Mac

@ Body Toolbelt Work Gloves Leather Boots
Body Belt Gloves Feet
0 Sneak 4 Belt Slots +10 +1K.
+20+247 This bonus is reduced by 0.5 if you have ahy
15 2R Heavy equipment.
ICEZ
1B34Q 18
20/ 2[
1B [1:1:X]+0:1d4 unarmed.
2B : Manipulate environment for cover
Rest® : +137 per(S until SoT
2(5  : Change contents of hands.
2 : +137 (Interrupt) until SoT
MaxB: &0 S
o o o
o — o
& ® 223
Overalls ' This One’s ' Grenade! ' Grenade!
| | - | | | |
Torso SpeC|al 1 Free Hand 1 Free Hand
+2 Any 10 Pair+1Cy 10 Pair+1Cy
+1Belt Slot 2Pair<§37 10 “.. Roll © against 4 +%. For each 2 10 " Roll $ against 4 +%. For each 2
by which you fail (rounding up), the centgr by which you fail (rounding up), the centg
Play as you use & [J ability. Replace one of deviates by ] can reduce damage to 0. deviates by /] can reduce damage to 0.
the loaded tokens with a distinct marker. When . .
this marker is expended as ammo, if the attack 1@ : 2deffd . 1@ : 2d6ffd 4z
hits, it does 2x¢ and is asolid critical hit. 26 - 1deJ 4. 2 : 1defJ 4.
(If you rolled something that would otherwise
have been critical, it does 4%.)
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@ Packrat
Skill

@ 2@

2 X

Use each ability at most once per turn.

Heavy

$250

Hand Cannon

1H 217
1B 1Y [1:3:2]-3:2d6
MICH ARy \aulp |
1+1H D420

AAA

Ratchet

@ 1H

If you are wielding this, you may playg cards
as if you had two free hands.

H Engineering OpticsPart

A

Jury-Rig Scope
2 Free Hands

2B Pair+ 107

17%."waweapon.
+17%, +1min %, +10.

[ Engineering Stock Part

A

Jury-Rig Stock
2 Free Hands
20 Pair+1CL

17%. "5 a weapon.
Near : +2O

= il

[ Engineering Stock Part

A

Jury-Rig Stock

2 Free Hands

20 Pair+1C0

17%. i aweapon.
Near : +2 O

H Gadget

Nailmine
1 Free Hand

2B Pair\Jy

1 "% Place a token which is activated whg
someone enters). 1) [X:X:X] +4:2d6+4.

The mine has Sneak 6 for purposes of avoid
detection.

This item counts as a grenade.

N

H Gadget

Nailmine
1 Free Hand

2 (B Pair\yy

1 "% Place a token which is activated wh
someone enters®). 1) [X:X:X] +4:2d6+4.

The mine has Sneak 6 for purposes of avoid
detection.

This item counts as a grenade.
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H Thrown

Smoke Grenade
1 Free Hand

10 Pairy

10 "x. Roll © against 4 + x For each 2
by which you fail (rounding up), the cente
deviates by J can reduce damage to 0.

=

Creates a ¥ smoke cloud. Any line of
attack passing through the cloud i, but
you can fire out from the edge of the cloyd
at no penalty. Inside the cloud, you may start
snheaking as if no enemy had LoS. Dissipates in
3turns.

!

H Thrown

Smoke Grenade
1 Free Hand

10 PairJy

10 "x. Roll © against 4 + x. For each 2
by which you fail (rounding up), the cente
deviates by JJ can reduce damage to 0.

Creates a %% smoke cloud. Any line of
attack passing through the cloud ifJ, but
you can fire out from the edge of the cloy

=

d

at no penalty. Inside the cloud, you may start
sneaking as if no enemy had LoS. Dissipates in

3turns.

$200

Utility Jacket

Torso

+3J
+2 Belt Slots

One More
Any

Pairyy

One of your weapons with i J may make one
additional attack, paying the norm(t cost.

One More
Any

Pair\Jy

One of your weapons with r*J may make one
additional attack, paying the norn(H cost.

H Engineering

WD-40
2 Free Hands

2B 3Kind 7

17w This card & a weapon. Grants a type
upgrade slot.

You may play this as you play an Engineeri
card on the same target, in which cast t

costs 0B and PaikXy).

A mysterious lubricant dispensed by gas pr
sure from canisters, its manufacture has ely
ed even the most skilled technicians, and
can only be found in salvage. It has facilitg
ed weapon modifications most would hg
thought impossible.

ng
his

£S-
d-
it

t-
e

= el

H Engineering

WD-40
2 Free Hands

2B 3Kind 7

1w This card i a weapon. Grants a type B
upgrade slot.

You may play this as you play an Engineering
card on the same target, in which cast this

costs 0B and Paik\y.

A mysterious lubricant dispensed by gas pres-
sure from canisters, its manufacture has elyd-
ed even the most skilled technicians, and it
can only be found in salvage. It has facilitat:
ed weapon modifications most would have
thought impossible.

H Engineering

Duct Tape

2 Free Hands

2 3Kind 7

17w This card’ @ a weapon. Grants a type O
or type S upgrade slot, chosen when this card
is played.
You may play this as you play an Engineering
card on the same target, in which case this

costs 0B and PaikX].
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Duct Tape

2 Free Hands

2 G 3Kind Y

1 .. This card i a weapon. Grants a type
or type S upgrade slot, chosen when this ¢
is played.

You may play this as you play an Engineeri

ard

ng
card on the same target, in which case this

Frag Grenade

1 Free Hand
10 Pair+1

10 "x. Roll © against 4 + x. For each 2
by which you fail (rounding up), the cente
deviates by JJ can reduce damage to 0.

1@ : 2d64J 4%, 2 Wound tokens

=

Incendiary
Grenade

1 Free Hand
13 Pair+1C0y

10 “x. Roll O against 4 + .. For each 2
by which you fail (rounding up), the cente
deviates by ] can reduce damage to 0.

=

Packrat Il

@§ Skill

Your F limit is increased by 1.

costs O and Paircly. 2@ : 1d6{lJ 4%, 1 Wound token 14 : 2d6jJ £, +1 0On Fire token.
2@) : +2 On Fire tokens. -1 p@@ and per 3
g o
e = =
& & (o]
' Incendiary ' Incendiary ' Hollowpoint ' Hollowpoint
- Ammo - Ammo - Ammo - Ammo
1Free Hand 1Free Hand 1 Free Hand 1 Free Hand

B Ammo

1B PairJy

1% Targets a gun in someone’s hand. Activ:
aweapon’s] [T ability up to 2 times. You may
use your own cards as well as the target's
pay the reload costs. Instead of loading norn
rounds, load Incendiary Ammo tokens. Th
are fired after currently loaded ammo. Youm
choose to unload the weapon when apply
this card. This can’t be used on weapons wh
requirg/!]]] to reload.

Incendiary Ammo tokens add 1 On Fire tok
to the enemy.

ate

to
nal
24

gy
ng
ch

2N

KB Ammo

1® Pair\Jy

1% Targets a gun in someone’s hand. Activ.
aweapon’s] [T ability up to 2 times. You may
use your own cards as well as the target's
pay the reload costs. Instead of loading norrn
rounds, load Incendiary Ammo tokens. Th
are fired after currently loaded ammo. Youm
choose to unload the weapon when apply
this card. This can’t be used on weapons wh
requird1]]] to reload.

Incendiary Ammo tokens add 1 On Fire tok
to the enemy.

te

to
nal
24
ay
ng
ch

2N

B Ammo

1B Pair\Jy

1% Targets a gun in someone’s hand. Activ.
aweapon’s] [T ability up to 2 times. You may
use your own cards as well as the target's
pay the reload costs. Instead of loading norn
rounds, load Hollowpoint Ammo tokens. The
are fired after currently loaded ammo. Youm
choose to unload the weapon when apply
this card. This can’t be used on weapons wh
requirdT]]] to reload.

Hollowpoint Ammo tokens do +{ and add 1
Wound token to the enemy.

te

to
nal
y
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ng
ch

KB Ammo

1B Pair\Jy

1% Targets a gun in someone’s hand. Activ:
aweapon’s] [T ability up to 2 times. You may
use your own cards as well as the target's
pay the reload costs. Instead of loading norn
rounds, load Hollowpoint Ammo tokens. The
are fired after currently loaded ammo. Youm
choose to unload the weapon when apply
this card. This can’'t be used on weapons wh
requirdT]]] to reload.

Hollowpoint Ammo tokens do +4< and add 1
Wound token to the enemy.
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nal
y
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Mechanic’s
Work Is Never
Done

Skill

When you play an Engineerif!]]] card, look
at the togT] and place it on the top or bottom g

.

When you play a card that removegs cards,
look at the top 41] as above (placing the tw
cards independently in either position in a
order). This supersedes the above bonus.

(7~ : Draw a card you're looking at

=

1=

ny

B Engineering

Better Than
New

2 Free Hands

2B Pair+1C07

This card @ a weapon held by you or anh
adjacent ally. Up to on that weaport]
&3 For each card removed in this way, p{ J1
on this.

If this card has [, +15¢.

If this card has &, +35

B Engineering

Fire
Extinguisher
2 Free Hands

20

Remove all On Fire tokens from either
vehicle or up to 3 allies within F-.

=

B Engineering

Fire
Extinguisher
2 Free Hands

20

Remove all On Fire tokens from either
vehicle or up to 3 allies within ..

Quick Fix
Any

Play as you play ag card on an ally’s
equipment. You may additionally remove o
on the target.

e

Quick Fix
Any

Play as you play am card on an ally’s
equipment. You may additionally remove one
on the target.

A Engineering

Meta-Kludge
2 Free Hands

2B SStraight™ly

Up to two Kludge cards on you or an adjacgnt
ally have their counters reset, as if they had just
come into play.

@ Thinking Ahead
Any

When using the Planning inspiration abilit
you may look at the top {IJ. Draw 1, choose
1to put on the top or bottom, and discard {]
other 2.

1B : When Considering Alternatives, yo
may keep one additional card.

=

he
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' Ceramic Plating ' Ceramic Plating ' Armor ' Armor

a = a - . a . e .
10 SStraight™y 1M SStraight™l) Any Any

_ 17w This card i a piece of armor and comes | 1" This card i a piece of armor and comes 2 @ 2 @

® into play with 4. ® into play with 47.

e 104 o 1040 PairSly : 1% This g torso armor. PairSly : 1% This g torso armor.

S - - o - '

£ £ Pair(Xly : Place 1”7 on this. Do this only PairXly : Place 1 on this. Do this only

£ When you take damage, remové L If you & When you take damage, remové L If you once, as this is being played. once, as this is being played.

9 cant, thisO &. 9 cant, thisO &. ' '

=) S This grants a type A slot. If therg™ on this, This grants a type A slot. If therg™J on this,

< < +11. +17.

D ()] D D

= = = =

8 8 B B

= 1= = =

(=] (=] {=2] (=]

= = = =

] w | i

' Improvised ' HEAP Ammo @ Tune Up ' Rocket Boots

| | | | | |
Remote Gun 1Free Hand Skill 2 Free Hands
Any 1 @ P&il""l@ Whenever you play ag card on a weapon, 1 @ uStraighl@E
you may put this card under the weapon as if it
2B PairJy 1% Activate a weapon's] “J ability up to were & g. Itisn'ta"i, and can't be removed b 17, This g a Feet item.
i any effect. ) . )

As you play this, place a gun you're carrying gn 2 times. You’may use your own cards as ?” 0 : Activate this item. At EoT, thi§] &.
the ground in an adjacent hex and put a Remote as the target's to pay the reload costs. Instead +10 . . .

token into one of your hands. ARemote cards of loading normal rounds, load HEAP Ammo _ . ) When this item is activated, #R. Whenever
you have share the same Remote token. It is |1H tokens. They are fired after currently loaded EoT : Return this card to its owner. you take alk action, you must immediatel
and non-transferrable. ammo. You may choose to unload the weagon spend all of yourlk. You must move in a

straight line, except that you may take ope
60-degree turn. You may stop by hitting a wall
or person, in which case all people involved
take 1 Stun token.

\ . when applying this card. This can't be used pn
You may use that weapon’s basic attacks remotely hich o load
as if it were in your hands. Turrets cannot be weapons which requir!]] to reload.

disarmed. If the turret is destroyed, the gun falls|to HEAP Ammo tokens hav@ and do #X
the ground in that hex. Attacks are modified only py equal to the target(Z].

the weapon'’s intrinsic bonuses and your skills, not
by your equipment. You may not target these attagks Target'gg >4 :0n hit, add a Wound token
with inspiration cards. You may use the turréfsJ

ability only if you are adjacent.

The turret has [J and 25 HP, or 35 HP if the weapon
is 2H.

B Engineering Remote
A Engineering Gadget

B Ammo
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Augmented
Firing
Mechanism
2 Free Hands

2B uStraightly

Flechette
Ammo

1Free Hand
13 Pair+1C0y

17, Activate a weapon’s] [ ability up to 2

Custom
Semiautomatic
1H 81
1517 : [1:5:1]+1:1d6
1B 217 [1:5:1]-1:1d6x2

2GNCT: NSO Y

Sapphire IV
Laser
1H 8
1B 1Y [1:8:1]+2:1d8Y D 4L @)

If you hit, the target is marked. The mal
is removed if the target moves, if you tak

% 1 times. You may use your own cards as welllas damage, or at the end of your next action.
. @ aweapon. . ) _ i
o the t_argets to pay the reload costs. Instead of 15177 : 2d6- I £¢ against the marke
T +1d64% Recoil 1 loading normal rounds, load Flechette Ammo : t Thet i ked
=y - ) . tokens. They are fired after currently loaded arget. the target Is marked.
= You can only w & weapon with a materigl ammo. You may choose to unload the weagon 15 SStraight™l : 45 O [,
2 projectile - notL aser or Plasma. when applying this card. This can't be used pn
5 o Weaponswhich requifl]] to reload. A sleek, silver metal tube with a trigger ar
= . .
S E The damage of Flechette Ammo tokens takes a a scope rail. CFIR-IV 1064 is engraved G
é é penalty equal to the targeld + . the side.
If a Flechette Ammo token does damage, the
target takes a Serious Wound token. o
8 2
[32] o
123 @
Frag Grenade Frag Grenade Grenade Grenade
1H 1H 1H 1H
1B : 107 Roll O against 4 4. For each 15 : 107 Roll © against 4 4. For each 15 : 107 Roll O against 4 4. For each 1B : 107% Roll O against 4 4%, For each
2 by which you fail (rounding up), the 2 by which you fail (rounding up), the 2 by which you fail (rounding up), the 2 by which you fail (rounding up), th¢
center deviates by 7 can reduce| center deviates by 7IJ can reduce center deviates by 7] can reduce] center deviates by 7] can reduce|
damage to 0. damage to 0. damage to 0. damage to 0.
1% : 2d6}JJ 5%, +2 Wound tokens. 16 : 2d6}J 5, +2 Wound tokens. 1@ : 2d6fJ 52 1% : 2d6fJ sz
2@) : 1d6}JJ 5%, +2 Wound tokens. 2%) : 1d6/J 5%, +2 Wound tokens. 2@ : 1d6fJ 5. 26 : 1d6]J sz
0 0 o o
3 = = ]
= = = =
3 3 3 3
= = c c
(o) ] =] =]
O O (@) (@)
= = = =
5 5 5 5
= = = =
= = = =
o L0 To] To]
o] @ <t <t
Iz @ @ @
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Grenade Incendiary Incendiary Incendiary
1H Ammo Grenade Grenade
1B : 10™x Roll © against 4 4%, For each 1H 1H 1H
2 by which you fail (rounding up), the
center deviates by #J can reduce] Activate a weapon’s] [} ability. In paying 1B @ 10w Roll O against 4 4+ For each 1B @ 107w Roll O against 4 4+, For each
damage to 0. the<X cost, you may use the top. If you 2 by which you fail (rounding up), the 2 by which you fail (rounding up), the
1@ : 2d6jJ 4¢ have a free hand and this is in your belt, ypu center deviates by 7J can reduce center deviates by 7/ can reduce]
' ’ may use this as if it were in your hand. Instepd damage to 0. damage to 0.
24) - 1d6%@ 2. of loading normal round_s, load Incendiafy 16 2d6%@ 24 +1.0n Fire token. 14 2d6%@{?,1, +1.0n Fire token.
@ Ammo tokens. They are fired after currently | W
3 2 loaded ammo. You may choose to unload the 3 26 : ,+2 On Fire tokens. -1 pélJ and per 3 3 26 : jr2 On Fire tokens. -1 pélJ and per 3
£ 'g weapon when applying this card. Thiscan'tbe | £ £ = £
@ 7 used on weapons which requl]]] to reload. § §
o = o] o]
© O Incendiary Ammo tokens add 10n Fire token | © ©
g g to the enemy. g %
= € = =
= < = =
Lo o L0 L0
< Lo (o] (o]
& @ 23 23
Incendiary Incendiary Analgesic @ Packrat | + Il
Grenade Grenade Quick Injector Skill
1H 1H 1H Your X limit is increased by 1.
1 : 10" Roll O against 4 + %, For each 1B : 107 Roll O against 4 4%, For each 1B : 17% Heal 3d6. If you have a medkit @ 2f]
2 by which you fail (rounding up), the 2 by which you fail (rounding up), the equipped, add its Medkit Bonus x 1. 20
center deviates by 7/ can reduce| center deviates by #J can reduce h abil
damage to 0. damage to 0. Use each ability at most once per turn.
1% : 2d67J 5%, +10n Fire token. 14) : 2d6}J 42, +10n Fire token.
% 24) - ,+2 On Fire tokens. -1 p@@ and per 3 % 24) - er On Fire tokens. -1 p%@ and per 3 %
= 2. £ 2. £
3 3 3
5 5 5
O O O
= =
g g 8 g
2 2 g B
f= = 3
= = b= O
Lo [To] L0
© © [T
22 @ @
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