	S:  H                     V  Break
D: V                     H

Inflicting damage

	Hand Guns +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	

	S:  H                     V

D: V                     H  Setback
Intimidation

Heavy Ordinance +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H  Setback
Attack

History +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H Weird          V Break
D: V                     H  Weird
Inflicting damage

Intimidate +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H

Any

Jump +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H  No vamp
Shooting another PC (you must hit)

Jump +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V Flurried       H

Wit

Law +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H KDx5%       V

D: V Reinforcements   H  KDx10%
Defending

Library use/Research +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H  KDx10%
Letting out a battlecry

Locksmith +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V  Total heal   H

Posing dramatically

Mechanical Repair +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H No range     V

D: V                     H

Medicine +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H KDx10%     V

D: V Reinforcements   H

Acting drugged or drunk

Medieval Weapons +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V                     H  No cyber
Discharging a firearm into the air, hitting nothing aka ‘Celebratory fire’

Memory +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V No cyber     H

Any

Missile Weapons +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V MP regen     H

Attack

Motorcycle +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V                     H

Drawing a weapon

Natural Weapons +20 
Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V MP regen     H

Screaming in terror

Navigate +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H

Navigating

Occult +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V                     H  No magic
Any

Operate Heavy Machinery +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H Flurried       V

D: V Flurried       H

Making some sort of religious zealot statement

Pharmacy +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V  Setback
D: V KDx5%       H

Maneuver
Pilot +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H Reroll          V

D: V                     H

Acrobatics
Pilot Zeppelin +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H

Using psychic powers
Prestigiation/Pick Pockets +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V Reroll          H

Being melodramatic

Psychic Abilities +20

Play Before Rolling.  This is a one-shot bonus to the skill.  (If these are not used, discard and draw a new card.)



	S:  H No magic    V

D: V                     H

Grapple

Psychology +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H KDx5%       V

D: V                     H  KDx5%
Laughing evilly and rubbing your hands together

Psychoanalysis/Psychology +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H

Making a stat roll
Rotary Aircraft +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V                     H

Any
Religion +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H  Auto drop
Threatening Andrew with monkeys

Riding +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H KDx5%       V Dropx10%
D: V                     H  No magic
Any

Rifle +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H KDx5%       V

D: V Police          H  KDx10%
Traveling through time

Rocket Launcher +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V  Defend only
D: V                     H

Trick

Science +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V  No magic   H

Wise cracking

Seduction +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V KDx10%
D: V Inspired       H

Any

Siege Engines +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H

Obscene gestures toward foe
Singing +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H Break free   V

D: V Break free   H

Breaking free
Smell +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V Skill +10%  H

Swinging a chain

Spell Casting +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H  No cards
Stealth +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H

Acrobatics
Surveillance +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H                     V

D: V                     H  -1 real HP
Wit

Swimming +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H KDx5%       V

D: V                     H

Wailing in fear

Taste +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H Dropx5%    V

D: V Something good   H Dropx10%
Posing dramatically

Trapping +20

Play Before Rolling.  This is a one-shot bonus to the skill.



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

Reloading

Touch +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H KDx20%
Encouraging the other PC’s

Voodoo Lore +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H Cyber malfunction
Trick
Wine Lore +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	S:  H Magic item ceases to      V
                   function for this scene                    
D: V                     H  NO magic
Screaming in terror

Write In Skill +20

Play Before Rolling.  This is a one-shot bonus to the skill.



	

	S:  H                     V

D: V                     H  Cyber malfunction
Defending
Inauspicious omen

PLAY IMMEDIATELY
Discard all of your cards immediately, no trading. Draw one card in compensation.


	

	S:  H                     V

D: V Reroll          H

Drawing a weapon

Pulp Fiction Fighter
Character is immune to stun damage, taking only real damage (if any) and knock back. Duration is for the combat or to the next lull. (Play before taking damage)


	S:  H                     V

D: V Reinforcements   H

Drive by shooting

A Plethora of Penguins
Replenish your food stores. (Play as desired if the card is available)


	

	S:  H                     V Dropx20%
D: V                     H  Dropx10%
Wit

Fit as a Fiddle
Check in constitution (Play as desired if the card is available)


	

	S:  H                     V

D: V Break          H

Attack

Socialized Medicine
Everyone who has cards heal 2 HP immediately. (Play as desired if the card is available)


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

Screaming in terror

Rags to Riches
PLAY IMMEDIATELY
Everyone discards all nada cards and draws a like number of cards from the deck.


	

	S:  H                     V

D: V                     H  Reroll
Singing “Happy Birthday”

Special Day
As long as this card is in your possession, any date cards (birthday, holidays, etc) are automatically the right date. This card is discarded when used.


	

	S:  H                     V

D: V                     H  Reinforcements
Posing dramatically
Left for Dead
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 d8: 1: eye gouged out, reduce find to half, 2: ear missing, reduce listen to half, 3: foot missing – negative 40% from the skills, 4: leg missing minus 60% from the skills, 5: hand missing subtract 40% from the skills 6: arm missing subtract 60% from the skills. 7: scar under normal clothing 8: big visible scar. Play after you take a bunch of damage and are desperate.


	S:  H                     V

D: V Setback       H

Taunting a foe
More Loot!
Double monetary loot (May only be played at the end of the adventure after all card cycling is done)


	

	S:  H                     V

D: V -1 real HP    H

Wit
Hive Mind
The game pauses, all PC’s can trade cards. When the PC’s choose to resume the game, the effects of this card end. NPC’s who have card play enabled via the ‘have an NPC draw four cards may be affected with this card. (Play as desired if the card is available)


	

	S:  H                     V

D: V                     H

Throwing a spear at someone
Anti-Greed
PLAY IMMEDIATELY
All greed cards are discarded immediately (i.e. get rid of them)



	S:  H                     V

D: V Reinforcements   H

Defending
Anti-Greed
PLAY IMMEDIATELY
All greed cards are discarded immediately (i.e. get rid of them)



	

	S:  H Reinforcements   V

D: V                     H

Acrobatics
Hole Card
When this card is ‘in play’ it may not be lost or discarded unless the player wishes it. Once a card is placed under the ‘hole card’ that card is protected until it is used at which time the hole card is also discarded. The hole card may not be changed once set. (Play as desired if the card is available)


	

	S:  H                     V

D: V                     H

Making obscene gestures
Reduce/Minimal
After hearing the damage, play this to reduce all dice to ones. For example, if you are taking 3d6+5, you take 8 damage total. Play before taking damage.


	S:  H                     V

D: V Cyber malfunction         H

Short, dramatic speech
Sole Survivor
PLAY IMMEDIATELY
everyone but you discards all of their cards immediately, no trading.


	

	S:  H                     V

D: V No range     H

Making pirate noises
Sole Survivor
PLAY IMMEDIATELY
everyone but you discards all of their cards immediately, no trading.


	

	S:  H Gun breaks  V

D: V                     H Gun breaks
Attack
Booby Prize
Anyone who has no cards draws one card (Play as desired if the card is available)


	S:  H                     V No POZ
D: V                     H

Posing dramatically

Orb of Knowledge
Play this the next time you’re asked to draw a card. Instead of drawing one, draw three and discard the two you don’t want.


	

	S:  H                     V

D: V                     H

Pretending you are a dragon

I’ve Got It Here Somewhere
The item must be something you can pull out of a trench coat. It must be a singular item, not a set of items. The GM may allow or disallow items as he sees fit. This card is void in Canada as they don’t litter there. (Play as desired if the card is available)


	

	S:  H                     V Reroll
D: V                     H  KDx10%
Attacking someone with an unusual weapon

The Gods Despise You
PLAY IMMEDIATELY
Immediately discard all of your cards, no trading


	S:  H                     V

D: V No attack    H  No attack
Having a Mexican or Chinese standoff

Discard One Piece of Gear Immediately
PLAY IMMEDIATELY
Must be a good piece of gear, GM option. Note: this should be an actual useful piece of gear. If you can’t pick one the GM will. GM will also negate any choice of the PC’s he sees as stupid or something just chosen to get around this card


	

	S:  H Flurried       V

D: V                     H No POZ
Jumping

Do You Feel Lucky?
Double critical range. If you can’t figure out the correct critical range without help this card is void. (Play before rolling)


	

	S:  H                     V

D: V Flurried       H

Throwing a hand grenade

Forced Trade
Discard this card, give any card you want to give to another person with cards and take one of their cards. Ignore their protests. Lean forward and announce ‘ha’ loudly to them. (Play as desired if the card is available)


	S:  H Flurried       V

D: V                     H KDx10%
Pistol whipping a foe

Fancy Flying
When engaging in aerial combat, this allows the player to get in tight behind their target. Hopefully, they have a nice mounted gun to use. (Play at the beginning of your round).


	

	S:  H                     V

D: V                     H KDx20%
Throwing up (do NOT physrep!)

The Family Card
PLAY IMMEDIATELY
Ignore this card if anything bad has happened to your family within the last game year. Each family member you have within your immediate family (i.e. wife, kids) you gain d6 SAN.


	

	S:  H Total heal    V

D: V                     H  Total heal
Playing with your hair

Fu** your couch!
PLAY IMMEDIATELY
No trading, everyone immediately discards two cards.


	S:  H                     V

D: V                     H

Pimp slappin’

Big Jim Slade
Play this instead of rolling for a STR check and it is as though you have a STR of 30 and rolled an ‘01’. Effects last for one round and don’t help in damage against foes.  Additionally, you get a check in STR! (Play before rolling)


	

	S:  H                     V

D: V                     H  Reroll
Trick

Nobody is Useless
Your weapons are able to hit creatures that magic only weapons are required for this entire combat. (Play before rolling)


	

	S:  H  No POZ     V

D: V                     H

Taunting a foe

Down to the wire
PLAY IMMEDIATELY
Everyone immediately (no trading) discards all cards but one.


	S:  H                     V

D: V                     H

Using a flintlock

Reach Out and Touch Someone!
Times three range for any weapons. (Play before rolling.)


	

	S:  H                     V

D: V Setback       H

Trick

Person To Your Left
PLAY IMMEDIATELY
Must discard all of their cards. If you are playing solo, just discard this card and look smug.



	

	S:  H                     V

D: V Setback       H

Falling down

Numbers To Letters

PLAY IMMEDIATELY
Everyone must immediately discard all cards that add a +#% to a skill. Everyone may then draw one new card per card they discarded from this.


	S:  H Reroll          V

D: V                     H Dropx10%
Maneuver

Alex Kinley Card
Throw something unwieldy (i.e. the GM has penalized your throw skill) at only half the penalty the GM has assigned. Note: This is only applied to the penalty for throwing something awkward. For heavy things or two much range, you need different cards. Play before rolling.


	

	S:  H                     V

D: V Reinforcements   H

Wit

More Sanity For Me! 

If played when SAN awards are given at the end of the module, +d4 SAN.


	

	S:  H                     V

D: V                     H No vamp
Wild gesticulations

Seven
Congratulations, you have just rolled a 7 on 2d6 for your statistics check. Play only at the end of the adventure when card cycling is complete.


	S:  H                     V Flurried
D: V                     H

Claiming to be someone you’re not

Yin/Yang
PLAY IMMEDIATELY
no trading, everyone discards all of their cards and refills their hand.


	

	S:  H Cyber                    V
             malfunction                    
D: V                     H  KDx5%
Threatening the bad guy

Yin/Yang
PLAY IMMEDIATELY
no trading, everyone discards all of their cards and refills their hand.


	

	S:  H KDx5%       V

D: V                     H No vamp
Falling down

”It keeps going and going and going and…”
For a spell which may be maintained or have a duration beyond one round, this allows for the spell to continue for d6 rounds extra at no additional MP cost past when the spell should end. Play when the spell is successfully cast.


	S:  H                     V

D: V                     H KDx10%
Grinning

Do It Again
This card is the only way to have a chance of multiple stat up. Must be held till the end of the adventure. Immediately after attempting a stat up, if the PC has a card for a check in the stat, they may play this card then that to make another check to see if that stat increases. (Play only at the end of adventure after all card cycling is done.)


	

	S:  H                     V

D: V                     H

Grapple

Magical Immunity
Invulnerable to magic for the entire round if played at the beginning of the round.


	

	S:  H KDx5%       V

D: V                     H KDx10%
Trick

Critical
Play this before rolling. It’s a critical. This commemorates Alex Kinley’s second trip to Japan to build a Shinto temple.


	S:  H                     V

D: V                     H

Flapping your arms like wings and making ‘kaw’ noises.

Setback

PLAY IMMEDIATELY
The players are setback somehow, up to the GM how.



	

	S:  H                     V

D: V Reinforcements   H

Doing something with cyberware

Murder in the Dark! 
Ignore any negative modifiers given for lighting for the next hour. Note: if the GM has not stated any penalties due to lighting then this card doesn’t help. Note: if you can show a valid out of game British passport the effect lasts double the time. (Play before rolling)


	

	S:  H Stunned       V

D: V                     H

Jumping
Rapid Card Cycler
Draw ten cards. Keep the one you like. Discard the rest. (Play as desired if the card is available).


	S:  H                     V Dropx10%
D: V                     H  Flurried
Maneuver

Gun Fu
In addition to normal action, the character may dodge all incoming attacks at full skill this round. Play at the beginning of the combat round.


	

	S:  H                     V

D: V                     H

Telling someone what the worst thing you’ve ever done is
World of Pain
PLAY IMMEDIATELY
Everyone immediately discards all of their cards and does not refill their hand.


	

	S:  H                     V

D: V                     H Mark off one piece of gear
Posing dramatically
Drinking Beer With Your Feet
+20% to drinking beer with your feet. (Play before rolling)


	S:  H                     V

D: V                     H Cyber malfunction
Kicking someone’s pet
Bouncer
With a successful grapple attack, the player can grab the opponent and throw him 10’ plus or minus one foot per point of STR vs. target’s size. Target suffers an automatic knockdown if thrown one foot or more. (note: victim takes d6 stun per 10’ called. The Big Jim Slade card with this card count your STR as 30 for purposes of this throw. (Play before rolling the grapple attack.)


	

	S:  H No vamp     V

D: V                     H

Inflicting damage
”I just don’t get it…”
Automatically fail your idea roll after five or more SAN is lost. All of the usual effects of lost SAN are still experienced but no temporary insanity is experienced. Play when GM tells you that you go nuts.


	

	S:  H                     V

D: V                     H

Defending 
Bag of Lye and a Shovel
Make any one body disappear permanently. (Play as desired if the card is available)


	S:  H                     V

D: V Total heal   H

Drawing a weapon
Group Insta-POZ
Everyone in the group gains a POZ. This card may NOT be ‘master planned’. (Play as desired if the card is available)


	

	S:  H                     V

D: V                     H

Being in the dreamlands
Gun Maintenance
PLAY IMMEDIATELY
On your best gun (most used, most expensive) someone must roll ‘gun smithing’ to upkeep it. For flechette guns, also roll ‘electronic repair’ and ‘computer repair’


	

	S:  H KDx5%       V

D: V                     H KDx10%
River dancing

The Gods Despise You
PLAY IMMEDIATELY
Discard all of your cards. Do not refill your hand. Sulk.


	S:  H                     V

D: V                     H

Telling the GM what a great adventure it is and sounding sincere
Random Diet Fad
Roll d6, 1-3 -1 SIZ, 4-6 +1 SIZ. No cards or POZ to influence this roll. (Play as desired if the card is available)


	

	S:  H                     V

D: V No attack    H  No attack
Dreaming

Lock It In
This card doesn’t carry over to different play days. Play this card and all ‘victory’ cards; the POZ award is still at the end of the adventure. You can hold on to this as long as you want but if you get a card that makes you discard it, too bad. This card allows the players to clear their hands of victories but still gain the benefit so long as the adventure ends before the session. (Play as desired if the card is available)


	

	S:  H                     V KDx5%
D: V                     H KDx5%
Being melodramatic

Disappearing Book
PLAY IMMEDIATELY
One book owned by you goes away. The book must have been owned over one week. The player must turn into the GM the book handout as well.


	S:  H                     V Dropx20%
D: V Reroll          H Dropx10%
Conrad Eckley
PLAY IMMEDIATELY
Has decided to change things a bit. Everyone pass all of your cards to the person to your left. (PLAY IMMEDIATELY) Pooled stays pooled etc. NPC’s ignore this.


	

	S:  H                     V

D: V                     H Setback
Library research

”What’s behind door #2?”
PLAY IMMEDIATELY
Draw the top ten cards. Play all ‘play immediately’ cards (consult GM for the order)


	

	S:  H                     V

D: V                     H KDx5%
Running away

I Pull a Dr. Fulton!
+3 HP to any successful first aid or medicine roll for the target. (play before rolling a successful first aid roll).


	S:  H KDx5%       V

D: V                     H KDx10%
Posing dramatically

Spark of Divinity 

Choose one statistic. Fail that STAT x5% to gain a permanent +1 to that stat. Declare before rolling. (Play as desired if the card is available)


	

	S:  H                     V

D: V Reroll          H

Trusting Soul
PLAY IMMEDIATELY
– all players who have no firearms on them nor have a damage bonus may draw a card.


	

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

Attack

Time Waster
The player of this card gives up one of their rounds to waste the round of one NPC. The NPC is effectively distracted, out maneuvered, confused, etc and may not act this round. (Play at the beginning of the round).


	S:  H                     V

D: V                     H

Maneuver
Triple Spell Range
Times three spell range. Play before casting the spell.


	

	S:  H No range     V

D: V                     H

Taking cover

True North
Turn a failed ‘navigate’ roll into a success. Play after failing a navigation roll.


	

	S:  H                     V

D: V                     H Setback
Throwing something

Instant Disguise 

The character may assume any general guise. You can not copy any specific people. Must be humanoid. This disguise requires a critical ‘spot hidden’ roll to pierce. Good for one day maximum or until removed, whichever comes first. (Play as desired if the card is available)


	S:  H                     V

D: V Flurried       H

Taking damage from a foe
Residual Self Image
Erase all dreamlands statistics and special abilities of the form. Copy your stats from the waking world to the DL stats. This gets rid of curses but take negative one favor with whatever god/being put the curse on you. Dreamers are so annoying. If dreamlands are not used, discard and redraw. (Play as desired if the card is available)


	

	S:  V                     H
D: H                     V
Magi Item Goes Bye Bye
PLAY IMMEDIATELY
One of the PC’s magic items disappears. The only exempt ones are the ones the PC’s have invested permanent ESS into. The magic item to disappear goes in this order: PC who drew this card, all PC’s, PC’s stash. Consult the GM if there is confusion.


	

	S:  V                     H

D: H                     V Setback
Trick

Unjam Gun 

Given one round, this unjams any one gun. Play whenever you want.


	S:  V Cyber malfunction         H KDx10%
D: H                     V

Maneuver

Multi-Tasking 

This round, do any three skills at half chance. (Play before rolling)


	

	S:  V                     H

D: H                     V Refinforcements
Spitting at the bad guy (do not physrep)
Brooding Enemy
If you have a negative favor with any NPC, decrease your level by one with that NPC (a negative one goes to a negative two, etc). If you have multiple negative contracts, choose one. If the enemy is under negative ten, ask the GM to have him attack you when convenient.


	

	S:  V                     H

D: H                     V Flurried
Declaring war

Dual Wield 

Both weapons are at full skill/percent this round with no penalty for wielding two weapons at the same time. (Play before rolling)


	S:  V                     H

D: H                     V Reinforcements
Doing anything in or on the water that requires a roll and making said roll
Whip Crack Intimidate 

After succeeding in an intimidation roll to cause all onlookers to lose an additional 1/d4 SAN. You are a scary dude. Play after rolling a successful intimidation.


	

	S:  V                     H Defend only
D: H                     V KDx10%
Cheering

Killing Is Wrong
PLAY IMMEDIATELY
If you have any points toward ‘cold blooded killing’, discard all cards immediately. If you have no points toward cold blooded killing, refill your hand.


	

	S:  V No vamp     H

D: H                     V

Maneuver
A Full Clip is a Happy Clip
Pick any one of the clips on you, including the one in your gun, to become full. (Play as desired if the card is available)


	S:  V                     H

D: H Dropx10%   V Inspired
Any

Scry
Take the top ten cards, look at them. Put them back in any order you wish. (Play as desired if the card is available)


	

	S:  V                     H KDx10%
D: H                     V

Defending
Fancy Moves
Immediately upon completing a successful martial arts roll, you may immediately take another full action.


	

	S:  V                     H

D: H                     V Reroll
Waving something around and making light saber noises
Easy Cyber Install
Play this card when you have cyber ware installed (can’t be played early) for d6 less SAN loss. If cyber ware is not being used in the campaign, discard and redraw.


	S:  V KDx10%     H Free hostage
D: H                     V

Holding up an object and laughing manically
Comradery
Iif played at the end of the mission, +d4 SAN for the entire party.


	

	S:  V KDx10%     H

D: H  No range    V

Threatening kids
Fancy Footwork
If a successful martial arts attack is made, +1 full action this round.


	

	S:  V                     H

D: H                     V Roll over cyber skill 
                                                                 or berserk
Skiing
Oh Oh!
PLAY IMMEDIATELY
Five POZ are added to an NPC of the GM’s choice.


	S:  V                     H

D: H                     V Reroll
Manuever

POZ Rate An NPC
NPC must be well known, involved in at least two adventures and GM approval must be given. NPC starts at 5 POZ. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V Reroll
Shaking fist at foe

Bad Mojo
PLAY IMMEDIATELY
All players drop to 2 MP.


	

	S:  V Something good            H KDx5%
D: H KDx20%    V

Posing dramatically
Lucky Day
Turn a failed luck roll into a success. Yes, you get a check in APP. (Play after failing a luck roll)


	S:  V                     H Break
D: H                     V

High-fiving another PC
I Am The Night
Normally, each level of separation of the age bracket of a level gives a 10% cumulative chance of gaining a vampiric power when killing an older vampire through draining. This card doubles that chance. If nobody in the group is a vampire, discard and redraw. (Play as desired if the card is available)


	

	S:  V No cyber     H

D: H                     V KDx5%
Any

Super Sprint/Waddle
Move 30’ with a failed running roll, 90’ with a successful one. (Play before rolling)


	

	S:  V                     H

D: H                     V Defend only
Defending

Feeling Paranoid?
PLAY IMMEDIATELY
If you have -10 favors with any NPC one of them (GM choice) does something bad to you. Ask the GM to fit it in when he has the time.


	S:  V                     H

D: H KDx10%     V

Pretending to be a monkey
Slip Up
“Oh, I shouldn’t have said that…I should not have said that…- Haggrid. 

Causes the NPC to say something they will probably regret. (Play as desired if the card is available)


	

	S:  V Setback       H

D: H                     V

Breaking something
Armor Piercer1
Ignore up to five points of armor with this strike. Play before rolling damage.


	

	S:  V                     H

D: H                     V Police
Posing dramatically

The Blues Brothers
Completely nullifies any explosion damage. The entire block could literally be brought down and the character can get up and dust himself off. This may be played after the explosion damage has been called. Note: if the character is attempting to ‘kamikaze’ with a bomb, screw you, take full damage. Play immediately after getting blown up.


	S:  VDropx10%   H Dropx5%
D: H                     V Flurried
Reading a book

I Know Too Much
Automatically critical success in one Cthulhu mythos roll but pick up one point in your Cthulhu mythos skill for doing so. Play instead of rolling.


	

	S:  V                     H

D: H                     V Reroll
Trick

Babelfish
If you make your language roll (just one language) you have succeeded for the adventure, even if you are not fluent. (Play before rolling)


	

	S:  V                     H Reroll
D: H                     V

Screaming in terror
Fancy Footwork
Immediately upon completing a successful acrobatics maneuver, you may immediately take another full action.



	S:  V                     H KDx10%
D: H KDx10%     V Reroll
Throwing or dropping something currently held

Peasant Disguise Kit
Produces one ‘peasant disguise’. This is clothing for a medieval peasant – make up, false nose and back hump included. This disguise lasts for one scene. (Play as desired if the card is available)


	

	S:  V                     H Police
D: H                     V Total heal & 
                                                 MP regen
Calling the bad guy a name
Vehicle Chase Advantage
Driver of the vehicle may describe a neat maneuver they wish to do and attempt to roll at full skill. Anyone chasing must roll at half skill. (Play before rolling)


	

	S:  V                     H

D: H Mark off one         V
             piece of gear                    
Wit
Slick Card Play
Replace this card in the discard pile for one you like better. (Play as desired if the card is available)


	S:  V                     H Reroll
D: H                     V

Acrobatics
The Man Has Unexpected Connections
You are ‘acclimatized’ in any one city of your choice. Streetwise (etc) rolls are no longer at half in acclimatized cities. Record these cities on your sheet. (Play as desired if the card is available)


	

	S:  V                     H

D: H                     V Flurried
Making martial arts noises

Obscure Knowledge 

+1% - permanent to any skill (Play as desired if the card is available)


	

	S:  V                     H

D: H Cyber malfunction         V

Falling down
Outdoors Person
Permanent +10% to your choice of one of the following – parachuting, skiing, a specific type of survival or trap building. No skill can be increased past 60%


	S:  V                     H Flurried
D: H                     V

Attack
Snap Out Of It!
+2 SAN self or other. Also, if the person has gone temporarily insane, this ends their episode.


	

	S:  V                     H

D: H No attack     V

Complementing another PC
Master Piece
This bumps up the outcome of a critical success by one additional level. Play immediately when a critical crafting roll is made. Fro best result, have over 100% skill, make a critical then play.


	

	S:  V                     H

D: H                     V Flurried
Shooting the hostage

Inadmissible Evidence/Good Lawyers
Spend one month, three POZ and $100,000 to end one open criminal case against you. Gets rid of those annoying police. Who says justice doesn’t work. Note, $10,000 in 1920’s campaign. Play as required.


	S:  V Break          H

D: H                     V

Yelling ‘Yahoo!’

Inflatable Sheep
Get along with the next animal you want…better. Play when you meet an animal that doesn’t like you.


	

	S:  V Dropx10%  H

D: H No cards     V

Maneuver
Ta Da! 

Usable only in the dreamlands. If dreamlands not being used, discard and redraw. Rather than taking the full minute (a long 12 combat rounds) to dream up something, you can attempt to dream it up this round. (Play as desired if the card is available)


	

	S:  V                     H

D: H Mark off one          V
              piece of gear                     
Lighting someone on fire
Evac! 

Play, then two complete rounds must pass. The PC playing this must take no damage during those two rounds or the card is discarded and ignored. If the PC takes no damage, all players within 30’ are returned to their bind point (including one who played this) if they wish it. The card only functions in the dreamlands. If the DL not used, discard and redraw. Play as needed.
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