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AcTtioN CARDs

The action cards included in this set are each intended
to represent a special signature ability of each included

 captain. However, many of these actions could easily

be used by other captains, or characters of your own

 invention in your home campaign. The suggested

pairings of action card and captain are listed below:

#+ Captain Jaego Roth - Captain’s Presence

# Aranessa Saltspite - Fysh Bite
# The Golden Magus - Conjure Wind Spirit /
Conjure Flame Spirit
Red Brokk Gunnarsson - Inescapable Death
Prince Yrellian - Avenging Strike
- Count Noctilus - Translocation

Skretch Half-Dead - Half-Dead
Vangheist - Shade Shot
Tordrek Hackhart - Bitter Tenacity
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INHERENT DirricurTy

Some action cards have an additional difficulty

modifier in the form of results symbols, rather than

 dice. These results symbols are simply added directly
into the results pool, as if they had been rolled on dice.
For example, an action card might have a modifier of
B X 8; this means that ¢ B is added to the dice
pool, and that X ® is added to the results pool after
 dice are rolled.

It can be helpful, but is not necessary, to add dice
showing the relevant challenge and bane symbols
to the pool after the dice are rolled as a reminder
when resolving the check. If you do, it is important to
remember that these results symbols are not actually
_ present on any die, they cannot be “rerolled” by any
effect that would ordinarily allow it, nor can they be
ignored by effects that allow dice to be ignored.




CHARACTER Stanpur CARDS

_ The character standup cards serve the same purpose
as the punchboard standups included in the Core
Product. These standups may be cut and folded along
the indicated lines and inserted into the plastic bases
included in the core product; the tension created by
the folded cardstock should help the standup stay in
place. Alternately, the standup can be folded, cut, and
glued onto cardboard cut to fit, which can then also

 be inserted into the plastic bases included in the core

_ product.
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CREATURE CARDS

reature cards put all the information a GM needs
to manage creatures during an encounter right at his
 fingertips. A full anatomy diagram for creature cards
_ can be found on page 7 of The Creature Guide. Because
of space limitations, a full diagram cannot be included

in this product; the less-intuitive portions of the card
are summarized below:

4 The creature’s threat rating may be found in the
top left corner.

ﬁ' # The creature’s wound threshold may be found in
the top right corner.

4 This symbol @ marks the creature’s damage rating,
“ This symbol @ marks the creature’s soak value.

_+ This symbol a marks the creature’s defence value.
# The creature’s default stance may be found on
the left hand side of the card, printed on a symbol
that resembles a stance meter piece. ‘

+ The action card icons on the right-hand side of

the card are suggestions for actions to select to
further customize the creature.
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SeT Icon

The cards included in this expansion
_ are noted with a special set icon. This
allows you to quickly identify the
supplement materials when sorting,
adding, or removing cards from your
game experience.

UsING THis EXPANSION

_ This expansion is best used in conjunction with

the Winds of Magic, The Creature Guide, and Hero’s

Call supplements for Warhammer Fantasy Roleplay,

~ although only the Core Product is required.

The cards in this set can simply be added to the

collection of creature, action, and location cards

available and used in the same manner as other
creature, action, or location cards.

e g
As the clock strikes midnight, the Dreadfleet
sails forth, its Undead captains cager to slake
their unholy thirsts. On Geheimnisnacht, the
mortal captains of the Grand Alliance sail to
oppose them.

Now, the captains of the Dreadfleet and the
Grand Alliance are available for your War-
hammer Fantasy Roleplay game!

This expansion includes the following
components: 10 Creature Cards, 10 Action
Cards, 6 Location Cards, and 10 Character
Standup Cards

Dreadfieet Captains OWHF21
ISBN: 378-1-bLbbL-359-3
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/hen you suﬂer any effut that
eals damage, fatigue, and/or stress, you
may place 2 recharge tokens on this card.

Ifyou do, you gain +1 soak and reduce the .

amount of fatigue and/or stress inflicted
by 1. You also ignore the minimum wound

esult rule for this effect (you may reduce
damage to 0)

44 All allies within medium range of you

" cain the In ired condition while this card

s recharging
444 As above, and all allies within medium
range of you may immediately performa .
g ) :

s Add 1 recharge token to
X All allies within close range of you gain
he Invigorated condition while this card i




RIGGING

' Sailing vessels must, by necessity,
have a bewildering confusion of
ropes, lines, and cords fo manag

ails. In addition to the rop

ssary for the mampulaimn of the

ails, heavy guy lines run from the
ck to the mast. The high tenswn
of these lines helps keep the mast
upright, and also provides nimble
 sailors a route up the mast fo help
_maintain the rigging.

Aoy character that does not have

atleast 2 Ranks of training in
‘Coordmatmn suffers 1 addxt

' Usually little more than a wooden
platform on top of the mainmast, the
crow’s nest has a commanding view
of the ocean for leagues around. It is,
however, rather dangerous in rough

Traditionally, the smallest
member of the crew is the designated
lookout.

All Observation checks gain:
[ mAdd 1o the results pool

, All physical actions gain:
- %% Youfall. Make a Hard (3d)
Athletics (St) checkto grab
onto the rigging andstop your
plummet. Failure means thatyou
the deck and suffer 3 wounds

- Mam Drck

The main deck of a vessel is generally
the top deck, open fo the sea air and
one of the few places aboard a ship

, wherelight, air, and room to stcmd

ts of Manann have their -
equilibrium scoreincreasedby 1,

Landlubbers must pass an Average
(2d) Resilience (To) check the
,first time they set foot on deck
during a given voyage or become
Seasickness counts as 1

recovered while at sea.

Allactionsgain:
3% Man overboard!

 The opulence of these quarters is
in stark contrast to the cramped
gundeck where most crew sleeps.
Ornate scrollwork decorates the
cabinets and sea chests that line the
' walls, and a bed - a genuine bed!
upies the centre of the cabin.
The rear wall even displays large
windows, flooding the cabin with
- sunlight.

_ Anyone who getsa full night’s re
_in the Captain’s Quarters recovers
anumber of wounds equal to!
his Toughness rating. In ad 7
he gains L[] to the Resilience ;
check to recover froma crmcai

- BELow DEck

' Ships must be made watertight or
they may sink. Regrettably, this
ans that the area below deck

mped, dark, and often bath dzmk
and foul-smelling.

- area Below Deck is extr
cramped. No engagement
Below Deck may be larger than

. 3characters. Anytime a fourth
character attempts to join the

' _engagement, he must make an

_ Average (2d) Athletics (St)

_ or Coordination (Ag) check.
Success means he joins the
engagement and chooses I‘D

us d back out to close range and

) Theery of ‘man overboard!” is
feared and hated by all seamen in the

vive long in the water. Wo
than sharks lurk in the seas

Unless you spend a manoeuvre
‘treading water’ each turu, all
~ actions gain:
@ You slip under the chummg ;
water and suffer 1 wound and1l

. Yuur stance becomes neutral, and
you may not adjust your
while Overboard. ‘
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Social, Ongoing
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E
44 All allies within medium range of you
. gain the Inspired condition while this card
recharging
“N«"As above, and while this card is
 recharging, all enemies within close range
of you during your Start of Turn phase
iffer 1 stress
#Add 1 recharge token to this card

28 Remme 1 recharge token from thxs card

Lham, Dwm/, Reaction

ge
Eﬂ"ect When you suffer any effect that
deals damage, fatigue, and /or stress, you
may place 2 recharge tokens on this card.
Ifyou do, you gain +1 soak and reduce the

| amount of fatigue and/or stress inflicted
| by 1. You also ignore the minimum wound
result rule for this effect (you may reduce

damage to 0)

Reaction
e

GET DEFENCE

8
| 4 Youhityour foe for normal damage, +1 |
~ criticalin the name ofvengeance‘

4M#AH As above, and you may discard any
humber of recharge tokens from this action.

For each token discarded in this way, you

¥y
i You gain the hxposed «,ondmon whde
'on is rechargmg




‘WEAPON SKILL (AG) Vs. TARGET DEFENCE

Melee weapon equipped, must be able tosee
ur target

# You hit for normal damage and move
engaged with the target, ignoring
intervening obstacles or enemies
* #H4 Asabove, and your target gains the
! Exposed condition while this action is

Ranged weapon equipped, not engaged with
- target

You firea spectral shot at your enemy,
" which pierces his very soul! You.hit the
# target for normal damage, ignoring the soak
value of your target’s armour

~ 144444 As above, +1 critical

gal

s

®

8 power, target allies within medium ranege
P , targ 8

3 Effect: You impart your will on your loy
® subjects. While this action is recharging

you may spend a manoeuvre (once per tur;
to cause an ally within medium range ¢
perform a manoeuvre of your choi

1 recharge token to t

et within close range, you must be “dead,
or incapacitated by damage, fatigue, orstr

# You hit the target for normal damage

MM Asabove, and the target gains the
Expos dition for 3 ds

s

_H You summon a‘mig ty tempest dji

hatknocks all targets within long rang

' off their feet. The targets may not perfor

movement manoeuvres while this action

is recharging, and suffer B® to all actions
hat would reasonably be affected bya

raging wind . e

HHH As above, and all targets suffer 2 +

AcTioN CARDs

ped, mus t perform

owder weapon equip

the pl‘del’t‘ manoeuvre

‘ line up ¥
ou meticulously )
ﬂrz at the enemy's most vulnlerable atr’ea‘ o
You hit for +2 damage, ignoring the targe
soak value o
444444 You hit for +2 damage, +1 cixtm;l,,
’s soak value, and ma
nore the target s s0d ne
gse Intelligence rather than Agility t

ne damage deal

eleport yourself or your allies across va ‘

distances. This action does not recharge

norinally. Instead, as a manoeuvre you dm

discard 1 recharge token from this ca}f to

move yourselfor an ally engaged withy
any Location card in play

MM You may attempt to teleport enemi
s well. Each time you do, you m\}st passa
opposed Discipline (WP) vs. stuyllq
‘WP) check to teleport an engaged enemy
fvou fail the check, the recharge tokena

—

~ The action cards included in this set are each intended
to represent a special signature ability of each included
captain. However, many of these actions could easily
be used by other captains, or characters of your own
invention in your home campaign. The suggested
pairings of action card and captain are listed below:

+ Captain Jaego Roth - Captain’s Presence
+ Aranessa Saltspite - Fysh Bite
*+ The Golden Magus - Conjure Wind Spirit /
Conjure Flame Spirit
# Red Brokk Gunnarsson - Inescapable Death
+ Prince Yrellian - Avenging Strike
4+ Count Noctilus - Translocation
o+ King Amanhotep - My Will Be Done
4+ Skretch Half Dead - Half-Dead
+ Vangheist - Shade Shot
4 Tordrek Hackhart - Bitter Tenacity




INESCAPABLE DEATH

: I::llgnwer

most vulnerable area. You hit for -1 damage,
| ignoring the target’s soak value :
| M4 As above, but +2 damage instead
HHH! As above, but +5 damage instead
critical
1 recharg

‘ TRANsLOCATION
’ Rank 3, Dﬁé;\/hzgt’c, Ongoing
SPELLCRA (I;;) =

elgport enemies around the battlefield
' This action does not recharge normall S
§ nstead, as a manoeuyre you may disca)rz;i ‘
¢ 1 recharge token from this card to
| immediately move an enemy up to 2 range
nerements from his current position g
SR Bl

(GM's choice) thhm i ‘
ong
ange teleports to become immediately .
ngaged with you

CAPTAIN JAEGO
RotH

‘Will of Steel: Once per failed

Willpower check, Captain Jaego Roth

y reroll any or all of the dice in the
esults pool.
Leader of Men: Captain Jaego Roth
may add [] or B to any Fellowship
heck targeting him or his allies.

raining: 3 ranks trained in Ballistic

Skill, Discipline, Folklore, Intuition,
eadership, audTradecrt.

AGGRESSION CUNNING

3 6

EXPERTISE

4

rget within close range, you must be “dead,
or incapacitated by damage, fatigue, or stre
) 8 8

Special: When you use this action, you
stand up suddenly and shamble to your
target, taking him by surprise! You recover
1 stress, 1 fatigue, and a number of normal

: wounds until your total wounds are 4 less
than your wound threshold. This action
begins recharging whether or not it is
successful. This action recharges at the end

' of the encounter

he tar:

B g : =
MU This action causes Fear 2
M +] Critical

. e

ConjURE FLAME
SPIRIT

Summoning
: 8

B ifwithin close range to an open flame .
A You summon a terrible fire efreet that
showers your enemies in flame. The target

(and all characters engaged with the target)

suffer Int + 5 damage

4444 As above, and all characters damaged

by Conjure Flame Spirit suffer 1 fatigue
each time you remove a recharge token
 from this card

charge tok
his card ;
The target suffers +1 critical
iffer 1 fatigu ‘

: CREATURE CARDS
Creature cards put all the information a GM needs
to manage creatures during an encounter right at his
_ hingertips. A full anatomy diagram for creature cards

_ can be found on page 7 of The Creature Guide. Because
of space limitations, a full diagram cannot be included
in this product; the less-intuitive portions of the card
are summarized below:
~ #* The creature’s threat rating may be found in the
top left corner.
4 The creature’s wound threshold may be found in
the top right corner.
This symbol @ marks the creature’s damage rating.

This symbol @marks the creature’s soak value.

This symbol @ marks the creature’s defence value.
The creature’s default stance may be found on

the left hand side of the card, printed on a symbol
that resembles a stance meter piece.

The action card icons on the right-hand side of
the card are suggestions for actions to select to

further customize the creature.
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'WEAPON Skirr, (AG) vs. TARGET DEFENCE

Melee weapon equipped, must be able to see
your target

. y from the targ
You hit for +1 damage and move
 to engaged with the target, ignoring
intervening obstacles or enemies.

HH As above, +1 critical

ou | hen formed this action
# You suffer fatigue equal to the number
| of range increments away from the target
ou were when you performed this action

SHADE SHot

Mﬂ dead
)

Ranged wea equippe i
nged weapon equipped, not engaged with

. You fire a spectral shot at your enemy, - :
which pierces his very soul! You hit the

 target for normal damage, ignoring the soak
 value of your target’s armour

‘ :’HMG As above, +2 damag

My WiLL BE DonE #3)

Necromancy

sHre (INT) vs. TARGET DISCIPLINE (WP)

4 You force your target to immediately
erform a Melee Strike against any
haracter engaged with him (your choice)

#4H As above, and each enemy engaged

fers 1 stress

t los

‘ argin
. N You may force your target to
" immediately perform a Melee Strike




Count NocTIiLus
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VANGHEIST 20)

NPC, Undead, Capta’in e

Fear?2, Dead Earnest, Night
Vision, Ethereal

Half-Real: Whenever Vangheist

is the target of a non-magicalor
non-divine attack, he adds € to the
dice pool.

Training: 2 ranks trained in
Rallistic Skill, Intimidate, Stealth,

AGGRESSION CUNNING EXPERTISE

6

2 S

Blood Pool, Dead Calm, Dead

~ Barnest, Fear 2, Night Vision

Channel Power and gathers and uses
ower as a wizard. He has access to

, all Dark Magic spells.

Trained: 3 ranks trained in

AGGRESSION CUNNING EXPERTISE

(6}

4 S

Improved Sorcery: 3 ranks
trained in Education, Magical
Sight, and Spellcraft. Does not
need power for spells. Can cast

spells with the Bright, Celestial,

and Gold Order traits.

Sword of Fiery Curses: The
Golden Magus' flaming sword

has Pierce 3 and Vicious.

AGGRESSION CUNNING EXPERTISE

2 S

6. TORDREK HACKHART 2()

Fear 2, Night Vision,

Regeneration

Unholy Pact: Each time Tordrek

spends at least 1 Expertise, he

overs 2 normal wounds.
Training: 2 ranks trained in
Ballistic Skill, Discipline, Dwarf
_ Engineering (from Black Fire Pass),

ilience, & Weapon Skill.

AGGRESSION CUNNING EXPERTISE

6 3 5

KING AMANHOTEP 22

Dead Barnest, Fear 2, Night Vision

- The Curse: Each time a character

deals King Amanhotep any number

- ofwounds, that character must

immediately flip 1 of his own wounds
as a critical or, ifunable, suffer
wound.
ained: 3 ranks trained in Charm,
iscipline, Intimidate, Leadership,
d Weapon Skill.

AGGRESSION CUNNING EXPERTISE

8 S

RED BROKK
GUNNARSSON

ak Varr, Captain
el e

Maﬁte‘xy- Engine When m aking

~ a Ranged Attack with his modified

‘handgun, Brokk adds O and
removes € from the dice pool (to a
minimum cf’ in the dice pool).

Training: 2 ranks trained in

’ Ballistic Skill, Resilience, & Dwarf

ngineering (from Black Fire Pass).

AGGRESSION CUNNING EXPERTISE

2 6

ARANESSA SALTSPITE I8

Captain

Blessed of Manann: 2 ranks
trained in Athletics, Ballistic
_ Skill, Coordination, Folklore,
Resilience, Stealth, and Weapon
Skill -
aughter of Manaan: Whenever
Aranessa is within sight of a body
fwater, she gains [ to all checks.

AGGRESSION CUNNING EXPERTISE

Keen Senses

kVerminqu‘s Retreat: Once per
round, when a character engages
Skretch, he may immediately
perform ’ movement ma“erVr€5<
Training: 2 ranks trained in .
Ballistic Skill, Coordination, Guile,

kulduggery, & Stealth.

AGGRESSION CUNNING EXPERTISE

S 4

PRINCE YRELLIAN ]9

NPC, Ulthuan, Ca;?:ﬁa

Dragon-Speaking: Once per
encounter, Prince Yrellian can

~ direct a Flame Breath attack at
- atarget within long rangeasa

manoeuvre.

Training: 3 ranks trained in

Animal Handling, Coordination,
iscipline, Ride, & Weapon Skill.

AGGRESSION CUNNING EXPERTISE

4 ik
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