	S:  V                     H  KDx5%
D: H                     V Reroll
Discussing your gun

	Gambling Addiction
PC must be in a place that offers gambling and must have 20,000 units of money with him. They bet all 20k and roll their gambling skill. Critical: 20k xd4; success d100% of 20k. Fail – lose 10k; fumble lose 20k. 1920’s campaign, divide all by 10. (Play as desired if the card is available)


	

	

	S:  V                     H

D: H Reroll          V

Posing dramatically

Heal Vehicle or Steed
Heals one problem or 10HP (players choice) instantly. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V No range

Making gang signs

Major Cyberware Malfunction
PLAY IMMEDIATELY
All cyber ware in a random limb stops working until all of the following rolls are made at half; biology, cyber ware, mechanical repair, computers. If you have no cyber ware, discard this and draw a new card.


	S:  V Dropx5%    H

D: H Setback       V

Cursing your foe

Full House
PLAY IMMEDIATELY
If there are five or more players, everyone draw a card. If not, discard this card and draw a replacement.


	

	S:  V                     H

D: H Cyber malfunction          V

Acrobatics

Sticky Hands
Ignore any ‘drop’ result. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V Flurried

Attacking from a helicopter

Forced Dreaming
Turn a failed dreaming roll into a success if you have 1% or better in the dreaming skill. If the dreaming skill is not being used in the campaign, discard and redraw. (Play after rolling)


	S:  V KDx5%       H

D: H                     V Reinforcements
Firing one pistol in each hand three times each
Rhino Hiding
Play at the beginning of the round before attacked. All physical and magical attacks for this round are ‘no effect’.


	

	S:  V                     H cyber malfunction
D: H                     V

Eavesdrop
PC overhears one conversation within 100’ if they concentrate. Nothing thicker than an average door between you and the conversation. (Play as desired if the card is available)


	

	S:  V                     H

D: H Setback       V

Shooting a random person not involved with the combat

Speed Reading
Half time required to read one text. Play when you start to read the book!


	S:  V                     H

D: H                     V Reroll

Trick

Master Pei
Take two free actions when played (i.e. a double haste). (Play as desired if the card is available)


	

	S:  V                     H Setback

D: H                     V MP regen

Maneuver

Big Throw
Throw anything volleyball sized on down a base range of 100’. Play before throwing.


	

	S:  V                     H

D: H Stunned       V

Taking cover

Happy Pie
Everyone draws one card. (Play as desired if the card is available)


	S:  V                     H

D: H                     V Reinforcements
Waving a flag
Check in Willpower
Give yourself a check in the POW statistic (Play as desired if the card is available)


	

	S:  V                     H

D: H Setback       V

Complementing another PC

Matt Lunn
If you say “ I will roll a critical this time” and then you do, +1 POZ. If you fail to make a critical on your roll, -1 POZ. Do you feel lucky?


	

	S:  V                     H

D: H Setback        V

Dropping anything in both hands

Draw Two
Discard this card, draw two new ones (Play as desired if the card is available)


	S:  V                     H Total heal
D: H                     V

Attack

Get Out Of Jail Free
Escape from jail or loony bin. Note: you will still be a wanted criminal. They didn’t forget you were suppose to be there. They just can’t figure out how you escaped.) (Play as desired if the card is available)


	

	S:  V                     H Inspired
D: H                     V

Any

Linguist
+5% to any one language skill PERMANENTLY. (Play as desired if the card is available)


	

	S:  V                     H Total heal
D: H                     V

Maneuver

Maimed
This is a combination ‘escape’ and ‘opponent fails’ card but the character is left maimed. The character turns up in a condition and a place determined by the GM. Roll d10. 1, eye, 2 ear, 3 nose – drop appropriate skill to half and –d6 APP. 4 cheek –d3 APP. 5 fingers, 6 hand, 7 arm, 8 toes, 9 foot, 10 leg minus 1, d6 or d10 from DEX depending on the amount missing – also -20, -40, -60 from skills.


	S:  V                     H

D: H Roll over cyber                V
skill or berserk 

Wild gesticulations                   
Discard
Any cards you wish and refill your hand. (Play as desired if the card is available)


	

	S:  V KDx10%     H

D: H                     V Total heal
Wit

Free Ride
Allows PC who plays this card to go through a preexisting gate with no MP cost one way. (Play after hearing the MP cost of walking through a gate).


	

	S:  V                     H

D: H Reroll          V

Throwing or dropping something currently held

Expert Psychoanalysis
Every 10 POZ spent allows one level of insanity to be cleared. This allows the character to ‘backfill’. Example: player using this card clears two levels of insanity. They may now pick up insanities at 10 SAN and 20 SAN (unless they haven’t already). Players max SAN must be higher than what is cleared. (Play as desired if the card is available)


	S:  V                     H Reroll
D: H No attack    V Must monologue
Monologuing
Cthulhu Loves You
Ignore any drowning rolls/damage for 2d6 rounds. Play whenever you want.


	

	S:  V                     H

D: H                     V No vamp
Going unconscious

Pull a Gil Grissom
Critical one spot hidden and evidence analysis roll – only works on ‘forensic evidence’. (Yes, you get checks in both skills).


	

	S:  V Reinforcements   H

D: H                     V

Trick

Self Improvement
Gain a permanent plus dice three in any one occupational skill under 90%. Occupational skills are skills that normal people can do as a living. (Play as desired if the card is available)


	S:  V                     H

D: H Reroll          V

Trick

Analyze Device
Gain a vague notion of how something works. This card does not give any skill in the device. The GM may opt instead to give one property of the device. (Play as desired if the card is available)


	

	S:  V                     H Setback
D: H                     V

Slap!
PLAY IMMEDIATELY
Discard this card and two others.


	

	S:  VKDx20%      H

D: H                     V Flurried
Immovable
Ignore any ‘knock down’ results. Play any time you are knocked down.


	S:  V Stunned      H

D: H                     V

Screaming like a little school girl

Fried Laptop
PLAY IMMEDIATELY
One of the parties laptops is now an expensive paper weight. If no lap tops are on the party, one quietly fries itself wherever it is.


	

	S:  V                     H

D: H No attack    V No attack
Sewing

Master Mechanic
No tools or spare parts needed. It just works again if you make your mechanical repair roll. (Play as desired if the card is available)


	

	S:  V                     H KDx5%
D: H No action              V 
Taking cover

The Man Who Has The Lemons 

Understand any babbling an NPC is doing on one topic only. GM has the right to establish limits, etc.


	S:  V No POZ      H Drop x5%
D: H Dropx10%  V

Laughing evilly and lighting a bomb

Gate! 

Roll a ‘dreaming’ skill roll. Success indicates the player is immediately transported to their ‘bind point’ for zero magic points. This is just for you, no passengers. Usable in the dreamlands only. If the dreamlands are not being used in the campaign, discard and redraw. (Play as desired if the card is available)


	

	S:  V                     H KDx5%
D: H Setback       V

Screaming in terror

Seamanship
Permanent +10% added to any one of the skills your choice: navigation sea/air, law (sea), weather forecasting, ship handling, boating, water skiing, naval terms. Note that use of this card may not cause the skill to exceed 60%.


	

	S:  V                     H

D: H Break           V

Dancing (must make dance roll)

Big Black Plot D****
PLAY IMMEDIATELY
NPC of the GM’s choice gets five POZ and refills his hand (draws four cards).


	S:  V                     H KDx5%
D: H KDx5%       V

Attack

Super Snatch
A grapple roll that would normally be made at half may be made at full. (Play before rolling)


	

	S:  V No magic    H

D: H                     V

It’s Not As Bad As It Looks
Convert all ‘real’ damage to ‘stun’ damage. (Play as desired if the card is available)


	

	S:  V                     H Reroll
D: H                     V

Acrobatics

Super Jump
Character can spring forward 10’ from a standing broad jump or 20’ from a running broad jump or leap 6’ vertically from a standing or running start in addition to their normal move. (Play as desired if the card is available)


	S:  V Reroll         H  Dropx5%
D: H                     V  KDx5%
Throwing something

Ultimate Sniper
Times ten range. (Play before rolling)


	

	S:  V                     H KDx5%
D: H KDx10%     V

Trick

Spell Break
Breaks any spell currently on you, players choice which. (Play as desired if the card is available)


	

	S:  V Stunned      H

D: H                     V Stunned
Martial arts

Happy Birthday
Present the GM with this card and your valid drivers license. If today is your birthday, get three POZ instantly. This card may not be regained from the discard pile. (Play as desired if the card is available)


	S:  V                     H

D: H Dropx10%   V Flurried
Smoking

Memory
If the GM remembers, he can remind you of a point you forgot. If the GM doesn’t remember, you’ve spent this card for nothing. Sulk. You need to ask the GM a specific question, bitch! (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V Flurried
Defending

Reverse Dice
Play this card after the dice have been rolled to switch the ones and the tens digit for this roll only.


	

	S:  V                     H

D: H Break           V

Defending

Patriotism
Say something patriotic and refill your hand. (Play as desired if the card is available)


	S:  V KDx10%     H

D: H No POZ       V

Throwing yourself out of the nearest window

All NPC’s Discard All Cards
PLAY IMMEDIATELY



	

	S:  V                     H

D: H Setback       V

Having a Chinese/Mexican stand off

The Little Extra
Plus one damage for you for the entire combat. Any weapon, this affects the character who played this. Play before rolling.


	

	S:  V                     H Reroll
D: H                     V

Wild gesticulations

Damage Flavor
For this damage only it is turned into an element (cold, fire, water, stone – only) – No additional effect unless the creature is especially vulnerable to it. This card may be played along with a bonus damage card. Play before hitting the creature.


	S:  V                     H

D: H                     V Reroll
Maneuver

Instant Up! 

Play when you are knocked down and you are instantly back on your feet.


	

	S:  V                     H

D: H                     V Flurried
Not attacking

Cat Jump
Minus an additional d6 damage from falling. (Play before rolling falling damage).


	

	S:  V Break          H

D: H                     V  KDx5%
Yelling

Player’s Choice
+1 POZ if you turn it in at the end of the adventure OR reroll OR inspire (lose all stun/stun damage).



	S:  V                     H

D: H No cards      V

Maneuver

Player’s Choice
+1 POZ if you turn it in at the end of the adventure OR reroll OR inspire (lose all stun/stun damage).



	

	S:  V Flurried       H

D: H                     V Flurried
Philosophizing on the nature of magic

I Can Do It!
+50% for one roll in a skill of your choice.  (Play as desired if the card is available)


	

	S:  V                     H KDx5%
D: H Setback       V

Trick

Restyle Character
Player may dump any newly acquired (see GM) insanity that is ‘just not working out’ in favor of a different one of the players choice. Lame choices may be GM vetoed. Play as required.


	S:  V Roll over cyber skill      H KDx10%
                   or berserk                    
D: H                     V

Reloading

Stat Rearrange
PC may deduct one point from one stat and add it to another stat. Max 18, min 9 on any stat. (Play at end of adventure only).


	

	S:  V                     H

D: H                     V No magic
Trick

Not Me! 

When the GM is rolling to see who the random attack is aimed for (having everyone do luck rolls, etc) this card ensures that it is not you. Play before the GM rolls to see who is attacked.


	

	S:  V                     H

D: H                     V Break
Attack

Sweetness & Light
Something nice happens to the PC’s – GM option what. Note – this can be used to negate a setback or ‘police’ result, etc. Use it wisely. (Play as desired if the card is available)


	S:  V                     H KDx5%
D: H No magic    V

Trick

Friendly Fire Off
You won’t accidentally hit allies for this combat. (play before you hit someone)


	

	S:  V                     H Total heal
D: H                     V

Attack

Date
PLAY IMMEDIATELY
If you can name the current day, time and year in game without consulting other PC’s or the GM, refill your hand.  If not, discard this card.


	

	S:  V                     H

D: H                     V Setback
Taunting a foe

Have an NPC Draw Four Cards
One NPC (players choice) may now participate in card play for the remainder of the session or scenario whichever comes first. If any other card is drawn that allows an NPC to use cards, the previous cards are immediately discarded. Only one NPC (good or bad) may have cards at one time.


	S:  V Reinforcements   H

D: H KDx10%     V

Wit

Oh Cruel Fate
Bad guy of the GM’s choice gets four cards. If another NPC is involved in card play or becomes involved, this is negated. Or at the GM’s option, he can draw new cards a different NPC.


	

	S:  V                     H

D: H                     V Cyber malfunction
Three Of A Kind
Hi! I’m Troy McClure! You might remember me from such card games as ‘Chutes and Bunnies – the Slaughter House version. Turn in this card and any other three that have the Simpson’s pictures on them for a refill. (Play as desired if the card is available)


	

	S:  V                     H Flurried
D: H KDx10%     V

Gnashing your teeth

The More Creative “I’ve Got It Here Somewhere” Card 

May pull out any item (subject to GM approval) from trench coat (or clothing) but it must not be a weapon. Single item only, no sets of stuff. (Play as desired if the card is available)


	S:  V                     H Reroll
D: H                     V

Trick

Master Researcher
Turn a failed library use into a critical. Play after failing a library use roll.


	

	S:  V                     H KDx5%
D: H KDx10%     V

Supporter Refill 

Tell your buddy to refill their hand. Must be played on someone who is involved with card play. If you are playing solo, you may use this to refill your own hand. Play whenever you want.


	

	S:  V                     H -1 real HP
D: H                     V -1 real HP
Casting a spell

Am I Being Followed? 

Automatic success in counter surveillance. (Play as desired if the card is available)


	S:  V                     H

D: H Something good    V
Shooting a bow or crossbow
Group Psychic Powers
When this card is played, anyone who has 20 POZ or more (and whose ‘path to power’ does not exclude psychic powers) may IMMEDIATELY spend 10 POZ to get a completely random psychic power. You are stuck with whichever one you roll unless you get one you already have. No POZ or cards may be used to alter the result and the POZ are gone whether you like the power or not. The psychic power starts at INTx2%. Play whenever you want.


	

	S:  V                     H Reroll
D: H                     V

Gripping a sheathed/holstered weapon

Armor Piercer 2
Ignore up to ten points of armor with this strike. Play before rolling damage.


	

	S:  V                     H

D: H KDx10%     V Flurried
The Gods Hate You
PLAY IMMEDIATELY
Discard ALL of your cards no trading and refill your hand.



	S:  V                     H KDx5%
D: H No cyber     V

Any

The Gods Hate You
PLAY IMMEDIATELY
Discard ALL of your cards no trading and refill your hand.



	

	S:  V                     H mark off one piece of gear
D: H                     V

Jumping something - on foot or in a vehicle

Wake Up! 

This is the only card that may be played while you are unconscious. This may be played on another character as well. This causes the recipient to awake from any sleep, unconsciousness or catatonia or mind control. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V  Flurried
Taking damage from a foe

Unusual Skill Hobbyist
Permanent skill increase. Any write in skill below 30% gets a permanent +10%. This does NOT include languages. (Play as desired if the card is available)


	S:  V                     H

D: H                     V Reinforcements
Defending
Equalization
PLAY IMMEDIATELY
Negative one from your highest stat! No POZ to get around it – suck it up butter cup.


	

	S:  V Reinforcements   H

D: H                     V

Defending

Mensa International
Gain a check in INT (Play as desired if the card is available)


	

	S:  V Cyber malfunction         H

D: H                     V

Philosophizing on the nature of life

Post Traumatic Stress
Roll d3 (fight, flight, freak); if you’ve never undergone any san loss, discard this card and ignore it. Otherwise, enjoy d10+4 rounds of fun.


	S:  V Setback       H KDx20%
D: H                     V

Wit

Heal

Heal 2HP instantly, self or other. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V Setback
Standing idle

Jury-Rig
Repair object without the proper tools utilizing whatever is provided (you must have something to work with!). The repair takes one combat round. (Play as desired if the card is available)


	

	S:  V                     H No cards
D: H Dropx5%    V

Taunting a foe

Horribly Maimed
Regardless of the normal damage, the character is left at 3HP. Sadly, the character is missing something major. D4 – right arm, left, right leg, left (at shoulder or hip). All skills involving the missing body part, subtract 60%. Play whenever you have taken a lot of damage and feel desperate.


	S:  V                     H

D: H Setback       V

Posing dramatically

Amazing Greed
You may not trade any cards with others when this card is drawn. To keep this card, you must immediately discard all of your other cards. You no longer get cards nor participate in card play. This is your only card until you voluntarily discard it, or it is lost by a card forcing you to discard it OR the POZ reward is given for the adventure. This card gives the character five extra POZ. Expires at 2am.


	

	S:  V                     H Inspired
D: H                     V

Any

Quicker Picker Upper
Pick up one inanimate object as a simple action. (Play on your combat action).


	

	S:  V No magic    H KDx5%
D: H KDx10%     V

Grinning

Cyber Psychosis
PLAY IMMEDIATELY
Roll under your ‘cyber’ skill. Success indicates you berserk (attack closest standing) for 4d6 round. Failure means discard this card. Fumble means draw two cards as you actually feel better for having cyber ware. If you have no cyber skill, discard this card and draw a new card.


	S:  V                     H Setback
D: H                     V

Trick

Death God
During this combat scene only – do not keep track of your ammo. At the end of combat, you inexplicably use any ammo. Note if you are completely out of ammo and this gets played, it won’t do you any good till you get at least one bullet. (Play at the beginning of combat).


	

	S:  V                     H

D: H                     V

Blowing something up

Cram Course
For one POZ, the character may pick up 10% in any standard skill that starts with a base of zero. Anything not listed or that the player has higher than a zero may not be chosen. Any standard language is OK to choose. See GM for details. (Play as desired if the card is available)


	

	S:  V                     H

D: H No attack    V

Claiming you are not drunk or on drugs

Overactive Imagination
Ignore d6 points of any SAN loss. You must play this when rolling the SAN loss.


	S:  V                     H KDx10%
D: H KDx20%     V Reroll
Wit

Effects of a Dissolute Lifestyle
PLAY IMMEDIATELY
If your character has an addiction to drugs and or alcohol, roll d8. CON, APP, DEX or no effect. POZ and cards may be spent on this roll if desired.  (Don’t do drugs kids!)


	

	S:  V                     H No range
D: H                     V

Firing one pistol in each hand three times each

”I can take it coach!”
Instantly heal up all damage, self only. Play whenever you want but you can’t take death damage then heal it.


	

	S:  V                     H

D: H Cyber malfunction          V

Firing your gun(s)

Cash In
Turn this card along with three Nada’s to refill your hand. (Play as desired if the card is available)


	S:  V                     H

D: H                     V Reroll
Trick

Comprehension
+25% language one book only. (Play before rolling)


	

	S:  V                     H

D: H                     V No range
Making muscles/flexing

Butterfingers
Target drops all held items. No effect if the items are strapped on, etc. (Play as desired if the card is available)


	

	S:  V KDx10%     H

D: H No attack    V

Maneuver

Invasive Spell
PC playing this can lower any NPC’s magic resistance by -25% for the round in which it is played. (Play at the beginning of the combat round).


	S:  V -1 real HP   H

D: H                     V

Old Age Is Catching Up To You
PLAY IMMEDIATELY
If your character is over 30 years old, roll d8 STR, CON, DEX no effect – stupid doctors. You may spend cards/POZ on the roll. If you are under 30, discard this card.


	

	S:  V                     H KDx10%
D: H                     V

Posing dramatically

Everybody’s A Winner! 

This card must be saved till the end of the adventure when it may be played. Everyone has – on one stat of their choice – has rolled a ‘7’ for the 2d6. (You need a check in the stat for this to help).


	

	S:  V                     H

D: H                     V Reroll
Maneuver

Crime Scene Cover Up
All physical evidence that you stupidly left at a crime scene goes away. If the evidence was already collected it disappears from CSI. Grissam is irritated.  (Play as desired if the card is available)


	S:  H No cards     V
D: V                     H
Posing dramatically

Pick One Lock
No roll required, you do get a check in lock picking. Takes d4 combat rounds to pull off. (Play as desired if the card is available)


	

	S:  V                     H

D: V                     H
Doing something silly

Fickle Fleeing Fame
PLAY IMMEDIATELY
Person drawing this card must roll for the organization he belongs to. App x1/2 +10 fame, APP x1 +5 fame, App x2 or x3 0 fame, App x4 -5, App x5 -10, fumble -25 fame. If the organization possesses multiple types of fame, the person may choose BEFORE rolling.


	

	S:  V                     H

D: V                     H
Not attacking

Hollow Victory
PLAY IMMEDIATELY
Discard all victory cards immediately.


	S:  V Flurried       H

D: V Flurried       H
Crawling under a table

Nope! 

Hold on to this card until you or someone else gets one of those annoying ‘play immediately’ cards. You may choose to counter it with this card. (This cannot counter one that has already gone on before.) (Play as desired if the card is available) 



	

	S:  V                     H

D: V                     H
Not attacking

Nope! 

Hold on to this card until you or someone else gets one of those annoying ‘play immediately’ cards. You may choose to counter it with this card. (This cannot counter one that has already gone on before.) (Play as desired if the card is available) 



	

	S:  V                     H

D: V                     H
Making ‘martial arts’ noises

Break Free! 

Use this round (the whole round) to get free. All grapples currently on you as well as any non-magical bindings (hand cuffs, etc) fall away. This does not get you out of a cage. Play at the beginning of your round.


	S:  V                     H Setback
D: V                     H Setback
Dying

Critical Thinking
Instead of rolling, play this for automatic success in an evidence analysis or INT roll. Yes, you get a check. (Play before rolling)


	

	S:  V                     H

D: H                     V

Gothic Revival
If you are playing a vampire, you may spend 10 POZ to gain one extra vampiric ability. If you are not playing a vampire, this card has no effect. If nobody in the entire group is a vampire, discard and redraw. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V

Indomitable Will
Allows character to completely resist any sort of mind control for d10 rounds, starting with the round played. If the character is controlled when this card is played, this card breaks the control and keeps the control from taking place for d10 rounds if the enemy is able to reestablish control.


	S:  V                     H

D: H                     V

Multi-Kill
Play before shooting. Player does not have to split percentage to hit multiple targets. Max of 180 degree field of fire. Note: may be used with the ‘death god’ card for nasty effect.


	

	S:  V                     H

D: H                     V

”I can drive that tanker.” (The Road Warrior)
Immediate +d6% skill to any vehicle skill under 50% upon viewing the vehicle. Pictures don’t count. Yes, you may count ride-able mounts such as horses, buggies, etc. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V

“I’ll be a great wizard someday – just you wait and see!”
Get a check in the essence statistic. (Play as desired if the card is available)


	S:  V                     H

D: H                     V

That Will Leave A Mark
Regardless of normal damage, the character is left at 3HP. Roll d10 to determine what is gone. 1 eye 2 ear 3 nose (drop spot, listen or smell by half and –d6 APP permanently.) 4 –d8 APP. 5 fingers 6 hand 7 arm 8 toes 9 foot 10 leg (subtract d10 DEX and -20%, -40% or -60% from all related skills. Play after taking damage when desperate.


	

	S:  V                     H

D: H                     V

Bulletproof
Ignore all vehicle damage this round. Play at the beginning of the combat round.
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