


ACTION ORDER
BRAINS +4 LEVELT

Success: See whatever the iEye can see.
Failure: -2 NODE from vertigo.






ACTION ORDER

BRAINS +4 LEVELT

Success: -1 Treason Star and +2 NODE
dealing with higher clearances.

Failure: +1 Treason Star, Injured and -2
NODE dealing with higher clearances.






ACTION ORDER
CHUTIPAH +1

Success: +1 Moxie, +2 NODE dealing with
nearby citizens.

Failure: Computer Symbol from any roll

= +] Treason Star and -50 XP Points until
Observer is ‘found'.






ACTION ORDER MEDIUM
CHUTIPAH +3 LEVELT

Success: +1 Treason Star to anyone not
freating you as a lamp, go at any

Action Order.

Failure: Cannot play cards (too busy being
alamp).






ACTION ORDER SMALL
CHUTZPAH +1 LEVEL 2

Success: Control mini bot, +2 NODE when
being tiny helps, =2 NODE when it does not.
Failure: -3 Moxie from scrubot aftack, -1
Moxie to all nearby.






ACTION ORDER
MECHANICS +2 LEVEL2

Success: +2 Chutzpahroll, look at anyone’s
face-down Action card and may replace
your own.

Failure: -2 Chutzpah roll, read your face-
down card before combat begins.






ACTION ORDER LARGE
MECHANICS +2 LEVEL2

Success: +2 NODE dealing with
electronics, power up devices/rooms,
disable Asimov circuits.

Failure: Maimed and all gear is fried.






ACTION ORDER OVERSIZED
BRAINS +2 LEVEL3

Success: +3 NODE to find signals.
Failure: +2 Treason Stars and IntSec
arrives in 2 rounds.
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ACTION ORDER OVERSIZED
CHUTIPAH +2 LEVEL3

Success: Find location of target citizen.
Failure: Citizens panic and report Mutant
under your contfrol.






ACTION ORDER
VIOLENCE -2

Success: -1 Treason Star, +100 XP Points, +1

NODE dealing with higher clearance or the
Computer.

Failure: +1 Treason Star, =100 XP Points and

-5 NODE next round.






ACTION ORDER
CHUTIZPAH +2 LEVEL?

Success: +2 NODE to nofice and
interact with people behind you.
Failure: -2 NODE when interacting with
people in front of you.






ACTION ORDER
MECHANICS +3

Success: Device blends in with background,
lets you see/hear anything nearby.

Failure: Device broadcasts your Coretech
feed (visual and audio).






ACTION ORDER
BRAINS +4 LEVELT

Success: If what was just spoken to you is a
lie, an alarm goes off.

Failure: Alarm goes off whenever you say
anything. Or you're silent too long.






ACTION ORDER SMALL
MECHANICS +3 LEVEL2

Success: Swallow to make your voice
sound like anyone else’s you've heard.
Failure: It lodges in your windpipe, causing
a Hurt each round until dislodged.






ACTION ORDER SMALL
MECHANICS +0 LEVEL ]

Success: Identify smells and +2 NODE for
fracking someone.

Failure: It becomes allergic to something
and begins sneezing. -1 NODE when talking
to superiors.






ACTION ORDER MEDIUM
MECHANICS +2 LEVEL 4

Success: Great lighting means +2 NODE
with video evidence.

Failure: Video evidence is corrupted, +1
Treason Star.







ACTION ORDER
MECHANICS +1

Success: Install wirelessly in target's
Coretech and access their visual feed (no
audio) for 5 rounds.

Failure: Target's loyal thoughts are shared
Complex-wide, giving them a promotion.
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ACTION ORDER SMALL
BRAINS +3 LEVEL ]

Success: Relevant data in your vision gives
+2 NODE for all Brains rolls.
Failure: You are blinded by lines of text

and you go dead last.






ACTION ORDER
SPECIAL

Success: ‘Detfecting’ people gives +6
Action Order when being ambushed or
sneak attacked.

Failure: Discard an Action card as you keep
expecting ambushes.






ACTION ORDER SMALL
CHUTZPAH +1 LEVEL 2

Success: Whisper one sentence into the can;
when another drinks from it, only they ‘hear’
your words.

Failure: You shook up the ‘can’ which
explodes; take an Injured and all nearby
take Hurt.






ACTION ORDER SMALL
CHUTZPAH +1 LEVEL 2

Success: Shrink field works and one clone-
sized object shrinks and fits into the capsule.
Once opened, object retums to normal size.
Failure: Object is crushed down to pill size and
may explode. Ow.






ACTION ORDER
CHUTIZPAH +2 LEVEL2

Success: Send one senfence into another’s
Coretech asif it were a message from
another person (but not The Computer).
Failure: -2 Treason Stars for unauthorised
impressions.
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ACTION ORDER
CHUTIPAH +2

Success: Aloha Complex noises come from
the boots, +3 Stealth to tail a

target unnoficed.

Failure: Adverts blare from the boots, -1 Moxie
and everyone nearby knows where you are.






ACTION ORDER
VIOLENCE -1

Success: 'Levitation’ works, +2 NODE for
Stealth or attacks from above.

Failure: Slam into the ceiling and then floor
for a Hurt each turn until deactivated.






ACTION ORDER SMALL
MECHANICS + 1 LEVEL ]

Success: Track location of target for the
next hour.

Failure: Device loudly says it is spying for
you by name.



