


ACTION ORDER: 3 @

Explain to the GM how you use an
unrelated skill for a roll and, if they buy it,

you roll with that skill instead and get
+1 NODE.






ACTION ORDER: 5

You happen to have a useful,
inconsequential small item that's exactly
the one thing that can help you now:

Explain how it helps you and get +1 NODE
on the roll.






ACTION ORDER: 3

A Yellow R&D tech appears and starts
asking a target of your choice to fill a
survey. If the target does anything other
than answering questions, +1 Treason Star.






ACTION ORDER: 8 @

Draw two new Action Cards, read aloud
their fitles only and immediately choose

one of them to take effect immediately.
Discard the other.






ACTION ORDER: 6 @

Pick a character and make a Chutzpah + Bluff
(or Charm) roll. With 2+ successes, they lose their
action this round while they contemplate your
words (or wonder just how stupid you are).







ACTION ORDER: 4 @

Make up a reasonable but vital detail
about a situation or enemy’s weakness.
Anyone acting on this information gains +1
NODE this round.






ACTION ORDER: 4 @

Something escaped quarantine. Pick a
target. They get a Hurt each turn until either
dead or healed. This applies o anyone
who touches the target or their gear.







ACTION ORDER: 1 @

One of your R&D devices begins making
a weird sound. What does it indicate?
Nobody knows. All Brains and Chutzpah
rolls are at -1 NODE from the distraction
until you silence the noise.






ACTION ORDER: 5
_________________________________________________|]
Play along with an Equipment card of
any type. Add the Equipment’s level to
the NODE for a roll this gear shouldn't
normally help.






ACTION ORDER: 5 @

A character that no one can currently see
disappears in a puff of smoke. If thisis a
Troubleshooter, activate a new clone.







ACTION ORDER: 4

You secrefly stole something from R&D. If
the GM agrees it's useful, your next roll is

+3 NODE but also +1 Treason Star. Nobody
likes a thief.






ACTION ORDER: 10 @

Someone's Equipment card cannot be
used this round. That Troubleshooter can
take a Basic Action instead.







ACTION ORDER: 2 @

A Green R&D scientist wanders over and
gives you some gear fo test (GM gives you
arandom Experimental card). You can use
this starting on your next furn.







ACTION ORDER: 6 @

Reroll a failure when using Experimental
equipment. If you roll the Computer
symbol on the reroll, +1 Treason Star for not
following established safety procedures.






ACTION ORDER: 0 @

You find something big to hide behind.
Describe it to the GM. If they approve, you
dodge aranged attack or explosion that
would otherwise hurt you on your turn.






ACTION ORDER: 5
_________________________________________________|]
You have a flash of inspiration! Explain to
the GM how it's relevant. If they like it, add
Brains to your NODE for this roll (even if the
roll required Brains already).






ACTION ORDER: 0 @

When you roll a Failure using experimental
gear, redirect the effect to another player
or NPC. The affected character must

be nearby.






ACTION ORDER: 1

You use an item to do something it was never
designed fo do. Describe to the GM how it
works. If they like it, +2 NODE for any roll involving
that item. If you fail a roll with the item, it
explodes for a Maimed. Yes, even a towel.



