@nnnremice sorcerer

Skills and Physiology cards cost double.
Character gains a "pool” of 40 CPs to purchase
non-Ultra Powers that represents her spells.
Powers may only be activated once, then they are
discarded. Continuous Powers are discarded
when deactivated.

Mutant

ORIGM

-

O 1996, Playtest Version - Rev. 1.0

@nnnremice sorcerer

Skills and Physiology cards cost double.
Character gains a "pool” of 40 CPs to purchase
non-Ultra Powers that represents her spells.
Powers may only be activated once, then they are
discarded. Continuous Powers are discarded
when deactivated.

Normal

ORIGM

-

O 1996, Playtest Version - Rev. 1.0

€D Born of Air

Character gains the attribute of AIR. All RIR hased
cards gain +20D. All EARTH based cards cost twice
their printed value. Character takes an extra HLT
wound or AUTO Failure from MENTAL based attacks.

Mutant, AIR

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

£ Born of Earth

Character gains the attribute of EARTH. All EARTH
based cards gain +20D. All RIR hased cards cost
twice their printed value. Character takes an extra
HLT wound or an AUTO Failure from EMOTION based
attacks.

Mutant,
EARTH

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

D Bom of Fire

Character gains the attribute of FIRE. All FIRE based
cards gain +20D. All WATER based cards cost twice
their printed value. Character takes an extra HLT
wound or an AUTO Failure from ENERGY based
attacks.

Mutant, FIRE

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

) Born of Water

Character gains the attribute of WATER. All WATER
based cards gain +20D. All FIRE hased cards cost
twice their printed value. Character takes an extra
HLT wound or an AUTO Failure from VOID based
attacks.

Mutant,
WATER

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

) srawier

Character gains 10 CPs that may only be
spent on Physiology cards. MENTAL

_ A Normal
cards cost twice their printed value.

ORIGM

-

O 1996, Playtest Version - Rev. 1.0

Character gains 10 CPs that may only he
spent of ENERGY cards. VOID hased
cards cost triple their printed value.
Extra STN wound from VOID based
effects.

ORIGM

-

O 1996, Playtest Version - Rev. 1.0




All OFF cards cost twice their printed
value. Characters gain 10 CPs that may

Mutant
only he spent of DEF cards.

ORIGM

-

O 1996, Playtest Version - Rev. 1.0

All OFF cards cost twice their printed
value. Characters gain 10 CPs that may

Artificial
only he spent of DEF cards.

ORIGM

-

O 1996, Playtest Version - Rev. 1.0

Character gains 15 CPs that may only be
spent of EMOTION cards. MENTAL hased
cards cost double their printed value. -3
AUTO against Physical Powers.

Mutant

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

D caduereer

Character may take as many GADGETS as
desired. All Gadget cards cost 9 CPS
less than their printed value. No card
can cost less than 5 CPs. All POWERS
cost twice their printed value.

Artificial

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

D caduereer

Character may take as many GADGETS as
desired. All Gadget cards cost 9 CPS
less than their printed value. No card
can cost less than 5 CPs. All POWERS
cost twice their printed value.

Mutant

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

D caduereer

Character may take as many GADGETS as
desired. All Gadget cards cost 5 CPS
less than their printed value. No card
can cost less than 5 CPs. All POWERS
cost twice their printed value.

Normal

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

&) 1000 0. Pubiic

Cannot use any Power or Physiology

cards. Normal

ORIGM

-

O 1996, Playtest Version - Rev. 1.0

) martial Artist

Character may pay 5 CPs less for any
Skill card. No Card can cost less than 5
CPs. All POWERS cost twice their printed
value.

Normal

ORIGM

-

O 1996, Playtest Version - Rev. 1.0




) martial Artist

Character may pay 5 CPs less for any
Skill card. No Card can cost less than 5
CPs. All POWERS cost twice their printed
value.

Artificial

ORIGM

O 1996, Playtest Version - Rev. 1.0

Osnauow

Character gains 15 CPs that may only he
spent on VOID cards. All Energy cards
cost twice their printed value. May only
choose one PHYSICAL based Power or
one Gadget.

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

anarnn

Lizard-like.Character gains 15 CPs that
may only he spent on PHYSICAL and
GADGET cards. Character must take
Scales and Claws Physiology cards. All
Powers cost twice their printed value.

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

-

1) Praxxar

Shape Shifter. Character creates three stacks
containing Power and Physiology cards. Flaws and
Skills stay constant. Character may switch to any
stack during the Activation Phase. -3 AUTO against
any VOID based effect.

Alien, Energy

ORIGM

-

O 1996, Playtest Version - Rev. 1.0

OSnmer

Character gains 10 CPs that may only he
spent on Ranged Powers and Gadgets.
HTH Powers and Skills cost twice their
printed value.

Mutant

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0

£ he coltective

Hive Mind. +1Initiative for each Collective
Character on team. Powers cost twice their
printed value. Character gains 5 CPs that must be
used to purchase Gadgets. No limitation on the
number of Gadgets. -3 AUTO against MAGENETIC
based effects.

Artificial,
Mechanical

ORIGM

-—n

O 1996, Playtest Version - Rev. 1.0




-1 AUTO on all DEX rolls
except to hit rolls.

4 INT test vs. 4 successes if
kills opponent. Failure
means char leaves game
and immediate VP for

' opponent.

-2 AUTO vs. MENTAL and - Must attack ALIENS
EMOTION powers. . opponent if closest.

O 1996, Playtest Version - Rev. 1.0

@ Hatred against CRIMINALS @ Hatred against MUTANTS

Must attack CRIMINAL - - Must attack MUTANT
opponent if closest. (

O 1996, Playtest Version - Rev. 1.0 O 1996, Playtest Version - Rev. .0



Roll Percentile dice at the
beginning of the game. On
aroll of 85 or higher,
character is removed from
game. Show this card to all
players at the beginning of
game.

Roll Percentile dice at the
beginning of the game. On
aroll of 90 or higher,

1 character is removed from
' game. Show this card to all
players at the beginning of
‘ game.

|

{
|

O 1996, Playtest Version - Rev. 1.0

Must make a Panic test
when hit by a FIRE based
attack. Must makea O INT
test to attack a FIRE based
' opponent.

I
|

Once wounds atarget char,
will not stop until target is
dead. Gainsno VP from
living opponents.

O 1996, Playtest Version - Rev. 1.0 O 1996, Playtest Version - Rev. .0

= @ Suseptable to PHYSICAL

- One additional HLT wound
|j o failure vs. PHYSICAL
based powers and affects.

One additional HLT wound
or failure vs. MENTAL
based powers and affects.

|
'
I
|

O 1996, Playtest Version - Rev. 1.0 O 1996, Playtest Version - Rev. .0

@ Suseptibile to EMOTION

- One additional HLT wound
|j or failure vs. EMOTION
based powers and affects.

One additional HLT wound
or failurevs. RADIATION
based powers and affects.

|
'
I
|

O 1996, Playtest Version - Rev. 1.0 O 1996, Playtest Version - Rev. .0



-3AUTO DEF vs. AIR
wounds.

-3 AUTO DEF vs. EARTH
wounds.

-3 AUTO DEF vs.
ENERGY wounds.

-3AUTO DEF vs. VOID
wounds.

O 1996, Playtest Version - Rev. 1.0



+ | "4 .
]32.25.2.,3.““ N NN
‘ A

A N N

MISSILE, HELD, ELECTRICAL,
' ENERGY

3D DEF vs. PHYSICAL, 1D DEF
vs. ENERGY.

|

(© 1986, Playtest Usrsion=Rev. 1.0

(© 1986, Playtest Usrsion=Rev. 1.0



4D DEF vs. ALL non-EMOTION
and non-MENTAL attacks.

-
.
. 41
F i
"
4 1
]

2 Points of Armor vs.
PHYSICAL damage, or 1 Point
Armor vs. ENERGY.

.+ 6D DEF, 4D DEFus. ENERGY,
Hardened Defenses.

ETTTR NN ET O] SENGNgN
" Lo 7
& N N

|

I. METAL, HELD, HTH

1

\/ \/ \. MELEE, HELD, ENERGY,

4 ELECTRICAL, HTH

C4 (© 1836, Playtest Version=Rev. 1.0

(© 1986, Playtest Usrsion=Rev. 1.0







@ Awesome Dexterity

+6 DEX

O 1986, Playtest Version - Rev.10

@ Awesome Intelligence

+6 INT
None

O 1986, Playtest Version - Rev.10

@ Awesome Resilience

+6 STN
None
O 199, Playtest Version- Rov. .0

@ Awesome Strength

+6 Sl

EARTH

O 1986, Playtest Version - Rev.10

£5) Awesome Health

+6 HLT
None
O 1396, Playtast Version - Rov. L0

@ Awesome Mass

+6 MAS
None
O 1396, Playtast Version - Rov. L0

@ Awesome Speed

+6 MOV
None
O 1886, laytest Version - Rev. 10

@ Awesome Willnower

+6 WIL
None

O 1986, Playtest Version - Rev.10




+1 MAS, +1 STR, +1
DEF, -1 DEX.

O 1986, Playtest Version - Rev.10

WATER

O 1986, Playtest Version - Rev.10

e Increased Mass

+1 MAS

O 1986, Playtest Version - Rev.10

e Increased Speed

+1 MOV

O 1986, Playtest Version - Rev.10

o Increased Dexterity

+1 DEX

O 1986, Playtest Version - Rev.10

+1 INT
MENTAL
O 1996, Playtest Version - Rev. 1.0

+1 STN

EARTH

O 1986, Playtest Version - Rev.10

+1 Sl

EARTH

O 1986, Playtest Version - Rev.10



e Increased Willnower

+1 WIL
None
O 1996, Playtest Version - Rev. 1.0

@ Incredible Health

+3 [
WATER

O 1986, Playtest Version - Rev.10

&0 Incredinle Mass

+3 MAS
VoIiD
O 1396, Playtast Version - Rev. L0

@ Incredible Speed

+3 MOV
AR

O 1986, Playtest Version - Rev.10

@ Incredible Dexterity

+3 DEX
FIRE
O 1396, Playtast Version - Rov. L0

@ Incredible Intelligence

+3 INT
MENTAL
O 1896, Playtast Version - Rov. 10

@ Incredible Resilience

+3 STN

EARTH

O 1986, Playtest Version - Rev.10

@ Incredible Strength
+3 STR

EARTH

O 1986, Playtest Version - Rev.10



@ Incredible Willpower

+3 DEF, +0 DEF vs.
MAGNETIC.

+3 WIL

O 1986, Playtest Uersion - Rev. 1.0 O 1936, Playtest Version - Rev. 1.0

€2) speedster

Automaticaly winsinitiative rolls,
gets an additional attack per turn. +1
MOV.

O 19836, Playtest Uersion - Rev. 1.0



i i o
'75 “"J _Jsjwa AUACK

Detect Power | - '
Ranged, 6D OFF, Cannot he
used at Long Range.

Can make an attackin any
direction without penalty.
Field of vision is increased
10 360 degrees.

Continuous
AIR

O 1986, Playtest Version - Rev. 1.0

- _—

O e,

Ranged, 6D OFF, no HLT No penalty taken for powers
damage. | or ahilities of the Senses
group.

_ Continuous
EARTH

O 1986, Playtest Version - Rev. 10 1O 1996, Playtest Version - Rev. 1.0

120 Anti-Matter Blast KD Armor

E Offense Power
8D Ranged nrr IlEr usell to Counts as 3 Points of Armor
counter is permanently ) | against PHYSICAL effects.
reduced by the numberof - |
hlocked successes. Mark
' lost dice with counters.

Every other Action | i Continuous
VoID _ EARTH
O. 1936, Playtest Vorsion-Rav. 10 ; A™ | O 1896, Playtest Varsion -Rev. 10

20 Awesome Luck 1

Reroll any one roll that +2 STR, one additional

affects character, usable __ attack per turn. Character

only once a turn. No . may not use any skills to

character may havemore | - & P || dodge in defense this turn.
| than one Luck card. o,

_ijf:;crﬁxui;.w

: Continuous ! Continuous
'[1]]1] FIRE

O. 1886, Playtast Version - Rev_10 ] "ULTRA™ O 1886, Playtest Version- Rev. 10

i



JBIack Sun Bearn™ (

(O SontrolBER.;
nall!]ell 8D OFF “I'T é \k’o (:an use a GADGET fromup to | o o

damaue to STR. INT away, Default STR for
g cnnlests is equal to INT.

Action F:ontinuous
| coun, ENERGY MENTAL

O 196, Playtest Version - Rev. 10 'ruj_mn-'.

A~
| Dimension Shiff\ ¢ ) Disintigra
cll_arac!el’_ﬂan move to any é \_T.wgﬂ\ 4D DEF, +3D OFF in HTH,

pointwithin9 . opponent takes 3D OFF of
ENERGY damage from field
when attacking character
in HTH.

Movement Continuous
| ENERGY \ B | ENERGY
(O.1896, Playtest Version - Rev. 1.0 ' f uj_mn‘ (O.1896, Playtest Version - Rev. 1.0

10, Dispel tnergy |

; Dispel Power
nangell cancels an actwe 1D OFF PHYSICAL damage
ENERGY based poweruntil | i per point of STR, AREA: STR
target character's next [Sae . In addition, targets must
Action Phase. | e P | heat wound roll with DEX roll

. ey A or he knocked down. Does
' not afiect airborn targets.
| |, , ¥ Na ta hit roll needed.
:{ Action ? Action
VoD '| EARTH

6'insﬁ'r|hﬁnstVersinn Rev.10 : | O 1896, Playtest Varsion -Rev. 10

@Elemental cnﬁir + oﬁinergvniast

4 different 10 point powers I . Ranged 4D OFF.
| with the same attributes - s I
may be purchased for 0.If "
| Elemental Control is lost, S0
are all powers so

' purchased.
%

Special ' . Action
EARTH L
1O 1396, Playtest Version - Rev. 1.0 . ; I ._h: (O_1936, Playtest Version - Rev. 1.0




Flight Power .
9 FHight. 6D DEF vs. all excent MENTAL
and EMOTION.

Movement Continuous
AIR ENERGY
(O 1996, Playtest Version - Rev. 1.0

€D) Gravity Contror

6D Ranged OFF, each ‘| Put2 +1MASS, and 2 +1STR
success targetcharacter | || counters on character.
gains either: (+1MAS, -1 g Opponents get +2 AUTO to
DEX, -1 MOV or (-1 MAS] for : “ | hit Affect lasts until
numhber of successes in k. ¢ B,  STUNNED.
turns. - s

:| Every other Action | Continuous

VoiD '| EARTH

O 1896, Playtast Vorsion - Rav. 10 | R1 O ﬁnw'uprﬁnﬂud &

£0) Incredible Luck ) InSEcESwar
bt Luck Power

Reroll any one roll the 3D OFF AREA: 6 , targets

character makes, once per ) must heat wound roll with

turn. No character may R INT roll or he at -2 DEX for

have more than one Luck P . . rest of turn.

card. . 5

4 Continuous i ' Action
{'[1]]1}
©. 1986, Paytas orson- o 10

@ Invulnerallllltv to Pllvsmal*

Resist Power Flight Power
6 AUTO successes against 3 Hight.
PHYSICAL based abilities
and damage. Gan be used
in any combination against
STN and HLT damage.

4 Continuous ' Movement
VoID AIR
(1896, Playtest Version - Rev. 1.0 i O 1986, Playtest Version - Rev. 1.0




~ Offense Power

6D DEF vs. METAL damage, 4D
us. other PHYSICAL damage.

Continuous ‘Action
MAGNETIC, EARTH oo B menta

O 1396, Playtest Version - Rev. 1.0

L&) Mind Blast

i Choose target character. Beat
Ranged, 6D OFF. targetin an INT Contest to control

target's next Activation, Movement,
and Action phase. If target wins

" contest, Mind Contol is dispelled.
Each following turn, if not

‘Action ’ ] ! i i ]
MENTAL f ‘ 3 ._f
O 196 8 R0

:r.! l_l[jg_

" Restrict Power
6D OFF each successful
wound also stuns target for
1turn.

‘Continuous ] ‘Action
MENTAL f MENTAL

¢2) Physical Drain

Ranged 4D. Each successiul Counts as 4 Points of Armor
wound indicates that target against V0ID based powers.
traitis reduced by 11or the
rest of the game.

@ Power Ileiensts\&

Action i Continuous
'[1]]1] EARTH

. 1936, Playtest Version - Rev. 1.0 \ : O 1996, Playtest Version - Rev. 10




| ) BazorBlast

Action
AIR

O 1986, Playtest Version - Rev. 1.0

| @ Reflecting Field; (

¢ KX

oD DEF vs. ENERGY, All
damage stopped by Field is
applied to original caster

Continuous
| ENERGY
(O._1996, Playtest Version - Rev. 1.0

i L_r

@ negeneratmn‘&

Tra o'

Recovers 1HLT during
' Recovery Phase.

Continuous
EARTH

1O 1996, Playtest Version - Rev. 10

JIJ JJd.rJJ.J_J

b

|

Action
EMOTION

11O m‘m Version-Rev. 10

£0) 1k Shiel

4D DEF vs. PHYSICAL.

L4

hpontlnuous
MENTAL

O 1996

.

€D Tractor Beam

6D nanged targel moves
(2xsuccesses - MAS of
target] inches towards
character.

Gravity Power

+ Action
'[1]]1]
O . 1996, Playtest Version - Rev. 10

@ Uitra Power’

4 different 15 Ill)llll powers
may he purchased for 0
point each, hut only one
may he active or he in use at
one time. If Ultra Power is

| lost, so are all powers so
nurchasedl.
:| Special

'[1]]1]
O . 1996, Playtest Version - Rev. 10

C4

%0) vigor

Recover an additional STN
|| during the Recovery Phase.

|

b
k

Continuous
EARTH

| 1996, Playtest Version -Rev. 10




€5 void Shield

AREA: 3 . Stops all Non- Ranged, Target MOV is
MENTAL and Non-EMOTION reduced to 0, and target
Damage, Shield cannot he €1 g may make no HTH attacks

seenoutof orinto. No - . . until abletobeataSTRroll |
abilities may penetratethe | = et i of 5 successes. ‘
Shield in or out. i i

I
Continuous i Action

'[1]]1] EARTH
. 1936, Playtest Version - Rev. 1.0 U1 |- O 1996, Playtest Version -Rev. 1.0




RUPACTOnanEs

+1AUTO to avoid hit, -2 AUTO
knockback damage, can
move out of HTH during
action phase up to 3" with
no penaity.

O 1936, Playtest Version - Rev. 1.0

L) Crackshiot

No penalty for Medium
Range.

O 1936, Playtest Version - Rev. 1.0

Roll DEX to dodge hit.

O 1936, Playtest Version - Rev. 1.0

40) Killing Blow

-3 AUTO to hit, attack does
tdouble HLT

O 1936, Playtest Version - Rev. 1.0

+1AUTO to hit and wound
when using HTH

O 19836, Playtest Version - Rev. 1.0

DEXvs Opponent's STR.
Success forces opponent to
discard one HELD GADGET.

O 19836, Playtest Version - Rev. 1.0

10 AU

Reroll initial rolls of 3 when
Dodging EMOTION attacks.

O 1936, Playtest Version - Rev. 1.0

i) Leatership

+1to all intiative rolls for
team. Only one
"Leadership” may be in use
per team.

O 1936, Playtest Version - Rev. 1.0




L) MarialArtist

+2 AUTO to hit and wound
when in HTH.

O 1936, Playtest Version - Rev. 1.0

A1) Martiallpdge

O 1936, Playtest Version - Rev. 1.0

@ MasierMarksmany

+2 AUTO to hit and to wound
when using MISSLE Gadget.

O 19836, Playtest Version - Rev. 1.0

Characteris at-1AUTO to
hit. Character must he
Spotted to be hit.

O 1936, Playtest Version - Rev. 1.0

&01) Martial Biock

Roll STR to Dodge PHYSICAL
based attacks.

O 19836, Playtest Version - Rev. 1.0

i) MarialKick

Roll DEX instead of STR to
wound.

O 19836, Playtest Version - Rev. 1.0

A5) Nene Sirike

-3 AUTO to hit, each wound
that damages also Knocks
Out target for 1turn.

O 19836, Playtest Version - Rev. 1.0

+1AUTO to hit with any
single Power or Gadget.
Stack "Trained" and
affected card together.

O 1936, Playtest Version - Rev. 1.0




