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The sweet explosion s why 1 do it

Fortune gains a Movement Up Status.

Target a space up to 6 spaces away. The pictured
Area of Effect is centered on that Space. Each
LEGION Unit within the AoE gains a Movement
Down and Defense Down Status after the Attack
is made. Each MAYHEM Unit (not Fortune) within
the AoE gains a Movement Up Status.
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l The Captain approves.
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The Attack has an Area of Effect that is centered
on the Target Space. If a LEGION Unit being
Attacked has a Stunned Status, roll an additional
Attack Die. If at least one Space of a Building is
within the Attacks AoE, place an Explosion Marker
face up on the building to show it was damaged.
The Explosion Marker does not make an Attack.
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faking out feel good.

The Attack has an Area of Effect that is centered
on the Target Space. Fortune gains 2 white Shield
Cubes and a Defense Up Status for each LEGION
Unit within the Attacks AoE. Note that Fortune
cannot hold more than 2 Shield Cubes so she
would only receive Defense Up Statuss after the
first LEGION Unit in the AoE.
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Those slowpokes can't catch me:

After Fortune uses her Dash Action, she may
place a Stunned Status on one LEGION Unit
within 1 Space of herself.

After Fortune uses her Sprint Action, she gains a
Shield Cube if she has room for it.
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Whenever Fortune makes an Attack at 1 Range,
the first Aimed Hit or Hit die result gives Fortune
a Movement Up Status. Fortune only gains one
Movement Up Status if she rolls more than one
Aimed Hit and/or Hit.

=4

Passive Gadgets

X

=}~ HOTSHOT MAGAZINE

Ny

Yeah, the guns get hot but  don't mind.

When Fortune Attacks with her Weapon Action,
she may pay an additional yellow Focus Cube
before she Attacks to roll an extra Attack Die.
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Acaptain leads by example.

After Fortune Downs an enemy with her Weapon
Action, GLORY may immediately Attack another
enemy with its Stun Cannon Action.
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It allabout finding just the right spot

When Fortune performs an Aimed Attack with
her Weapon Action, she may use an Aim Bonus
gained from rolling an Aimed Hit die result to
inflict an additional Hit on the Target. Note that
Fortune may still also use another Aimed Hit to
use the normal Aim Bonus to inflict an additional
Hit. This Gadget essentially lets Fortune use that
Aim Bonus twice.
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[ - GLORY STUN FRENZY

Place a Stun Status Marker on all
enemies within 2 spaces of GLORY.

All' LEGION Units within two spaces of Glory gain
a Stunned Status.
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GLORY makes the following attack: (

The Attack must be made from GLORY's Space
and has an Area of Effect that is centered on the
Target Space. If at least one Space of a Building
is within the Attacks AoE, place an Explosion
Marker on the building to show it was damaged.
The Explosion Marker does not make an Attack.
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When Fortune is moving, she may use 1
Movement Point to move between two Spaces
with a black Wall line between them that she
could not normally move through. This may only
be used once during the movement.




:( Hardtack’s Gadgets and MAYHEM )i

=} TELEHARPOON

O]

R,

$ * - i) Move the Target
:l_- = & to a Space in front

of any Agent.

Get over here!

The Attack never inflicts any Hits. Instead, the
first Aimed Hit or Hit die result places a Stunned
Status on the Target and moves the Target into
one of the three Spaces in front of any MAYHEM
Unit. If this places the Target in the air, they will
fall and take fall damage. The Target may chose
the direction they face after they are teleported.
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Explosions are just cool, yknow?
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The Attack never inflicts any Hits. Instead, the
first Aimed Hit or Hit die result inflicts 4 Push die
results on the Target, places a Stunned Status on
them, and places an Explosion Marker face down
in the Space they end in after being Pushed.
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Slow and steady; right?
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The Attack never inflicts any Hits. Instead, the
first Aimed Hit or Hit die result places a Movement
Down Status and an Attack Down Status on the
Target.
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Ido my best work when Im seeing red.
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If Hardtack has 4 or more red Wound Cubes, he
gains a Permanent Defense Up Status. He lose
the Status if he ever has less than 4 Wound
Cubes.
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Every meal is the most important meal of the day. j

When Hardtack makes any Attack, he may spend
1 Special die result to remove 1 Wound Cube.
This only can be used once per Attack.
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Hardtack may move any Enemy,
that Attacks him from within 2
Spaces, 2 Movement Points away
from himself.

They should really know better

If a Unit attacks Hardtack from 1 or 2 Spaces
away, Hardtack may Push that Unit two spaces
away from himself after the Attack is made.
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In a word? Worth it.

Before Hardtack makes an Aimed Attack with
his Weapon Action, Hardtack may increase each
of his 3 Range values by 2 and gain an Attack
Down Status before the Attack is made. Since the
Attack Down Status is gained before the Attack
roll, it affects the Attack.
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Before Hardtack makes an Attack with his
Weapon Action, he may pay an additional blue
Tech Cube to allow him to re-roll 2 of the Attacks
dice, using only the new results. Hardtack may
choose to re-roll the same die twice.
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After Hardtack Downs an enemy with his Weapon
Action, he gains a blue Tech Cube if he has room
forit.

Weapon Gadgets

After Herdtack kils an enemy within
1 Space with his Main Attack, he may
immediately use his Main Attack again

Play this card after Hardtack
enemy. He may immediately use his Weapon
Action again.

Place 4 Explosion Markers within Range
andLos.

face down on any Spaces that is up to 6 Spaces
away and within his Line of Sight.

Hardtack gains 3 Movement Points that he may
use either before or after he places the Explosion
Markers.

Targeta Wall and Demolish the top

level of its building. All enemies within 3

‘Spaces of the wall have 4 red dice rolled
against them.

Hardtack targets the side of a building that is
within his Line of Sight and along a Space's
edge that is within 6 Spaces. The top Level of
the building collapses. Each Unit that is within 3
Spaces orthogonally in front of the Wall also has
4 red Attack Dice rolled against them. Hardtack
gains 3 Movement Points that he may use either
before or after he targets the Wall.
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| 1t allin the timing, yknow?

=} ATTENTION SEEKER

The Attack has an Area of Effect that is centered
on the Target Space. Place an Explosion Marker
face down in the target Space.
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Each time Hollywood loses
|| his last white Shield Cube . he
|| may gain a blue Tech Cube o
|

Just when they think I'm at my weakest, HELLO BEAST MODE.

Each time that Hollywood loses his last white
Shield Cube, he gains a blue Tech Cube if he has
room.
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‘Some things can't be air brushed away, ke herpes.
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The Attack has an Area of Effect that is centered
on the Target Space. Each LEGION Unit within
the AoE gains a Defense Down Status after the
Attack is made.
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The Attack has an Area of Effect that is centered
on the Target Space. Each LEGION Unit within the
AoE gains a Movement Down Status and a Range
Down Status.

=4

Action Gadgets

X

=}~ SPOTLIGHT BOOSTER E

If Hollywood kills an enemy after
playing a Mayhem Card i,
he gains a Mayhem cube 3.

& Al need s some motivation

Hollywood gains 1 Mayhem Cube if he Downs
at least 1 enemy with an Attack on a Mayhem
Card or with an Attack after he plays a Mayhem
Card on the same Turn. He does not get multiple
Mayhem Cubes for Downing more than 1 enemy.

«/ STAR FOWER AMPLIFIER

w=o QO

|‘ Sigh. I didn't ask to be this amazing. j
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After Hollywood uses his Dash Action, he may
place an Attack Down Status and a Defense
Down Status on 1 LEGION Unit within 1 Space of
himself.
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Hey, what are you calling a smaller mag?

When Hollywood makes an Aimed Attack with
his Weapon Action, he may use an Aim Bonus
gained from rolling an Aimed Hit die result to gain
either a green Speed or yellow Focus cube. Note
that Hollywood may still also use another aimed
Aimed Hit die result to gain the normal Aim Bonus
that gives him a green, yellow, or blue cube.
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When not making an Aimed Attack:
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‘Sometimes you just gotta shoot from the hip, yknow.
We actors call that mprov’

When Hollywood makes an Attack with his
Weapon Action but does not Aim the Attack, he
increases each of his Attack’s 3 Range values by 2.
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|k Putting the run in run-and-gun.

After Hollywood uses his Weapon Action, he
gains an Attack Up Status. This Status does not
affect the Attack since it is gained after the Attack
is made.
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Hollywood gains 3 Attack Up and 3 Defense Up
Status Markers.

Mark the Space Hollywood starts his

Turn . After hs Turn, place an Explosion
Marker in his Space and return him to
the Space he started the Turn in.

Hollwood woys has astut double o0 hond toploce
exlosionsond st bu they never eento ot ong
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Place a Reference Marker in Hollywood's current
Space. At the end of Hollywood's Turn, place an
Explosion Marker face down in his Space and
move him back to the Space with the Reference
Marker.
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Play at the start of Hollywood's Turn. If

he kil an enemy this Turn, he receives

the cubes he spent back (except the
costof this card).

tion. If Hollywood Downs at least 1 LEGION Unit
during his Turn, he gains all the green Speed, yel-
low Focus, and blue Tech cubes he spent during
his Turn. He does not get the 2 Mayhem Cubes
back that he spent to use this Card.
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This guy knows what he did

The Attack has an Area of Effect that is centered
on the Target Space. Each LEGION Unit within the
AoE gains a Defense Down Status after the Attack
is made. Kingpin gains an Attack Up Status and
Range Up Status after the Attack. (This Gadget
also changes his Weapon Action’s Attack.)
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PLASMA THROWER (WEAPON ACTION)
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but it help:

The Attack rolls no dice, has a static 5 Range, and
has an Area of Effect. Each LEGION Unit within the
AoE gains an Attack Down and a Movement Down
Status. Kingpin gains a Range Up and 2 Defense
Up Status Markers after the Attack. (This Gadget
also changes his Weapon Action’s Attack. The
Attack is delayed until LEGION's Refresh Phase
and has an AoE.)
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Claymore may hate “Flair Gun* as a name, but, oh well.
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The Attack has an Area of Effect that is centered
on the Target Space. If a LEGION Unit bing Attacked
has a Bleed Status Marker, the Attack rolls an extra
die. Kingpin gains a Defense Up and Movement Up
Status after the Attack. This Gadget also changes
his Weapon Action’s Attack. It has an AoE and
places a Defense Down Status any LEGION Unit
Attacked after the Attack is made.
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Ablue Tech Cube [*] must be paid
when Refreshing this Shield Cube.

Can't even touch me.

Correction: The card should picture a white Shield
Cube well instead of a black Armor Cube well.

Kingpin starts the Mission with an extra white
Shield Cube on this card. He may remove this
Shield Cube like one of his normal Shield Cubes. If
he wishes to refresh a Shield Cube onto this card
during the Refresh Phase, he must pay 1 blue
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Good things come to those who wait, right?
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When Kingpin rolls dice for an Action Gadget's
Attack, he rolls an additional Attack Die.
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| Yeoh they're gomna remember tisfor a LONG time.

After Kingpin uses his Action Gadget, any Units
targeted by the Gadget's Attack gain a Bleed
Status Marker.

Tech Cube first.

Passive Gadgets
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Woo! Taking out fools gets me PUMPED.

After Kingpin Downs an enemy with his \Weapon
Action, he gains a blue Tech Cube if he has room
forit.
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It's all about the technique.

After Kingpin Downs an adjacent enemy with his
Weapon Action, he gains a vellow Focus Cube if
he has room for it.
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Im ot sayin'

If Kingpin has less than 2 blue Tech Cubes when
he Attacks with his Weapon Action, he rolls an
extra Attack Die.
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iemies within 2 Spaces and LOS of
ingpin gain a Stunned Status Marker.
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All' LEGION Units within two spaces and Line of
Sight of Kingpin gain a Stunned Status.

The other two MAYHEM Elte Units gain

an Attack Up Status, Defense Up Status,
‘and Movement Up Status.

The other two Elite Unit Boards on Kingpins
Team gain an Attack Up, a Defense Up, and a
Movement Up Status each.
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The Attack has an Area of Effect that is centered
on the Target Space.

Kingpin gains 3 Movement Points that he may
use either before or after he Attacks.
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You can't hit what you can't see’

Scheherazade makes the Attack three times
against the same or different Targets. The Attack
never inflicts any Hits. Instead, the first Aimed Hit
or Hit die result from each Attack places a Range
Down Status on the Target. This can result in up
to 3 Range Down Status Markers being placed on
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Altle something to remember me by.

Scheherazade places a Bleed Status Marker
on the Target after the Attack.
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Move the Target
: §I¢= 1 MP toward the

center of the AoE.

That's i, get closer.

The Attack has an Area of Effect that is centered
on the Target Space. The Attack never inflicts
any Hits. Instead, the each Aimed Hit or Hit die
result allows Scheherazade to move the Target
1 Movement Point closer to the center of the
Area of Effect. If the Unit is already in the center
or there is another Unit there, the Unit does not
move.

the same or different targets.

Action Gadgets
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Weakness s... weak. j

When Scheherazade Downs an enemy who has a
negative Status Marker with her Weapon Action,
she gains a Permanent Mayhem Status Marker.
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|L Can you spell concussion?

When Scheherezade uses her Weapon Actions
Teleport Ability, she may Push and place an
Attack Down Status on one adjacent Enemy.

SMOKEWALKER BOMB FREE
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Surprise! | got you something. j

When Scheherezade uses her Weapon Actions
Teleport Ability, she inflicts an additional Hit on
the target of her Weapon Action’s Attack.
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When a Timer Marker is
removed from Scheherazade's
Weapon Action to Attack, she

may Aim the Attack for free.

Subtlety has ts advantages. j

When Scheherazade makes an Attack with her
Weapon Action as a result of a Timer Maker be-
ing removed from it, she may make the Attack
an Aimed Attack without paying the normal ad-
ditional yellow Focus cube cost for making an
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When Scheherezade inflicts 2 Aimed Hits and/or
Hits with her Weapon Action, she places a Bleed
Status on the Target. This may only be done once
per Attack. She does not get to place another
Bleed Status if she inflicts 4 Aimed Hits and/or
Hits in one Attack.
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Ilove this weapon so very much.

Before Scheherazade makes an Attack with her
Weapon Action, she may pay an additional blue
Tech Cube to remove a Wound Cube from her
Board if she Downs an enemy with her Weapon
Action’s Attack.

Aimed Attack.

Weapon Gadgets

places 2 Until Removed Mayhem Timer Markers
on it. While their is a Timer Marker on this card,
she is considered Cloaks, rolls an extra die when
she Attacks with her Weapon Action, and gains
an Attack Up Status each time she Downs an

Scheherazade ignores all Hits and
shes from an Attack and may.
immediately move 6 Spaces.

Scheherazade may play this card on the LEGION's
Turn after she is Attacked. She ignores all Hit
and Push die results from the Attack and may
immediately use 6 Movement Points to move.

Target within Range and LOS.

Place 3 DisruptStatus Markers on a {

Scheherazade may Target a LEGION Unit within
6 Spaces of her and within her Line of Sight. She
places 3 Disrupt Status Markers on the Unit.

Enemy.

Mayhem Cards
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Oni may make an Aimed Attack with his Weapon
Action at no cost other than the cost of this Card's
Action. Oni rolls an additional die and places
a Defense Down Status on the Target after the
Attack. If he Downs the Target, he gains a blue
Tech Cube. Oni does not gain the Movement
Points from his Weapon Action.
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LEGION are such cowards.

Oni may make an Aimed Attack with his Weapon
Action at no cost other than the cost of this Card's
Action. Oni rolls an additional die and places 2
Movement Down Status Markers on the Target
after the Attack. If he Downs the Target, he gains
ablue Tech Cube. Onidoes not gain the Movement
Points from his Weapon Action.
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lk Learn to fear death. j

Oni may make an Aimed Attack with his Weapon
Action at no cost other than the cost of this Card's
Action. Oni rolls an additional die and places
a Panic Status on the Target after the Attack. If
he Downs the Target, he gains a blue Tech Cube.
Oni does not gain the Movement Points from his
Weapon Action.

The first Aimed Hit that Oni rolls, when he is
Attacking with his Action Gadget, places a Range
Down Status on the Target.
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Oni's Fear Aura Weapon Ability
é[:“m!r § % WEAPIIN ‘ = Turnlesr ’t_:/;:rrkglrj o has a Range of &4 Spaces when
w Weapon Ability. it has only one Timer Marker
onit.
Confidence scares the weak. The windows to the soul. Heh. j

The first Aimed Hit that Oni rolls, when he is At-
tacking with his Weapon Action, places a MAY-
HEM Until Removed Timer Marker on the Weap-
on Action’s Oni's Fear Ability.

If Oni's Fear Aura only has one Timer Marker on
it, its Range is 4 Spaces instead of 2 its normal 2.
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Ialways come prepared for war

Oni may re-roll one of his dice when he Attacks
with his Weapon Action.
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Iaim for the eyes:

When Oni Attacks an adjacent Target with his
Aim Bonus, the first Hit result he rolls allows
him to also choose an Aim Bonus. He gains this
additional Aim Bonus whether he is making and
Aimed Attack or not.
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Inamed it ofter my favorite song.

If Oni pays an additional yellow Focus Cube, he
rolls an extra Attack Die when he uses his Weap-
on Action.
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=} FEAR THE DEMON

All enemies within 3 Spaces and LOS of
Oni gain a Panic Status Marker.

All LEGION Units within three Spaces and Line of
Sight of Oni gain a Panic Status.

- OVERKILL

All enemies within 3 Spaces and LOS
of an enemy Oni Downs gain a Panic
Status Marker.

(et
After Oni Down'’s an Enemy, you may play this
card to place a Panic Status Marker on every Unit
that is within 3 Spaces and Line of Sight of the
Unit that was Downed.

Place a MAYHEM Until Removed Timer ||
Marker on Onis Weapon Action’s Fear
Aura Abiliy. Roll 4 red Attack Dice
against all enemies within Range of his
Fear Aura

Place a MAYHEM Until Removed Timer onto Oni's
Weapon Action’s Fear Aura Ability. Then roll a
four Red Dice Attack against every LEGION Unit
that is within Oni's Fear Aura Ability.
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L Anger s my enemy. Anger is my friend.
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Rama makes a Range 7 Attack and places a Trap
Marker with its Unarmed side up in the Target
Space. The Trap flips to tis Armed side at the
beginning of LEGION's Refresh Phase. The Trap
Triggers with the Attack in the highlighted box if
an enemy Unit is ever on the same Level, within
LOS, and within 2 Spaces of the Trap. The Trap's
Attack has an Area of Effect centered on the Trap.
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L Fear is the great contagion.

Rama makes a Range 7 Attack and places a Trap
Marker with its Unarmed side up in the Target Space.
The Trap flips to tis Armed side at the beginning of
LEGION's Refresh Phase. The Trap Triggers with
the Attack in the highlighted box if an enemy Unit
is ever on the same Level, within LOS, and within 2
Spaces of the Trap. The Trap’s Attack has an Area
of Effect centered on the Trap and places a Panic
Status Marker on each enemy Attacked.

+ PARALYSIS TRAP
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L "May hope rule your heart and not despair

Rama makes a Range 7 Attack and places a Trap
Marker with its Unarmed side up in the Target Space.
The Trap flips to tis Armed side at the beginning of
LEGION's Refresh Phase. The Trap Triggers with
the Attack in the highlighted box if an enemy Unit
is ever on the same Level, within LOS, and within 2
Spaces of the Trap. The Trap's Attack has an Area of
Effect centered on the Trap and places a Stunned
Status Marker on each enemy Attacked.
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W: May heal herself
A% or another Agent

Who protects the protectors? | do.

When Rama makes an Aimed Attack with her
Weapon Action, she may use an Aim Bonus
gained from rolling an Aimed Hit die result to
remove a Wound Cube from any MAYHEM Unit.
Rama must pay the additional blue Tech Cube
before she rolls the Attack in order to use this
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Haste i the better part of valor

If Rama has less than 2 white Shield Cubes, she
gains a Permanent Movement Up Status. She
loses the Status if she ever has 2 or more Shield
cubes.
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Those who infict pain earn suffering in return.
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Whenever Rama places a Bleed Status on
a Target, she places an additional Bleed
Status.

ability.

Passive Gadgets
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Resolve and remove

a Timer Marker from
Rama'’s Weapon Action.

98

Kind words mean nothing to snakes and rats.

If Rama’'s Weapon Action has a Timer Marker on
it, you may pay a blue Tech Cube to remove and
resolve its affect immaterially. However, all 3 of
her Weapon Action’s Ranges are reduced by 9.
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If Rama does not =
delay her Weapon = (8

Action’s Attack D

Cormuption rots the soul from within.

If Rama chooses not to place a Timer Marker on
her Weapon Attack Action when she uses it, her
Weapon Action Attack places a Bleed Status on
the Target.
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When evil reveals its heart to you, plck it out.

When Rama performs an Aimed Attack with
her Weapon Action, she may use an Aim Bonus
gained from rolling an Aimed Hit die result to
inflict an additional Hit on the Target. Note that
Rama may still also use another Aimed Hit to use
the normal Aim Bonus to inflict an additional Hit.
This Gadget essentially lets Fortune use that Aim
Bonus twice.
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away and within Line of Sight and places two
Bleed Status Markers on them. While there are
Timer Markers on this card, any LEGION Unit that
is Downed and has a Bleed Status, places a Bleed
Status on every LEGION Unit within 2 Spaces of

- HEALING FIELD
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MAYHEM Unit within 3 Spaces and LOS

Remove 2 Wound Cubes from each
of Rama.

L
Rama removes up to two red Wound Cubes from
every MAYHEM Unit within three Spaces and Line
of Sight of Rama, including herself.

LOS to Attack a Target with her Weapon
Action. She must still be able to trace a
path to the Target.

Rama ignores cover and does not need {

e,
Play when Rama Attacks with her Weapon Ac-
tion. Rama ignores Cover (no Attack Penalty) and
Line of Sight when she makes the Attack. Rama
must still be able to trace a path to the Target
that is not blocked off by a Wall. The Attack uses
the number of Spaces of the Path as the Range.

the Downed Unit.

Mayhem Cards
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After Redcard pays for this Action, place a Mayhem
When Removed Timer Marker on this Card. When the
Timer Marker is removed, Redcard gains 2 Defense
Down Status Markers and makes the Attack which has
an Area of Effect centered on his own Space. The first
Aimed Hit or Hit die result removes 1 Wound Cube from
Redcard. Place an Explosion Marker face up on a building
if at least one Space of a Building is within the Attacks
AoE. The Explosion Marker does not make an Attack.
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=} @ SELF-DESTRUCT
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IL Its anice way to et off some steam.
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After Redcard pays for this Action, place a
Mayhem When Removed Timer Marker on the
Gadget Card. When the Timer Marker is removed,
Redcard gains 2 Defense Down Status Markers
and makes the Attack which has an Area of Effect
centered on his own Space. Place an Explosion
Marker face up on a building if at least one Space
of a Building is within the Attacks AoE. The
Explosion Marker does not make an Attack.

=}~ @ FOCUSED ANGER
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After Redcard pays for this Action, place a
Mayhem When Removed Timer Marker on the
Gadget Card. When the Timer Marker is removed,
Redcard gains 2 Defense Down Status Markers
and makes the Attack against a single Target
Space. If the Target Space is in a building, place
an Explosion Marker face up in the Space. The
Explosion Marker does not make an Attack.
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Action Gadgets
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| ¢ enooeN rust
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L I could run forever!

If Redcard has 4 or more red Wound Cubes, he
gains a Permanent Movement Up Status. He
loses the Status if he ever has less than 4 Wound
Cubes.

| © PamaKeg Boast

Pain is Power, you know.

If Redcard has 4 or more red Wound Cubes, he
gains a Permanent Attack Up Status. He loses the
Status if he ever has less than 4 Wound Cubes.

| 00 HumanwaLL

L Yeah! I feel so ALIVE!

Redcard ignores
= all Negative
Status Markers.

If Redcard has 4 or more red Wound Cubes,
he ignores the effects of any negative Status
Markers that he has or receives. He loses this
immunity if he ever has less than 4 Wound Cubes.
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Passive Gadgets

X

|r+ TURNVER BARREL FREE
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Really, they owe it to me.

After Redcard uses his Action Gadget, he gains
either a green Speed or yellow Focus Cube.

|'oo BULLET HELL

@ 3

Let's see them e through this!

When there is a Special Refresh Symbol on the
Refresh Card, Redcard gains a green Speed and
yellow Focus Cubes during the Refresh Phase.

|r+ BOOMBOTTY BLAST
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Breathe in. Breathe out. Cause a helluva lot of pain.

[]
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When Redcard Attacks with he Weapon Action,
he may pay an additional yellow Focus Cube
before he Attacks to roll an extra Attack Die.

=4

Weapon Gadgets

The Attack has an Area of Effect that is centered
on the Target Space. Each LEGION Unit within
the AoE gains a Disrupt Status after the Attack
is made.

+ CHARGE |
& Lo

Redcard may move through walls. Push
and place a Stumned Status on any
enemies into whose Space Redcard
moves. An enemy can't receive more
than one Stunned Status Marker.

N
Redcard gains 6 Movement Points. He may
use these MP to move through Walls. He may
also move into an enemy Unit's Space. When he
moves into an enemy Unit's Space, he Pushes the
enemy 1 Space away and places a Stunned Status
on them. You may move into a enemy's Space
multiple times but the enemy does not receive
more Stunned Status Markers after the first.

- RIOT RAGE
.

3
:

Redcard gains a Movement Up, Attack Up and
Defense Up Status Markers.

~¢

Mayhem Cards
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An enemy Attacking Joule,
Attacks Volta instead if it can.
Volta ignores the first Hit.

| want
.

~/ EVE-CATCHER O]
A 4

Joule's Gadgets and MAYHEM

X

When a LEGION Unit attacks Joule, Joule may pay
a blue Tech Cube before the Attack is made to
force the LEGION Unit to attack VOLTA instead.

VVOLTA ignores the first Hit from the Attack.

| ¢ cusrom-maoe

Volta's Armor Value [ is
increased by 1.

to design for

- LFE 0F EXCESS O]
A 4
VOLTA'S
WEA.FUN
ONEO
L Everyone wants to follow the trends of today.

(") MAKING WAVES

VOLTA'S ATTACK

L Nothing as stunning as a new trend.

Joule may pay a blue Tech Cube to have VOLTA  \/OLTA makes the Attack in the highlighted
box. The Attack has an Area of Effect that is
centered on VOLTA. Each LEGION Unit within the
AoE gains a Stunned Status.

attack with its Blaster Action.

=4

Action Gadgets

X

VOLTA is deployed with an Additional Armor Cube.

| €% suppLy ano oewano

Volta gains an
Attack Bonus
when Attacking.

Give your audience what they want

| 4 accessorze O]
>

Use Volta's Deploy Action at
no extra cost but place one
less Armor Cube [ on Volta's
Ally Board.

1 don't like going anywhere without a little friend.

Joule may use VOLTA's Deploy Action for only 1
blue Tech Cube instead of the normal 2. Howeuver,
VVOLTA is Deployed with one fewer Armor Cubes.

|'+ PEEK-A-BOD

When Joule
Targets \olta mm
with her
Weapon Action

Aside effect of our special connection.

O]
~

When Joule Targets VOLTA with her Weapon
Action, Joule gains a Defense Up Status if she
pays 1 blue Tech Cube.

=4

Passive Gadgets

X

VOLTA always gains an extra Attack Bonus when

it Attacks.

| <O FINISHING TOUCH

When Volta is Downed,
place an Explosion
Marker € in its space.

A perfect little coup de grace:

When VOLTA is downed, place an Explosion Mark-
er face down in the Space VOLTA was Downed in.

|'+ SHOWSTOPPER

@

‘Show them something to remember

O]
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When Joule Attacks with her Weapon Action, she
may pay an additional blue Tech Cube before she
Attacks to roll an extra Attack Die.

Weapon Gadgets

While there s a Timer Marker o tis

qrd, VOUR'S Atack, ey

in LOS and Range.

Giso 1ol an extra die when.Aitacin

and ignores the first Hit from e
Attackonit.

Jokeceploysasupe et that e uge usesf
domaging energx
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Place 3 MAYHEM Until Removed Markers on this
Card. As long as there are Timer Markers on this
card, VOLTA's Attacks Target every Enemy in LOS  Downed and removed from the Map.
and Range and it rolls an additional Attack Die.
VOLTA Ignores the first Hit from each Attack.

VOLTA makes the below Attack and then |
is Dowined.

emzm adil]

VOLTA Attacks with an Area of Effect that is
centered on itself. After the Attack, VOLTA is

Joule makes an Attack with a range of 8 that
places three Range Down Status Markers on the
targeted LEGION unit.

~¢

Mayhem Cards
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Tknow, it's a lot of bullets.

Gat Attacks with an Area of Effect that has an
origin on himself and projects in front of him.

| 4 oNE IN THE CHAMBER FREE
(=

ACTION _
GADGET =
~

Want some more?

Gat gains a vellow Focus Cube after he uses
his Action Gadget.

=4

Gat’s Gadgets and MAYHEM
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1d find cover f i were you:

Gat Attacks with an Area of Effect that has
an origin on himself and projects in front of
him. Each LEGION Unit within the AoE gains a
Movement Down Status after the Attack is made.
Gat may also spend a Special die result to place
a Defense Movement Status on the LEGION Unit
being Attacked.
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() PAINT‘EMRED

Gat Attacks with an Area of Effect that has an
origin on himself and projects in front of him.
Each LEGION Unit within the AoE gains a Defense
Down Status after the Attack is made. Gat may
also spend a Special die result to place a Defense
Down Status on the LEGION Unit being Attacked.

=4

Action Gadgets

X

|'+ AGGRAVATED ASSAULT FREE
=~

ACTION
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Aggravated s kinda my default state.

When Gat uses his Action Gadget and he
may spend a Special die result to inflict a
Push die result on the Target.

FREE
=~
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|'+ CRASH COURSE

1t's my way or get the fuck out of my way.

Gat gains a Move Up Status when he
Downs an adjacent enemy. He may use the
extra MP it gives him immediately.

=4

Passive Gadgets

X

|'+ LINE OF ATTACK FREE

@)

This is what | call goin' easy on you.

Gat gains a blue Tech Cube when he Downs
an enemy with his Weapon Action.

]
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|'+ DEATH PENALTY

)

Isave my special bullts just for you:

When Gat Attacks with his Weapon Action, he
may pay an additional yellow Focus Cube before
he Attacks to roll an extra Attack Die.

|'+ DISTURBING THE PEACE

=@}

Sorry... didn't mean to break your concentration.

When Gat Attacks with his Weapon Action,
he may spend a Special die result to place
Disrupt Status on the Target.

FREE
>
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Weapon Gadgets

X

) CANNONIZATION

i removed from the card,
Attack an enemy in LOS at any Range
wiith 4 Red Dice. Gat may not take any
other Actions while there is a Timer

Marier on this card.
Gotbusts vt s oy hnd cnnens ond ik LEGION
ot th precsced precson ond sy

When this card is played and when a
Timer Marker i

g - CARCHASE |

Gotisaveeron of many poke o chases. Gatleons out
hewindow o fresoneof s shatgs.

CITETY

Place 2 LEGION When Removed Timer Markers and 1 |f Gat is on a Vehicle Tile, he may use his Weapon  Gat may deal 3 Hits to an adjacent Target without

MAYHEM When Removed Timer Marker on this card.
When the card is played, Gat may Attack any Target
within Line of Sight, at any Range, and in any direction
(even on his Flank) with a 4 red die Attack. He also gains
6 Movement Points that he may use before or after
he Attacks. Whenever a timer Marker is removed from
the card, Gat may make the Attack again. However, Gat
may not use any other Action while their is at least one

Action’s Attack without paying its cost.

Timer Marker on the Card.

Mayhem Cards

=

needing to make aroll.




:( Safeword’s Gadgets and MAYHEM )i
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|L Some people just can't handle the power I have.

Safeword Attacks with an Area of Effect that has
an origin on herself and projects in front of her.
The Attack does not gain Attack Penalties from
Cover and does not need Line of Sight on the
Target (it can Attack through walls). Each LEGION
Unit within the AoE gains a Stunned Down Status

E‘lg]
oW T, @@
{00

|L Aw, having some problems moving?

Safeword Attacks with an Area of Effect that
has an origin on herself and projects in front of
her. The Attack does not gain Attack Penalties
from Cover and does not need Line of Sight on
the Target (it can Attack through walls). Each
LEGION Unit within the AoE gains a Movement
Down Status after the Attack is made. Safeword
may also spend a Special die result to place a
Movement Down Status the Target.

= LAG SPIKE

=}~ SYSTEM FIREWALL
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|L I always have protection from assholes like you.

Safeword Attacks with an Area of Effect that has
an origin on herself and projects in front of her.
The Attack does not gain Attack Penalties from
Cover and does not need Line of Sight on the
Target (it can Attack through walls). Each LEGION
Unit within the AoE gains a Range Down Status
after the Attack is made. Safeword may also
spend a Special die result to place a Range Down
Status the Target.

after the Attack is made.

Action Gadgets

X
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You'l have to wait until Fm ready for you.

As long as Safeword has a LEGION When
Removed Timer Marker on her Board, she gains
a Permanent Defense Up Status. She loses the
Status as soon as she does not have a LEGION
When Removed Timer Marker.

| v oveRconFieNce

. X

Ive got you inmy sights now.

After Safeword Attacks with her Weapon
Action, she places a Defense Down Status
on the Target of the Attack and gains an
Attack Up Status.

FREE
A4

|'s/ PERSISTENCE

FREE
A4

If a Timer Marker ras
is removed to ﬁ I z= ’

Attack an enemy

You'l never get rid of me.

If Safeword delays her Weapon Action’s Attack,
the first Aimed Hit or Hit die result she rolls gains
her a white Shield Cube.

=4

Passive Gadgets

|'+ ELECTRD STIMULATOR

FREE
A4

If a Timer Marker
is removed to 'Q—I H @ l"

Attack an enemy

Alitle shock never hurt anyone.. much.

If Safeword delays her Weapon Action's Attack
and Attacks an adjacent Target, she rolls an extra
Attack Die and inflicts an additional Push die
result.

(o

= 0ain arandom
== Positive Status
Marker

Sometimes a lttle randomness inlfe can be fun.

When Safeword Downs an enemy with her
Weapon Action, she gains a random positive
Status Marker.

[E:i
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|'+ OVERCLOCKED

vy

Sometimes faster can be better

When Safeword Attacks with her Weapon Action,
she may pay an additional yellow Focus Cube
before she Attacks to roll an extra Attack Die.

=4

Weapon Gadgets

X

=} TOTAL DOMINANCE
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Target an enemy within 6 Spaces. Move

the Target up to 6 Spaces and then roll &

red Attack Dice against the Target and all
‘enemies within 2 Spaces of the Target.

Sofeverd ioads  specl bovius ito o enemy whh
gves hrfl ol e e ond mokes them eplode.

Target an enemy Unit within 6 Spaces and LOS of
Safeword. Safeword may move the Target with 6
Movement Points and then Attack the Unit and
any other Units within 2 Space of the Target with
4 red die Attacks.

4 VIRAL MARKETING I

Spaces, place an Explosion Marker in
the Vehicle's Space, and then Down the
Vehicle.

Safeword may use move each Ad Drone Vehicle
6 Movement Points and then place an Explosion
Marker in one of the Ad Drone's Spaces. Every
Ad Drone is then Downed and removed from the
Map.

= BIDMETRIC HACK

Place any one Status Marker on three
different LEGION Units.

3 different LEGION Units. Different Status
Markers may be placed on each Unit. She
does not need LOS on the LEGION Units.

~¢

Mayhem Cards
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Every enemy Unit with a Nanites Status
Marker is Attacked by this Ability:

OB 12, @)
B-90 0-0

The swarm never sleeps.

Each enemy with a Nanite Down Status is
Attacked. No LOS is needed. Each enemy
Attacked receives a Movement Down Status. An
enemy with multiple Nanites Status Markers is
only Attacked once but has an extra Attack Die
rolled against them and gains another Movement
Down Status. If Lazarus has at least one Nanite
Up Status, she gains a Movement Up Status.

() ELECTRIC DEATH

000)]
>

Every enemy Unit with a Nanites Status.
Marker is Attacked by this Ability:

=l @
R-ve 0-0

You will be devoured.

Each enemy with a Nanite Down Status is
Attacked.No LOS is needed. Each enemy Attacked
receives an Attack Down Status. An enemy with
multiple Nanites Status Markers is only Attacked
once but has an extra Attack Die rolled against
them and gains a Stunned Status. If Lazarus has
at least one Nanite Up Status, she gains an Attack
Up Status after the Attack.

(") OMEGA DOOM [000)
>

Every enemy Unit with a Nanites Status
Marker is Attacked by this Ability:

O[T ey

B-00 0=0

You end here!

Each enemy with a Nanite Down Status is
Attacked. No LOS is needed. An enemy with
multiple Nanites Status Markers is only Attacked
once but has an extra 2 Attack Die rolled against
them. If Lazarus has at least one Nanite Up
Status, she may remove a Wound Cube from her
Board.

=4

Action Gadgets

X
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Iwill smite you.

If Lazarus has no Nanite Up Status Markers on
her Board, she gains a Permanent Defense Up
Status. She loses the Status if she ever gains
back a Nanite Up Status.

| ¢ shorrcReur
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None shall survive.

If a enemy has 3 or more Nanite Down Status
Markers, it gains a Permanent Defense Down
Status. It loses the Status if it ever has fewer than
3 Nanite Down Status Markers.

f TERMINAL FORCE FREE
(+ [
ACTION _
GADGET=
g

After the Gadget's Attack,
remove all Nanites Status
Markers from all enemy Units.

1am the means to your end.

Lazarus rolls an extra die when she Attacks with
her Action Gadget. After all the Gadget's Attacks
are finished, Lazarus removes all Nanite Down
Status Markers from enemy Units and places
them back on her Board as Nanite Up Status
Markers.

=4

Passive Gadgets

X

When Lazarus uses here Weapon Action, she
Attacks with this cards Attack before plac-
ing a Nanites Down Status on the Target as
normal. If the Target already has a Nanites
Down Status, Lazarus may use a Special die
result to inflict an additional Push die result

| ¢ omksiar

If Lazarus used her Weapon Action this
Turn, her Nanite Status Markers gain an
Attack Bonus when they Attack.

Iwilldrain you:

If Lazarus uses here Weapon Action, when her
Nanites Attack during that Turn's Refresh Phase,
their Attack receives an Attack Bonus. Multiple
Nanite Down Status Markers on an enemy each
receive one Attack Bonus.

|r¢o STEEL DAWN

Lazarus has one less Nanite
Status Marker to place on her
Board and enemy Boards.

-®

Death is your sole option.

Lazarus starts the Mission with 1 less Nanite Up
Status Marker on her Board than normal.

Each Nanite Down Status Marker on an enemy
rolls a red d12 Attack Die instead of their normal
white d6 Attack Die.

on the Target.

Weapon Gadgets

X

When this card is played and when a

‘Timer Marker is removed from the card,

place a Nanites Status Marker on an
enemy within 3 Spaces of Lazarus.

L =4
o000 {

Lazorus restesoswon of nanes tht utamatically
e cisters o ecry enemes.

Place 2 LEGION When Removed Timer Markers
and 1 MAYHEM When Removed Timer Marker
on this card. When the card is played, Lazarus
may place a Nanites Status from her Board on an
enemy within 3 Spaces of herself and within her
Line of Sight. She may do this again every time a
Timer Marker is removed from the card as long as

- POST HUMAN l
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not gain Nanite Status Markers.

) DEATH FROM WITHIN

All_negative Nanite Status Markers
immedately Attack the enemy Unit they
are attached to.

roll their Attack against the enemies they are
Attached too. They still get to Attack again during

the Status Phase.

she has a Status Marker on her Board.

Mayhem Cards
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(") DARK MATTER BRAVITY WELL E]g 0|
%ﬁe@;gz
@ H

Move the Target
ﬁl* = 1MP towards the
center of the AoE.
|| e o s
.

The Attack has an Area of Effect that is centered
on the Target Space. Each MAYHEM Unit within
the AoE gains a Movement Down Status. The
Attack never inflicts any Hits. Instead, the each
Aimed Hit or Hit die result allows Babylon to
move the Target 1 Movement Point closer to the
center of the Area of Effect. If the Unit is already
in the center or there is another Unit there, the

(') DIMENSIINAL RIET E%EE}

Remove all Rift Markers from the Map.

Place a Rift Marker in Dr.
Babylon's Space and a second
Rift Marker anywhere on the &
Map.
Any Unit may move between the
two Rift Marker Spaces as if they
were adjacent and on the same
Level.
L Newton, Einstein, Hawking — all halfuwits compared to me.

Dr. Babylon gains a Movement Up Status Marker.
If their are already Rift Markers on the Map, they
are removed. Dr. Babylon then places one Rift
Marker in his Space and another Rift Marker
in any other Space on the Map. He does not
need Line of Sight on the Space. Any LEGION
or MAYHEM Unit may move between the two
Spaces as if they were adjacent. Units may not
make Attacks through the Rift.

- ENERGY SYPHON 00!
@
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Remove a @ from the

$I == Target and place it on a

b\ LEGION Board if there is
room in its Well.

L

Like quantum oscllator or a positron annifiatar

The Attack never inflicts any Hits. Instead, the
each Aimed Hit or Hit die result allows Babylon
to remove a green Speed, yellow Focus, or blue
Tech Cube from the Targets board and place it on
a LEGION Board. If no LEGION Board has room
for the Cube, it is discarded. If Babylon Attacks an
Ally with this Gadget, the Cube is removed from
the Board the Ally is attached to. The Target also
receives an Attack Down Status.

Unit does not move.

Action Gadgets
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[©% oaRKMaTTER SHiELD

Babylon's Block Action only costs one E

Enjoy your ltle victories.. Babylon will have the last laugh!

Dr. Babylon's Block Action costs only 1 blue Tech
Cube instead of 1 blue Tech Cube and 1 yellow
Focus Cube.

|'v oarkmamrer converter (15
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At any time, Dr. Babylon may spend 2 blue Tech
Cubes to gain a purple Mayhem Cube. He must
have room for the Mayhem Cube.

r\/ SHIELD EXTENDER

Dr. Babylon and all LEGION Units within 2
spaces and LOS of Dr. Babylon ignore the
first Hit from each Attack.

oo
-~

At any time, Dr. Babylon may spend 2 blue Tech
Cubes and a white Shield Cube to place a Mayhem
Until Removed Timer Marker on this Card. While
the Timer is on this card, Dr. Babylon and any
other Unit within 2 Spaces and LOS of Dr. Babylon
may ignore the first Hit from each Attack that is
made on them. Note that Dr. Babylon can use this
Ability after the Target of an Attack is declared
but before the Attack Dice are rolled.
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Passive Gadgets
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When Babylon Attacks with his Weapon Action,
he may ignore Attack Penalties caused by Cover
and places a Defense Down Status on the enemy.
If the Target Space is on a Building's Space, place
an Explosion Marker face up on the building to
show it was damaged. The Explosion Marker
does not make an Attack.

| 4 oarkwarrer HowmG issie [=)
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When Babylon Attacks with his \WWeapon Action, he does
not need a direct LOS on the Target. Instead, he may
trace any path to the Target that is not blocked by a Wall.
The range of the Attack is determined by the length of
the path and the Attack comes from the direction of the
last Space the path takes before it reaches the Target
when determining Cover. Babylon may also reroll one of
the Attack Dice, using only the new result, and places an
Attack Down Status on the Target.

|4 oar maTTER R
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Education s the Key to success, | choose to educate” most people
with a dark matter disruptor cannon. It gets thir fulattention.

0|
~

When Babylon Attacks with his Weapon Action,
he places an Explosion Marker face down in the
Target Space and places a Movement Down
Status on the Target.

Weapon Gadgets
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Randomly choose a Doomday Device
and place it either side up anywhere on
the map.

0c Bty delos v fthe sty of Prde's
Gestrictve Doormsday Devces
-

Draw a Random Doomsday Tile from the box and
place it anywhere on the Map. You may choose to
use either side of the Doomsday Tile.

o] %]
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Place the Golem figure within
6 Spaces of D Babylon and attach
the Golem Ally Board to Dr. Babyjlon.

Cannot be usedif the Golem is already
on the Map.

Chuntsfconete cos ana e erepedcactand
o oo ressie Gelem J]

Dr. Babylon Places the Golem Mini on the Map so
that one of the Golem’s Spaces is within 6 Spaces
of himself. The Golem may not be placed Indoors.
He gains the Golem Ally Board.

The Golem can not be placed on the Map with this
card if the Golem already in the game.

~¢

Mayhem Cards

=

v MATTER OVERLOAD

o]+ +]
L =4

Ignore all Hits and Pushes from an
Attack and then immediately use the

0; R

0 Batyion obsertscnctockweh s soff nd snocts
ebockot e arecers

Correction: This card shouldr have a “Roll Die”
Universal Use that lets you roll an extra die to
any Attack.

Dr. Babylon may play this card after an Attack Roll
is made against him. He ignores all results of the
roll and then immediately uses the listed Attack
against any Target.
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Golem’s Gadgets and MAYHEM
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The Attack places 2 Disrupt Status Markers
on the Target.
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The Golem makes the Attack one after the other.
The Golem may Attack the same or different
Targets. Each Attack places a Defense Down
Status on the Target after the Attack. The second
Attack can gain the benefit of the first Defense
Down Status Markers placement.

The Golem Attacks everything within its Front
on the same Level as itself. The Attack does not
receive any Attack Penalties from Cover, does not
need LOS to the Target, and can Attack Targets
through Walls. Any enemy Attacked receives a
Movement Down Status.
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Action Gadgets

After the Golem uses its Demolish Action,
the Golem may remove one Wound Cube.
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The Golem Attacks everything around itself that
is on the same Level as itself. The Attack does not
receive any Attack Penalties from Cover, does not
need LOS to the Target, and can Attack Targets
through Walls. Any enemy Attacked receives a
Movement Down Status. This Attack may be used
after an enemy declares an Attack but before the
Attack roll is made.

When the Golem receives 2 Wounds from one
Attack, it gains a blue Tech Cube. If the Golem
receives 4 Wounds from one Attack, it gains 2

blue Tech Cubes.

L/

Passive Gadgets
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When the Golem uses its Weapon Action to
Attack after it has used its Demolish Action, it
rolls an extra Attack Die and gains an Attack Up
Status Marker after the Attack.

When the Golem uses its Weapon Action, each
Hit die result also inflicts a Push die result. The
Target gains 1 Movement Down Status after the
Attack.

When Babylon Attacks with his Weapon Action, if
the Target Space is on a Building's Space, place an
Explosion Marker face up on the building to show
it was damaged. The Explosion Marker does not
make an Attack. The Target of the Attack gains 2
Defense Down Status Markers after the Attack.

Weapon Gadgets

adjacent to the Golem. Then choose a Tile
adjacent to the one the Golem is on. The
Golem Attacks every MAYHEM and LEGION
Unit on an Outside Space of the chosen Tile.

()

Play when the Golem is Downed. Collapse
every Level of any buildings adjacent to
the Golem. The Golem then explodes and
Attacks every Unitin its Front and Flank with
the listed Attack. Then remove the Golem
from the Map.

The Golem Downs a LEGION Unit within two
spaces of him. The Golem then Heals two red
Wound Cubes.
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:( Gaunt’'s Gadgets and MAYHEM
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The Attack has an Area of Effect that is centered
on the Target Space. Each enemy within the AoE
gains 2 Movement Down Status Markers.

(%) CONTROL COLLAR
©—6

Gaunt and the target Unit each secretly
choose a number of Action Cubes to bid.
The winner of the bid must spend their bid
cubes. Gaunt wins ties.

If Gaunt wins, he may control the Unit and
force the Unit to immediately use its Action
Gadget or Weapon Action for free as an
Instant Action.

You're anever-was and I'm a NEVER NOT WILL BE!
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Gaunt makes a Range 6 Attacks against a
MAYHEM Unit. Each Player secretly bids a number
of Action Cubes that they have available. The
winner spends their Cubes and Gaunt wins ties.
If Gaunt Wins, he controls them and may force
them to use their Weapon Action or Action Gadget
for free. Effects on the Action that usually affect
LEGION affect Mayhem instead and vice versa.

(") GAUNTLET 20 Dgiﬂ
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You can never be to young, too rich, too pretty or Too Gaunt.

The Attack places a Bleed Status on the Target.
Each Push die result rolled not only Pushes the
Target but also adds a Hit die result and allows
Gaunt to re-roll the die. He may continue re-
rolling and accumulating Push and Hit die results
as long as he rolls Push die results.
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Action Gadgets
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Gaunt gains Fans as an Ally.

When a Civilian is Downed, place an
Explosion Marker @ in their Space.

After attacking, the Fan is Downed.

Apretty

e
moralty Thts al you need o stceed i fe

Gaunt gains Fans as an Ally. Place the Fan Ally
Board next to Gaunt's Board.

When a Fanis Downed, place an Explosion Marker
face down in its Space.

A Fan is automatically Downed after it Attacks,
placing an Explosion Marker.

[ 00 surerEans

Gaunt gains Fans as an Ally.
A Fan ignore the first Hit from each Attack.

When Attacking, Fans roll an extra die.

1

Becau
never be o5 good as them.

Gaunt gains Fans as an Ally. Place the Fan Ally
Board next to Gaunt's Board.

A Fan ignores the first Hit from each Attack and
rolls an extra Attack Die when it Attacks.

[ ¢ sroupies

Gaunt gains Fans as an Ally.

When Gaunt uses his Weapon Action, each
Fan within 4 Spaces and LOS gives Gaunt's
Attack Roll an Attack Bonus.

When Gaunt takes a Hit, he may Down a Fan
within &4 Spaces and LOS to ignore the Hit.

Gaunt gains Fans as an Ally. Place the Fan Ally
Board next to Gaunt's Board.

When Gaunt Attacks, he gains 1 Attack Bonus for
each Fan within 4 Spaces and LOS of himself.
When Gaunt is Attacked, he may choose to Down
a Fan within 4 Spaces of himself to ignore all the
Hits (and Aimed Hits). He may choose to do this
after the Attack roll is made.
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Passive Gadgets

X

FREE
A4

o=@

sor. Becouse

[+ soncrusk

When Gaunt uses his Weapon Action, he spend
a Special die result to add an additional Push die
result and place a Range Down Status on the
Target.

[+ sove mpLosion
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"Gaunt:the only fad deet program you need!

When Gaunt uses his Weapon Action and pays an
additional blue Tech Cube, he may spend a Special
die result to add two Hit die results.

[ nuto-Tuner
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also, maybe you need o stop fucking up 5o much
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When Gaunt uses his Weapon Action, he may
choose to spend a blue Tech Cube to re-roll 1
Attack Die after he rolls the Attack, using only
the new result. Gaunt may use this any number
of times during an Attack since it is an Anytime
Action.
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Weapon Gadgets

Every Civilian on the Map may
immediately Move and Attack.

Gt fons thrsh obout wid 0 Geunt
hotest .

Every Gaunt Fan on the Map may immediately
use its Move and Attack action in either order.
This effectively lets them Move and Attack twice
inaTurn.

=} FANSERVICE |

Gt giesashau ot to ons and the respond.
-

Place up to four Fans in any empty Spaces on the
same Map Tile as Gaunt.

Place 8 Explosion Markers on any
Explosive Objects symbols that do not
have an Explosion Marker on them.

Hcdonspeakersn the map stort 0 bl
domapes

speaters
ot soloud that the sound

Place 8 Explosion Markers face down on
any 8 different Explosions Symbols on the
Map that do not already have an Explosion
Marker on them.
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Move the Target
ﬁl* == 1 MP towards the
center of the AoE.

for firev
“Happy New Year

The Attack has an Area of Effect that is centered
on the Target Space. Each Aimed Hit or Hit die
result allows Hammersmith to move the Target
1 Movement Point closer to the center of the
Area of Effect. If the Unit is already in the center
or there is another Unit there, the Unit does not

|kymnm

= HOMING MISSILES

OO

Place the Timer Marker on the Explosion
Marker. Instead of revealing the Explosion
Marker at the end of MAYHEM's Turn,
Hammersmith may remove it and pay to
| use this Action again.

\

Fists never solve anything; Use your words, my friends.
ool orse

Make a Range 20 Attack. Place an Explosion Marker
face down in the target Space. Also place a MAYHEM
When Removed Timer Marker on the Explosion Marker.
When the Explosion Marker would normally be revealed
and Attack, LEGION may choose instead to remove the
Timer Marker and the Explosion Marker and pay the
1 blue Tech Cube to perform the Action again. Since
the Marker is a Mayhem Timer Marker, the Explosion
Marker has to Attack as normal if it is revealed on
LEGION's Refresh Phase.

(") MEGA LASER

22
O [e] (0] @,
©=o {7 [ &,

|L the un outof war, Clausewitz.

Hardtacks Attacks with the top Attack and places
a MAYHEM When Removed Timer Marker on this
card.

When the Timer Marker is Removed, make the
second Attack. This Attack costs nothing extra.

move.

Action Gadgets
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How bravely you fight with your primitive weapons!

The Attack has an Area of Effect that is centered
on Gaunt. Spend a Special die result to add an
additional Push die result to an Attack Roll.

[0 LasermiNes

Hammersmith's Mines are triggered by and
Attack enemies that are on Levels above
the Mine.

dynanite

Hammersmith's Mines are not only triggered
by and Attack enemies on the same Level,
they also are Triggered by and Attack any
Enemy that moves (jumps) above its Area of
Effect.

[ ¢ THespECiAL TuRRETS

Turret's Duel Laser Cannons Action gain:

o

17008C.
yion, 1941.

LEGION Hell Turrets place an Explosion Marker
face down in the Space they Attack with their
Duel Laser Cannons Action.
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Passive Gadgets
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When Hammersmith uses his Weapon Action
against an adjacent Target, he may spend a
Special die result to add two Hit die results.

{4 uaser pincers
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After Hammersmith chooses a Target for his
Weapon Action’s Attack, he places a When
Removed Status Marker on this card and
delays completing his Weapon Action (both
the movement and the Attack). The Target that
would that would have been Attacked receives
a Movement Down Status. When the Timer is
removed, Hammersmith complete his Weapon
Action roll an extra die when he Attacks.

[+ HomiNg BuLLETs
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Before Hammersmith makes an Attack with his
Weapon Action, he may pay an additional blue
Tech Cube to allow him to re-roll 3 of the Attacks
dice, using only the new results. Hammersmith
may choose to re-roll the same die multiple
times.
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Weapon Gadgets
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SUPERIOR FIREPOWER
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Randomly choose a Doomday Device
and place it either side up anywhere on
the map.

Hormesith deys e of s weoon desins o
Hormarerin i

Draw a Random Doomsday Tile from the box and
place it anywhere on the Map. You may choose to
use either side of the Doomsday Tile.

~+ OMNIRIFLE 20

Every Hell Trooper on the Map gains an Attack Up
Status.

+ DARK MATTER MINES

Al of Hammersmith's Mines detonate,
Attacking all MAYHEM Units and
Targetable Objects within 4 Spaces.
Each Mine Demolishes the top Level of
aamldwyns inor on. Multiple Mines
ilding Demolish multiple

Levels.

Harersth oeoads s e’ derk mote hores.

Hammersmith Activates all of his Mine Markers
and they Attack all enemies within four Spaces,
on the same Level, and within Line of Sight of
themselves. Each Mine in or on top of a building
Collapses 1 Level.
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Dark Matter Rifle: 2 extra Hell Troopers can
Attack at no extra cost.

Dark Matter Grenade: The Hell Trooper Attacks a
Space and places an Explosion Marker face down
in the Space with a Defense Down Status on top of
the Explosion Marker. Every Unit Attacked by the
Explosion Marker gain a Defense Down Status.

RIS

SNIPE TROOPER

0_9 IIAK; MATTER S;IIPER RIFLE
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Dark Matter Sniper Rifle: After the Action is paid for, delay
the Action and place a MAYHEM When Removed Timer
Marker on the Action. Complete the Attack when the
Timer Marker is removed. If the Attack is Aimed, a Aimed
Hit may be spent to place Disrupt Status on the Target.
Dark Matter Grenade: The Snipe Trooper Attacks a Space
and places an Explosion Marker face down in the Space
with 2 Movement Down Status Markers on top of the
Explosion Marker. Every Unit Attacked by the Explosion
Marker gain 2 Movement Down Status Markers.

Cloak: Place a LEGION Until Removed Timer Marker on
this Action. Until the Timer is removed, the Snipe Trooper
cannot be Targeted by Attacks, except by an Area of Effect
Attack. The Timer is removed if the Snipe Trooper Attacks.

LN

+/ EXPENDABLE

A Hell Trooper within 2 Spaces of a
LEGION Unit takes all the Hits dealt to
that Unit. The original Target Unit takes.
no Hits.

| Afanatical Trooper throws himsefn frontof the attack.

A Hell Trooper within two Spaces of any other
LEGION Unit may take all the Hits dealt to that
Unit instead.

The Shock Trooper ignores all Hits and
Pushes from an attack.

Itshould have killed him, but the Shock Trooper does ot
know that So heust keeps coming.

A Shock Trooper may ignore All Hits and Push
Results from one Attack against it after the roll
is made.

Minion Cards

SWARM TROOPER

n .
-

1
+mvzs
g Hﬁﬁt@z
() CHARGE 4 LUNGE + DASH
v =) e
1 ‘T
Tty om | T

Lunge: Use this Action when the Swarm Trooper
is Attacking with its Knives Action. Increase the
short red Range of the Swarm Troopers Knives
Action. Both the cost of the Knives Action and the
Lunge Action must be paid.

SHOCK TRODPER

[ (1) MISSILE BLASTER
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Missile Blaster: Each Hit (not Aimed Hits) places
a Movement Down Status on the Target.

Ground Pound: That Attack Targets everything
in Range and in Front of the Shock Trooper, even
if the Target is not in Line of Sight or behind a
Wall. The Shock Trooper may choose to delay
the Attack and place a MAYHEM When Removed
Timer Marker on the Action. When the Timer is
removed, the Shock Trooper may use 3 Movement
Points to move and complete the Attack.

If a Swarm Trooper Hits with its Main
Attack, place 3 Move Down Statuses on
the target.

| The Swarm me;wwmmmmm

If a Swarm Trooper deals damage with its Main
Attack Action on an enemy, place 3 Movement
Down Status Markers on the enemy.

) REPOSITION

Move a Hell Turret to a new position
anywhere on the Map.

The Hell Turrt s teleparted to a new position.

You may Move a Hell Turret to any Space without
a Unit already in it.
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Gun Kata: Use this Action when the Blitz Trooper
is Attacking with its Dual SMGs Action. The Blitz
Trooper may Attack each enemy within the
Attack’s Range and the Blitz Trooper's LOS. The
Blitz Trooper may Attack enemies in both its Front
and its Flank. Both the cost of the Dual SMGs
Action and the Gun Kata Action must be paid.

HELL TURRET

'+ DOUBLE AUTOBLASTER
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) ROTATE 7 RETRIBUTION FIELD
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Rotate the Turret to face. P
direction. Spac way.

o

Retribution Field: The Hell Turret may use this at
any time, including after an enemy pays for its
Attack but before it rolls the Attack Dice.

The Blitz Trooper may ignore Armor and
choose where Wound Cubes she inflicts
are placed this Turn.

| The Blitz Trooper's skillwith a gun is unmatched

When the Blitz Trooper Attacks it does not have
to remove all Armor Cubes before placing Wound
Cubes and may choose in which Wells those
Wound Cubes are placed on the Target.

The Snipe Trooper may Attack through
walls and ignores LOS.

The Snipe Trooper may ignore waIIs and Line of
Sight for one Attack.



