r ]
At the end of each Turn after 
the first, a Crew earns 1 VP if it 
killed or sacrificed two or more 
enemy models during that turn.

AtAt the end of every Turn after 
the first, if a player has no 
models in play (buried models 
are not considered “in play”) 
then her opponent earns 1 VP.  
A player may not earn more 
than 1 VP from this Strategy per 
Turn.Turn.

Reckoning
[ c ]

Setup
Divide the table into four 18” x 18“ table 
Quarters.

Victory Points
AtAt the end of each Turn after the first, a 
Crew earns 1 VP if it controls two or 
more table Quarters.

ToTo control a table Quarter, the Crew 
must have the most non-Peon models 
within the table Quarter.  These models 
cannot be within 6” of the Center of the 
table, or partially within another table 
Quarter.

Reconnoiter

[ m ]Setup

Place five 30mm Squat Markers along the 
Centerline.  One is placed at the Center, 
then two 6” from the Center, then two 6“ 
from each table edge.

Special Rules

SquatSquat Markers begin the game claimed by 
neither crew.  A model may take a (1) 
Interact Action to claim any Squat Marker 
in base contact with the model. A Squat 
marker is only ever claimed by the last 
Crew to interact with it.

Victory Points

AtAt the end of each Turn after the first, a 
Crew earns 1 VP if it has a claim to at least 
two Squat Markers.

Squatter’s Rights
[ t ]
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Setup
Divide the table into four 18" by 18" 
table Quarters.

Victory Points
AtAt the end of each Turn after the first, a 
Crew earns 1 VP if it controls two or 
more table Quarters. To control a table 
Quarter, the Crew must have the most 
unengaged non-Peon models within the 
table Quarter. These models cannot be 
within 6” of the Center of the table, or 
partially within another table Quarter.partially within another table Quarter.

Interference

[ M ]

Setup
Place two 50mm Stash Markers 
(Ht5, blocking, impassable, hard 
cover) on the Centerline each 5" on 
either side of the Center of the 
board (10" apart from each other).

Victory PointsVictory Points
At the end of each turn after the first, 
a Crew earns 1 VP if it has at least one 
non-Peon model within 2" of each 
Stash Marker.

Guard the Stash

[ c ]

Special Rules
WheneverWhenever a model kills or sacrifices a 
non-Peon model which it considers an 
enemy, the Acting model's controller must 
place a 30mm Head Marker within 3" and LoS 
of the killed or sacrificed model before 
removing it from play. This Marker may not 
be placed in base contact with any model; if 
therethere is nowhere it can legally be placed, then 
skip placing a Marker. Any model in base 
contact with a Head Marker may make a (1) 
Interact Action with it to remove it from play.

Victory Points
At the end of every Turn after the first, a 
Crew earns 1 VP if it removed at least one 
Head Marker from play that turn.

Headhunter
[ T ]

Setup
Place an Informant Marker at the Center 
of the table.

Special Rules
AtAt the end of every Turn after the first, 
after scoring VP, the player with the 
most non-Peon models within 6" of the 
Informant Marker may place the Marker 
up to 3" from its current location, not 
into terrain or base contact with a model.

Victory Points
AtAt the end of each Turn after the first, a 
Crew earns 1 VP if it has a claim to at 
least two Squat Markers.

Extraction
[ R ]

R At the end of each Turn after the first, 
a Crew earns 1 VP if it has two or 
more non-Peon within 6" of the 
Informant Marker. 

M 
At the end of each Turn after the first, 
a Crew earns 1 VP if it controls two or 
more table Quarters. 
 
To control a table Quarter, the Crew 
must have the most unengaged non-
Peon models within the table Quarter. 
These models cannot be within 6” of 
the Center of the table, or partially 
within another table Quarter. 



 CHEATSHEET

2nd  Edition

Duels:
1. Declare Soulstone Use
2. Flip Fate Card & Add Stat
3. Choose to Cheat Fate
4. Declare one Trigger
5. Determine Success

Don’t Forget!
(1) Interact
(1) Focus: + on duel & damage

(#) Defensive Stance: + Df

Soul Stone
+ Attack/Action
+ Df & - Damage
+1 Suit

Setup:
1. Define and Place Terrain
2. Annouce Factions
3. Flip for Deployment
4. Flip for Strategy & Scheme pool
5. Hire & Reveal Crews
6. Choose & Reveal Schemes6. Choose & Reveal Schemes
7. Deploy Crews

Damage

Healing

Prevention

No Damage

No Wounds

0

Weak

Weak

1

Moderate

Moderate

2

Severe

Severe

3

Severe + Weak

Severe + Weak

Prevent all Wounds

Black Joker 1-5 6-10 11+ Red Joker
--

-

None
+

0
1-5

6-10
11+

Attack Total

Jokers
Red

Black
14 wild
0 no suit

Standard

Corner

Flank

Close

1-7
8-10
11-13

Joker

Deployment

Special Rules
Whenever an enemy model is killed or sacrificed, 
the acting model's controller scores a number of 
Bounty Points depending on the type of model 
which was killed or sacrificed. 

ModelsModels are worth the following number of 
Bounty Points: Peons: 0, Minions: 1, Enforcers: 2, 
Henchmen: 3, Masters: 4.  

At the end of each Turn, after calculating VP, 
reset each player to 0 Bounty Points.

Victory Points
At the end of every Turn after the first, the player At the end of every Turn after the first, the player 
with the most Bounty Points scores 1 VP. Either 
player may also score 1 VP if the opposing player 
has no models left in play. No more than 1 VP 
may be scored from this strategy per Turn. If both 
players still have models in play and they are tied 
for Bounty Points, neither will score any VP.

Collect the Bounty
[ Jokers ]
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