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CODENAME: PORTHOS 
Suit: Diamonds ♦ 

 

When you draw the Jack of diamonds, you 

succeed with panache. 

 
Public Name: _______________________________ 

 

Public Status: ______ (2, 4, 6, or 8) 

 

True Name:__________________________________ 

 

Description (age, body type, typical clothes): 

_____________________________________________ 

 

_____________________________________________ 

 

_____________________________________________ 

 

Family:______________________________________ 

 

Achilles Heel: _______________________________ 

 

Ally/Assistant:_______________________________ 

  

Choose 3 Skills (draw +1 when using a skill): 

 Accounting 

 Agriculture 

 Architecture 

 Craft 

 Cuisine 

 Fashion 

 Horseback Riding 

 Languages 

 Logistics 

 Medicine 

 Performance 

 Swimming 

 

Special Abilities 

 When a challenge involves piloting The Queen 

Anne, draw an extra card. 

 

 When a challenge requires you to spend lots of 

money, draw an extra card. 

 

 When a challenge involves fighting or shooting, 

draw an extra card. 

 

 When you draw the Jack of diamonds, you 

succeed with panache.  

The Queen Anne 

 

 

 

You have stewardship over the Queen Anne, the 

Musketgears’ base of operations and 

transportation.  

 

 

A merchant vessel of some size and cargo 

capacity, the Queen Anne is fueled by aether, the 

mystical substance that powers many of the new 

inventions of our time. 

 

Choose 3 of the following traits for the Queen 

Anne: 

 Fast 

 Armored 

 Fuel-Efficient 

 Extra Cargo Space 

 Gunships 

 Armory (hand weapons) 

 Respected 

 Luxurious 

When the Queen Anne is in a direct challenge, if it 

involves one of her traits, draw an extra card.  

  
Notes 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Static Challenges: 

1. GM determines difficulty. 

2. Draw 1 card, plus extras for skills, abilities, skills, traits.  

 

Opposed Challenges (Combat, etc): 

1. Draw 1 card, plus extras for skills, abilities, skills, or traits.  

2. GM draws 1 card, plus extras for skills, abilities, skills, or traits. 

Their highest card is the difficulty for the challenge 

(opponents ignore face cards). 

 

Success: all of your cards equal or beat the difficulty. 

 

Partial Success: some of your cards are the same or higher, 

some are lower. You succeed at a cost. If you are in combat, 

both you and your opponent are injured. 

 

Failure: none of your cards equals or beats the difficulty. In 

combat, you are injured and cannot fight. 

 

Face Cards:  

Except Jacks and Jokers, face cards do not count as 

successes. 

 Page: Add a complication involving your Ally. (Optional, 

found in European decks) 

 Jacks: Jack of Diamonds: Succeed with extreme 

panache. Other Jacks: Succeed with that player’s help. 

 Queens: Add a mechanical complication to the story, 

often to the Queen Anne. 

 Kings: The emperor hears about your actions! 

 Aces: Add a social complication to the story. 

 Jokers: Resolves as a Partial Success. 


