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o attacks in a row, immediately generates 1 free
attack at +1 damage.

O o 38 /Rate 200 /105 +2 damage
/Range 4/8fathoms.
Botte (shot): allows to use Bart in melee combat.

W Do fiell and back: as long as he’s on the table, the
‘Bande 10 Manchots” automatically succeeds on
morale rolls.

W Feathered hat: at the start of each activation roll a
die, if even +18, otherwise +1 D.
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\/ﬂ@eﬁ’er & ¥ / Reach /3 damage / Dazes.
. Stuns the opponent in the event of CH instead of:
the extra damage.

¥ Fire!: as long as he's on the table, the “Bande
10 Manchots"performs its offensive range actions,
with 2 dice, but cannot add any others.

& Cariridges and cannonballs.




“Throwing an object”: S = 6.
“Moving an ordnance weapon”: § = 3.

R Cannonballs: 3 AP /Rate 1/ 1010 +4 damage
/ Reloading 4 AP.
1 card template / Range (13)/ 6 (14) /9 (15).
In the event of CH, apply the effects “dazed” and
“frostbite” to the victims instead of the additional
damage.

Linked to Papou [ Artilleur.
Cannot be ﬁamﬂéa{ 6y
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SMzL)gmum 4 attac,{s per turn, cannot be healed,
-11in S in case of CH (non cumulative),

J Dirk; % %% /3 damage.
Can be thrown up to 3 fathoms (single use).
Bleeding 2 if thrown.

* Leader: as long as he’s on the table, the “Bande
10 Manchots"performs its offensive melee actions
with 2 dice, but cannot add any others.
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| 5{ Telescope: 4 AP.

\ Until the end of its next activation, an ally

o transforms all its rolls of 1 into 10 “non-CH", and:
an opposing Briskar all its results of 9 into 2.

Wk Prepare to get wet!: at the start of a new turn, §

you can roll 1 die. If you roll 9 or 10, you start
the turn.

*,’]{mkt Ho!l: as long as he’s on the table, the
“Bande 10 Manchots” members gain 1 AP.

¥k Passes  his  “reading/deciphering”  actions

automatically.
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Al Briskars with this attribute on
their profile card are “aquatic creatures”
and have the “Shde” skill : can move
1D5 +1 fathom for 2 AP and disengage
automatically. Can be used when dodging.

At the beginning of a turn, choose up to
2 specials in the “Bande 10 Manchots”
profiles.

They will be active for all the Briskars in
your crew with the “Bande 10 Manchots”
feature. You can replace them with others
at the beginning of each turn.
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/ usket : % 7. / 3 damage / Bleeding 2
/ 1 hand / Sharp. Bleeding 4 in the event of CH
instead of the extra damage.

A}Mg‘%’,&’~/4dhmage/®aze&

¥ Tinkering : in ZOC, heals 1D5 + 1 HP or repairs
2 S.

¥ Master: does not suffer malus on the “destroying
an object” action.

* Maintenance: as long as he’s on the table, all the

CH thresholds of the “Bande 10 Manchots” are
educed by 1. et S
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J Rolling pin: % 'Q’ 3 damage.

Dazes the opponent in the event of CH instead of §
the extra damage.

/ Knife: % A/ 3 damage. Bleeding 2 in the
event of CH instead of the extra damage.

Krill: can use the “special” of a member of the
“Bande 10 Manchots” who has left the table.
Only one at a time determined at the start of each

"

_ round. b
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f’ ¢ Clerc: / Rate 1() / 1010+2 damage
'/ Range 6/12 fathoms / Armour-piercing 2
/ 2 hands / Powder weapon.

}’ One shot: & 8 / 8AP. If this botte is not de-
Sfended, it takes the target to its 1" coloured life

square. This can be done once per game.

W Support: as long as he’s on the table, the “Bande
10 Manchots performs its defensive actions with 2
dice, but cannot add any others.




\( Laucifer: @ wsi 3 AP/ Rate 2(_ ) /2DS damage

/ Range -/9 brasses / Armour - piercing.

In the event of a double result on the shot or dam- |
age roll, adds 2D5 damage. No CH. Can be used
in a melee

3 Joker: has one reroll per turn ().

W Acrobat: no malus for “climbing”.
Can use the “slide” to “climb”, this action is free

Just after achieving a double when shooting with
Lucifer.




