
Welcome to the ‘At the End of the World’ Print and Play expansion  
for SiegeStorm, featuring a whole new faction. This PDF includes  

all the cards in the faction, along with a complete starter deck.

Faction rule:
Lucky – Each time an Action has the keyword Lucky on it, the player tosses a coin*  

or rolls the D6 die. Resulting in tails or a roll of 4 and more means  
the action was successful and the player may resolve it. Result in head  

or a roll of fewer than 4 means a failure so nothing happens.



0

Deal 1 DMG

During Lucky you may flip  
coin again and keep 

 last result
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Lucky Susan
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Your Attaking cards  
have +1 ATT

Cannon
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Lucky: Kill 1 Supporter,  
Kill 1 Enemy, deal 2 DMG
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Capitan’s Parrot
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Lucky: Storm with any card 
on your War Track
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STARTING DECK
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1 : Move any Sailor card  
from your Casualties 

to your hand

Edward, the Sailor

4 3

Deal DMG equal to the number 
of Sailor cards in your Frontline 

and on your War Track

2

Whenever you sucesfully play 
Lucky, move top card  
from your Casualties 

to your hand

Dirty John, the Sailor

4 0

Lucky: Make the top card from 
your Resources your Supporter
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10 : Shuffle up to 10 
of your Casualties into 

your Resource deck

Watcher

0 3

Draw 2

0

You and your opponent 
can’t use Supporters

Sunshine

0 0

Draw 2

0

You and your opponent 
can’t play actions

Heavy fog

0 0

Draw 1, opponent Discards 1
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10 : Shuffle up to 10 
of your Casualties into 

your Resource deck

Watcher

0 3

Draw 2

3

Whenever your card 
Storms, Draw 1

Brutus

5 5

Move Cpt Jack from your 
Casualties to your hand

0

You and your opponent 
can’t use Supporters

Sunshine

0 0

Draw 2

4

1 : Move any Sailor card  
from your Casualities 
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Place this card on your Frontline
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You and your opponent  
can’t Deploy cards with 

cost 3 or more

Deadly Whirl

0 0

Draw 1, deal 1 DMG

10

This card is immune to all 
actions and abilities

Cetus

7 4

Remove your Casualties from the game
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Ordinary Scott, the Sailor0

ACTION

PASSIVE

Lucky: Deal 2 DMG and put this card 
at the bottom of your Resources

2 0
Sailiors cards have +1 DEF

Ordinary Scott, the Sailor0
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Sailiors cards have +1 DEF
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actions and abilities
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Discard your hand
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Sailiors cards have +1 ATT

32

3 Lost Crew

Shuffle up to 3 of your Casualties 
into your Resource deck
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Penguin, the Sailor

Lucky: Deploy Cetus or Betus for free

2: Advance your war  
track once
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The Kraken

Kill all creatures on Frontlines 
and No Man’s Land
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