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Introduction

When she came home fro mwork
yesterday, Sally Undokku found a
package inher locked apartment.
Inside was a device that looked like a
cross between a pistol and a hand-
held vacuumcleaner. Coded
instructions with the device directed
her to “hit” a fellow named Don
Rozo.

She carried out thehit today. Rozo’s
flesh melted into goo under the
invisible ray that the“ gun” projected.
The skullis untouched, and it has a
crest along the pate. This guy wasn’t
even human.

Notes in Rozo’s apartment tie himto
Lou Farazzi. Undokku knows Lou;
he runs a liquor store on the Sunken
Plaza. But maybe there is more to
Lou than meets the eye. Maybe she’ 1l
find out.

Undokku looks out the window of
Rozo’s cramped apartment. There
lies the city known as the Edge.
Somewhere out there is the unseen
manipulator who sent herthe gun and

the oders. And somewhere is the
hidden conspirator behind Rozo.
Maybe there are justtwo ofthem,
maybe there are more, all competing
for some secret prize. She doesn’t
know. She’s just a pawn.

But you know, because when you
play Onthe Edge™, you are the
unseen manipulator.

Game Background

In Onthe Edge, you play thepart ofa
behind-the-scenes conspirator. The
cards represent the peopleyou draw
into yourpower base, weird science
gear, influence and contacts you have
in varous sub-cultures, etc.

The setting is the fictitious
Mediterranean island of Al Amarja
(“AHL uh-MAR-huh”), especially its
chiefcity, the Edge. The time is now.
This setting isdeveloped in the
roleplaying game, Over the Edge™.
Note, however, that insidious
conspiracies have altered information
in one or both games so that what is
true in one is not necessarily true in
the other.

Most cards are linked to various overt
and covert groups that operate on Al
Amarja. At first you might not
understand thesignificance ofcertain
terms referring to these groups, but
everything you need toknow is in the
cards somewhere. Play, share notes
with otherplayers, trade cards, and
all will become clear. Beware: A very
few rules will not be relevant until
expansions sets for the game are
available.

Object of the Game

Any number ofplayers, or any
number ofteams ofany size, can
play, though larger groups can make
for longergames. Players score
Influence during play through the
cards they use. This represents
progress toward secret control of Al

Amarja, which isthe imaginary goal
ofthe game. The amount ofInfluence
needed to win depends on thenumber
ofteams or individual players inthe
game, as shown on the following
chart:

Players or Influence P oints
Teams Needed to Win
2 24

3 16

4 12

5+ 10

To win, you mustbegin a turn with
sufficient Influence. Ifyou play
teams, each teamhas one socore to
which the teammembers contribute.
To win, each team me mber in
succession must begin a tum with
sufficient Influence.

Setting Up

Players sit around a table or other
playing area. Ifyou’re playing teams,
sitopposite your teammate(s) so that
there is one teammember fro meach
other teambetween you and your
team mate(s).

To start, youneed a deck ofat least
40 cards. You play with your own
deck, which consists of whichever
cards youdecide touse, selected

from thoseyou’ ve bought or traded
for. During thegame, you’ll bring the
cards fromyour deck into play. Your
deck stays on thetable in front of
you.

Firstshufle your deck, then cut the
deck ofthe playerto your right. Then
deal yourselfa hand often cards from
the top ofyour deck. Determine
randomly (or by consensus) who goes
first.

Playing the Game

As you play, each player takes turns,
with play proceeding clockwise (to

the left). A round isthe time it takes
for each player to take onetum. The

game goes on until one player or
teamwins (see below).

One vital card typeis the Resource,
which usually represent your contacts
in a certain community or sub-
culture. These Resources provide you
with Pull thatyou can use to call
other cards (bring theminto play).
When you call Resources, putthem
on the table in front ofyou (separate
from your ranks of Characters,
described below). They usually
remain in play fromthe time you call
themuntil the end ofthe game.
Another vital card type is the
Character, representing a person that
you can draw into your Conspiracy.
Some Characters provide you with
Pull. This Pull can call other cards,
just as Resources do. It can also
generate Influence for you
(representing the Characters’ ability
to influencethe underground, illicit
politics ofthe Edge). When you can
begin a turn with enough Influence,
youwin the game. Characters
without Pull will protect your
important Characters, attack your
opponents’ Characters, orhelp you in
other ways.

Characters goon the table in front of
you arranged in ranks. The
Characters that are closer to other
players are“ frontdine” operatives
who are most vulnerableto enemy
attacks and most capableofcarrying
out attacks on others. The Characters
closest to you are“behind-the-
scenes” operatives who are safer
from attack. Characters stay in play
until they are popped, at which time
they are put inthe dead pile
(discarded). The Characters arranged
in rank and file are called your
Conspimcy.

Characters are Unique. Since each
represents a person, it’s impossible
(barring special circumstances) for



two cards representing the same
person to be in play atthe same time.
Your deck also includes cards that
represent equipment your Characters
may use, turns and twists of fate,
magical and psychic effects, weird
science, secrets you have learned, and
so on. These cards can be important
to winning a game, butyou can do
withoutthem. It’s possible to win a
game with just Resources and
Characters in your deck.

Characters and Resources canbe
used over and over through the game.
Other cards may have continuous,
repeated, or one-time effects, as
described onthe cards themselves.
Generally, Characters and Resources
can only be used once per round. To
indicate which cards you’ve already
used in a round, crank them (turn
themsideways) as youuse them. At
the beginning ofyourtum, you
uncrank all your cranked cards so
you can use themagain that round.
It's also possible for a Character to be
flipped, meaning thatit is placed face
down and is out ofplay (except in
terms ofUniqueness) until its

owner s nexttum.

Your First Games

When you are first leaming On the
Edge, you may want to use the
optional “beginner’ s discard” rule.
Every tum, during your discard phase
(see below), you may discard any one
card and replace it with a new card
from your deck. (This replacement is
in addition to replacements normally
allowed, as explained below.) This
special rule lets you get to the cards
you really need more quickly, an
effect that experienced players
achieve by deciding which cards go
in theirdecks inthe firstplace. You
must getyour opponents’ permission
to use the beginner s discard rule.

Cards

In Onthe Edge, everything happens
to and through cards. The only “game
board” is the space where cards are
putinto play. In case ofconflict
between these ules and those on a
card, the card takes precedence.
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Data

A card includes the following data:
Illustration: The illustration tells you
something aboutthe card but hasno
direct effect on play.

Name: Ifthe card is a Unique
Character, this is a person’ s name.
Only one card representing a given
Unique Character may be in play at
one time. You may not call a Unique
Character ifit is already in play, even
ifyour card is a different version of
the same Character (i.e., thesame
name but different details). Ifthe card
is not a Unique Character, then the
name says what the card is.

Tag or Type: Awomd or phrase in
italics across the top ofthe card is the
tag (ifthe card is a Character) or the
card type (ifit is a non- Character
card). A tagis a briefdescription of

the Character (which hasno effect on
play). Types, besides Characters,
include: Resource, Whammy,
Condition, Environmental, Secret,
and Gear. There are different rules
for each type (seebelow).

Cost: Located in thetop right corner
ofthe card, this is the cost in Pull
Points to call the card. Ifthe Cost is
marked by a bullet (¢), you cannot
call the card unless you already have
a Resourceor Characterin play that
shares a trait with the card. You may
not call more than one 0-Cost card
per tum. Whammies have no Cost
(marked —); you can play any
number ofthem.

Power: Beneath the card’ s name in
the sidebar are the card’s Power
scores. All Characters have Power.
Other cards havePower as wellif
they affect the PowerofCharacters.
Ifthe Power islisted with a + or —, it
means it increases or reduces a
Character’s Power. The top number,
Attack Power (or Attack, or AP), is
used when the Character attacks. The
second number, Defense Power (or
Defense, or DP), isused when the
Character is being attacked by
another Character. Ifa rule refers to
“Power” without specifying AP or
DP, it applies to both.

Pull: The number ofPull Points the
card generates when you crank it for
that purpose. Ifthe number has a + or
—, it affects another card’s Pull. You
must crank the card to generatethese
points. Pull may be used to callnew
cards into play fromyour hand, or to
score Influence. You may splitup the
Pull Points generated any way you
like. E.g., a Character with 3 Pull
could beused to call a cost 1 Gear, a
cost 1 Condition, and score a point of
Influence thattum. Any Pull Points
notused by the end ofthe turn are
lost.

Traits: These terms representspecies,
public groups, secretsocieties, or
general typesto which the card is
related. These traits determine which
cards can affect which other cards.
For instance, one Character can
cancel any “Cloak” Whammy while
another can cancel any “Fortune”
Whammy. The traits on a Whammy
card determinewhich ofthese
Characters, ifeither, can cancel it.
Whenever the rules refer to a card by
its trait alone, it means a Character
with that trait (exception: “Weapons”
and “ Armors” are Gearwith these
traits, not Characters). A card that
pops “any Mutant” only pops Mutant
Characters. A card that has +1 Pull to
call “Mutant cards” gets that bonus
for Mutant Conditions and other
Mutant cards as well as Mutant
Characters. Rules: Any special rules
or effects that apply to the card.
Unless the card says you canuse an
ability “any time,” you can only use
it on your turn. See Abilities for
descriptions ofcommon abilities.
Efects of multiple cards ofthe same
type are cumulative unless the card is
a Gear oris Non-Cumulative, in
which caseonly one ofa given card
has an effect at any onetime.
Description: A description ofthe
card; it has no efect on play. These
descriptions not only suggest why the
card hasthe characteristics it has, but
can also explain the significance of
other cards.

Card Number: Each card in the game
and expansion sets hasits own
number inthe lower right comer.
While useful for collectors, the card
number hasno bearing on play. *:
Any card factor marked with * has a
special rule associated withit. For
instance, the Gear Hypno-Disc has
Attack and Defense Power scores of
+1*;its special mle is that it



increases a Character’ s Power only
when in combat against a Human.

Types of Cards

There are seven types ofcards:
Resources, Characters, Whammies,
Gears, Conditions, Environmentals,
and Secrets.

Resource: Theseprovide Pull Points.
Pull Points fromResources cannot be
used for Influence. Resources remain
in play until popped.

Character: Represents a person.
Unless otherwisespecified,
Characters are Unique. Characters
remain in play until popped.
Characters with Pull generate Pull

Points when cranked for that purmpose.

You can use these Pull Points to call
cards orto score Influence.
Characters can also attack other
Characters; you must crank a
Character to have it attack. Many
Characters also have special abilities
that letthemaffect other cards, and
youoften have to crank a Character
to activate its special abilities. Unless
a Character says “crank any time,”
you can only crank it on your turn.
Whammy: These have immediate
effects on other cards. They have no
Cost (different from 0-Cost)so you
can play as many ofthemas youlike
during your turn. Those designated
“play any time” may be played on
other players’ tums. Whammies are
discarded immediately when used.
Gear: Weapons, armor, tools, fiinge
science devices, etc. Only one copy
ofa Gear on a single Character can
operate at any onetime.

E.g.,two +1* Hypno-Discs do not
give a Character +2 vs. Humans. A
Character may have more than one
Weapon and more than one Armor,
butthebonuses ofonly one Weapon
and one Armor (player chooses at
beginning ofcombat) countin any

given combat. A player may always
decide to have a Character not use a
Gear. A Gear remains in play until
popped or until the Character that the
Gear is affecting is discarded, at
which pointthe Gearis discarded.
Condition: A lasting change to a card
in play. A Condition lasts until it is
popped or until the card it is affecting
is discarded, at which time it is
discarded.

Environmental: Continually affects
play. All Environmentals are Unique.
They remain in play until popped.
Secret: Theseprovide special powers
relating to secret groups on Al
Amarja. You may only have one
copy ofa given Secret inplay at any
time. Secrets remain in play until

popped.

Scoping Cards
You may look at any player’s cards
that are not inhand or in thedeck,
including flipped cards and cards in
the dead pile. You may also “go
fish,” such as asking,“Does anyone
have any Mutants in play?”

Your Turn
Ifyou begin yourtum with sufficient
Influence, you win. Othewise, take

your tum, following the order ofplay
detailed below.

Order of Tum

Card-Tending Phase
During this phase, performthese four
actions inthis order.
1) Uncrank: Turn all cranked
(sideways) cards right-side up.
2) Unflip: Tum flipped (face-down)
cards face-up and placethemin your
Conspimacy. They are cranked.
3) Discard: You may discard any
cards that you cannot call becauseof
Uniqueness. For each card so
discarded, draw a card fromyour

deck. You may not discard cards
drawn this tum.

4) Draw: Draw one card fromyour
deck. Ifyou cannot draw because you
have no cards left, you are outofthe
game. Y our cards remain in play until
the game ends. Ifyou are playing
teams, however, you remain in the
game and simply draw no new cards.

Operations Phase
During this phase you may do the
following in any order.
* Call one zero-Cost card
* Call any other cards whose Cost
youpay in Pull Points
* Play any number of Whammies
(which have no Cost)
» Launch attacks against other players
(no more than one attack per
opponent)
* Crank any ofyour Characters to
activate theirspecial abilities or
generate Pull Points
* Crank a Character to move itto a
new location in the Conspiracy

End of Turn Phase
Y ou may perform these actions in
this order.
1) Shift: Move Gear among
Characters.
2) Influence: Record any points of
Influence scored.

Card-Tending Phase

Performthese phases inthis order.

Uncrank
Turn all your cranked cards right-side
up. They are now active, so they can
crank to take action.

Unflip
Turn flipped cards face up and place
themin your Conspiracy in any
location where you would be
permitted to place a new Character.
Leave themcranked; they become
active next turn. They need not return
to the locations they held before

being flipped. Ifa flipped card cannot
be put into play (such as because of
Exclusion), discard itinstead.

Discard
You may discard any cards that you
cannot bring into play because of
Uniqueness. You may also discard
any Secrets ofwhich you already
have a copy in play. For each card so
discarded, draw a card fromyour
deck. You may not discard cards that
cannot be called because of
Exclusion.

Draw
Draw the top card fromyour deck.
There’s nolimit to the number of
cards you can havein yourhand. If
you cannot draw becauseyou have
no cards left, you lose.

Operations Phase
During your operations phase, you
may performthe following actions in
any order. You may intermix these
actions, (e.g. play a Whammy, call a
0-Cost card, play another Whammy,
attack oneplayer, call another card,
attack anotherplayer, etc.).
* Call any other cards whose Cost
youpay in Pull Points. To call any
non-Whammy card, you must pay its
CostinPull. Some Characters, most
Resources, and some Secrets can
provide Pull Points; you must crank
the card to get the Pull Point(s). For
instance, Molly, Queen-Mother of
Baboons has aPull rating of 1. Ifyou
crank her, you can usethe Pull Point
to call Joey Ko, whose Cost is 1. You
can combinePull Points from
multiple sources to call a card.
Some cards provide bonuses for
bringing certain kinds ofcards into
play. For instance, Frank Germaine
has 1 Pull and +1 Pull to call Ares
cards. Cranking himgives you 1
pointyou can use for anything and
another you can only use for Aries



cards. You could call an Ares card
with a Cost of2 orcall a 1-Cost Ares
card and then do anything elsewith
the otherpoint (including using it for
Influence).

Ifthe card’s Cost is marked by e, then
you must have a Resource or
Character with that traitin play to
call the card. For example, the Gear
Battle Bike costs 3+ and has thetrait
Aries. You can call Battle Bike ifyou
have a Character or Resource with
the Anes trait inplay. Peer
Solgerkvist, an Aries Character,
would count, and so would Friends in
Flowers Barrio, a Resource with the
Aries trait. You must also pay the
Cost as normal.
Generated Pull points go into a
Reserve. You candraw them flom
the Reserve and usethem
immediately, or you can draw on
themat any othertime up until the
end ofyour tum, at which point
unused Pull islost.

Where you put a called card depends
on its type. Conditions and Gear are
placed onthe Characters they are to
affect. Environmentals, Resources,
and Secrets are placed outside the
Conspimcy, in any convenient space
on yourtabletop.

It is good etiquette to announce the
name ofany Character (or other
Unique card) called so that other
players can verify that you are not
duplicating Unique cards they have in
play.

* Call one zew-Cost card

You may call one0-Cost card each
tum. The typeofcard is irrelevant. If
you call one 0-Cost Resource, for
instance, you can’t also call one 0-
Cost Character. Otherthan its Cost,
call this card as you would any other.
* Play any number of Whammies
(which have no Cost)

You can play Whammies at any time
during your Operations Phase.

* Launch attacks against other
players, attacking a given playeronly
once See the Attacks section below.
* Crank any ofyour Characters to
activate theirspecial abilities or to
generate Pull Points

* Crank any ofyour Characters to
move themto anew location in the
Conspiracy

The new locations mustbe legal,
places whereyou could put new
Characters. (See“ Ranks,” below.)

End of Tum Phase

Shift
You may move any Gear fromone
Character to an adjacent Character. A
given Gear cannot be moved more
than onceper tum. Y ou may notshift
Gear to Characters in another
player’s Conspiracy.

Influence
Unspent Pull Points may be used to
score Influence. Y ou may crank cards
now to generate these points. Only
Pull Points from Characters can score
Influence.

Other Players’ Turns
On otherplayers’ turns, you may
only call cards that specify “play any
time.” If the card has a positive cost,
you can crank your cards to pay for it
(but excess Pull is lost at the end of
the turn). You can only play one0-
cost card per otherplayer’s turn.

Ranks
When you bring a Character into
play, place it face-up and upright.
Every Character (except thosethat
are flipped or otherwisetaken out of
play) isin arank and a file. A rank is
a horizontal (left to right) row; a file
is a vertical (near to far) colunn. You
may have up to three ranks and as

many files as you wish. Ifyou have
only one Character inplay, it is its
own rank and file. The next Character
you call must be placed nextto the
first, either adjacentto it (to oneside,
in frontof, or behind) or diagonal to
it. Ifthe second Character is to one
side, then thetwo are in the same
rank. Ifthe second is in front ofor
behind, then thetwo are in the same
file. If the second is diagonal from
the first, they are in different ranks
and files.

Each successive Character brought
into play must likewisebe next to
another Character. Y ou may not call
Characters into other players’
Conspiracies.

Ifthree ranks already exist, any new
Characters broughtinto play must be
in those ranks.

The rank furthest ffomyou isthe first
rank. The rank, ifany, immediately
behind it (nearer you) is thesecond.
The one behind that, ifany, is the
third. The first rank is the lowest and
the thid is thehighest.

While called Characters must be
placed next to existing Characters,
during play Characters may become
isolated fromeach other when the
Characters between themare
eliminated or moved. This is OK. If
an entire rank or file is eliminated, it
remains in play onlyifthere remain
Characters on either side ofit.
Resources, Environmentals, Secrets,
and flipped Characters are not partof

the
Conspiracy
and are not 2h | 2a || 2b
arranged in
ranks and
files.
In the 2';] 2C
example to
2e

the right, the
player has

already played Character 1. Cards 2a
through 2h show thepossible places
where a second Character could be
placed. In the example below, the
white cards

with thicker
borders

represent
Characters in
play. The gray
cards
represent the
possible

locations
where a new
Character
could beplaced. Note that ifthe
Character is placed ahead ofthe
current first rank, it becomes the first
rank, and no cards may then be
placed behind the last rank. A
Character played behind the current
second rank likewise becomes the
third rank and prevents a card from
being placed ahead ofthe first rank.

SEREE
L]

L] L1

Note that in the example below, since
three ranks are already in play, no
new Characters may be placed ahead
ofor behind the current Characters.
Also notethat theisolated card to the
right must have been originally next
to another card, which may have been
popped, flipped or moved.

Attacks

You can launch attacks on opponents
in order to slow their progress toward
victory.



Making an Attack
During your Operations Phase, you
may launch one (and only one) attack
against each player (including
yourself). When you attack a player,
one Character fromyour Conspiracy
attacks one Character in the target
player’s Conspiracy. You must crank
the Character to attack.
A Character may only attack another
Character ifthere is no active
Character between them. A Character
may not attack outside its Conspiracy
ifan active Character is inits file and
in a lower rank. A Character that is
behind an active Character (i.c., in
the same file butin a higher rank)
cannot be attacked. Flipped
Characters and other Characters not
in the Conspiracy cannot be attacked,
nor canthey attack.
Compare the attacker’s AP to the
defender’s DP. The Character with
the lowernumber is popped. In case
ofatie, both are popped. Many
Character effects can pop or
otherwise adversely affect other
Characters. This is never considered
an attack in itself Some e ffects state
they can only be used against
Characters that could be attacked.
Nevertheless, this effect does not
count againstthe one-attack-per-turn
limit.

Example of Combat

In the example combat diagram, the
twonumbers divided by a slash
represent AP and DP, respectively.
Player A has five Characters.

A1 cannot attack any B Characters
because A2 blocks it. A2 can attack
B1,B2, B3, or B4. It cannot attack
B5 because B4 (an active Character)
blocks it. A2 could pop B2 (AP 2 vs.
DP 1). A2 would be popped ifit
attacked B1 or B3 (AP 2vs.DP 3 or
4).IfA2 attacked B4, both

Characters would be popped because
A2’s AP equals B4’sDP.IfA2
attacks, it will be cranked, exposing
Al to attack on B’s turn. A3 is
cranked so it cannot attack anyone.
A4 can attack B1, B2, B3, or B4.
Even though A5 is in front ofit, A4
can attack because AS is cranked. A4
wouldpop B2 or B4, it would be
popped by B3, and it would pop and
be popped by B1. Currently A4
blocks attacks against A3. Ifit
attacks, it will be cranked, exposing
A3 to attacks on B’s tum. ASis
cranked so it cannot attack anyone.

Player B has

ﬁvzy Player &
Characters . .
BI,B2,and A3 Al

B3 are
cranked, so e 33 A2
none ofthem
can attack.

B4 can attack A

A2,A4, or
A5. 1t would
popA2 (AP2
vs.DP 1),be
popped by A4,

and pop and
be popped by B2
AS.
BS5 cannot - )
B3 072 | BS

attack any A
PlayerB

L

Character
because B4
blocks it.

Effects on Combat

Various cards affect combat. Gear
and Conditions that affect
Characters’ Power can alterthe
outcome ofan attack. Some
Characters havespecial abilities that
can raiseor lower another
Character’s Power. Some Characters
get bonuses on their Power when in
combat with certain types ofother

Characters. Whammies can change
the outcome ofa co mbat
unpredictably. Reducing a
Character’s DP to 0 or lowerdoes not
popit.

The final outcome ofa combat is not
determined until all players have had
the chance to influence the outcome
by whatever means are at their
disposal.

For example, Zipper (AP 3) attacks
ArthurPendrick (DP 3).Pendrick’s
player says,“ They’ re both popped,”
butthen Zipper's playerplays the
Whammy “ Sneak,” which gives
Zipper Suprise. (Surpriseis a special
ability thatkeeps an attacker from
being hurtin combat.) This means
Zipper won’t be popped.Pendrick’s
player then plays the Whammy
“Beginner’s Luck,” which adds +3 to
a Pendridk’s Power for this turn. This
means thatneither Pendrick (who’s
Defense isnow 6) nor Zipper (who is
Surprising Pendrick)will bepopped.
Then a third player cranks the
Character Mihaly Cieznick, who can
nullify a Fortune card’s effect. Since
“Beginner’s Luck” has thetrait
Fortune, it’s nullified and Pendrick’ s
Defense is back to 3, low enough for
himto get popped. His player plays
the Whammy “ Bad Luck” on Zipper,
Bad Luck reduces a Character’s
Power by 1 until the end ofthe turn,
so Zipper' s Power is now 2. Ciemick
cannot cancel the Bad Luck card
because he’s already cranked.
Ultimately, neither P endrick nor
Zipper is popped. Zipper is still
cranked for making the attack.

Attacks Within the Conspiracy

One Character may attack another
Character in the same rank or the
same file, as long asno active
Character is between them.

Look back at the example ofcombat.

A1l could attack A2 or A3.
A2 could attack Al or A4.
A4 could attack A2, A3,0rAS.
B4 could attack B1 or B5.
B5 could attack B3 or B4.

Attacking Characters With Pull
When a Character is popped and not
Saved (i.e., nothing prevents it from
being discarded), its player loses
Influence equal to the Character’s
Pull. (Influence may go negative.)
You donotlose Influence for having
a Character popped by means other
than being attacked.

Cranking

Characters crank to take action and
get cranked as the result ofan action.
For instance, you can crank a
Character with Pull in order to
generate Pull Points, and Saving a
Character frombeing discarded
cranks it. Inthe first case, taking an
action, the Character must be active;
you can’ t crank a cranked card. Inthe
second case, the result ofan action, a
cranked Characteris simply left
cranked. For instance, a Total Taxi
card leaves its target cranked.

You can crank a Character to affect
something that has justhappened or
is happening, but you cannot
otherwise crank a Characterin the
middle ofanother Character’s action.
For example, the Character Ricardo
Cerdo can crank any time to add +1
to another Character’ s Power, and the
Character Andrea Vernon can crank
any time to cancel any Cloak
Whammy or Condition. Ifanother
player uses Blackmail (a Cloak
Whammy) to force your Cerdo to
boost another Character’s Power, you
cannot crank him“ real fast” to raise a
different Character’s Power and thus
prevent him fio mbeing Blackmailed.
(Ifa Character is cranked, it cannot



be Controlled.) You could, however,
crank Vernon to block the Blackmail.
Cranking a Character can only
interrupt another action when it
directly affects that action.

Ifan attacked Character’s ability does
not affect the combat, and it can be
used “ any time,” you can crank the
Character when it is attacked in order
to have its effect just before the
attack is resolved. After the effect
takes place, however, the attacker
may chooseto attack a legal target
behind thenewly cranked Character
in the file instead ofcarrying through
with the attack on the original target.
(Since the original target is cranked,
it no longer prevents attacks against
Characters behind it.)

Sometimes a Character flipsto have
an effect rather than cranking. This is
treated exactly like cranking (e.g.,
only active Characters may flip
voluntarily), except that the Character
is flipped instead ofcranked.

You cannot crank a Character just for
the sake ofdoingso.

Effects & Abilities

An effect is any way in which one
card directly affects another (other
than combat) or itself An ability
describes a card’s effects. Certain
abilities are standard and are
descrbed below. Others are unusual,
and they are described in full on the
cards themselves.

Effect Duration

Effects have two possible durations:
continual and onetum. A continual
effect always has a card or marker of
some kind to indicate that it is in
effect. For instance, a Condition that
gives a Character +1 Poweris
continual; it lasts as long as the
Condition remains in play. A
Whammy, on the other hand, that
gives a Character +1 Powergrants

that effect only until the end ofthe
tum. The effect has a oneturn
duration. The Whammy is discarded
immediately; itis not placed onthe
Character. Effects fro m Characters
that affect other Characters are
generaly onetum (since there is no
card toindicate a continual effect on
the target). Forinstance, a Character
who can increase another Character’ s
Power by +1 grants only a one-turn
increase, not a permanent one.
Usually a one-turn effect only comes
into play once in a tum, as ifthe
effect were instantly over.
Sometimes, however, it’s important
to remember that the effect remains
untilthe end ofthe turn. Forinstance,
imagine that a Character with AP 2
and Negative Energy attacks a
Character with DP 9. The Negative
Energy reduces the defender’s DP to
4, butthat’sstill enough to pop the
attacker. The defender’s DP,
however, remains 4 until the end of
the turn, so ifthe attacking player can
now launch a second attack
(allowable through the useofcertain
cards), the defender’ s lowered
Defense may allow thedefender tobe

popped.

Effect Timing
Effects can only affect ““ current
events,” which means something
happening now or something that has
just happened. Ifany card has been
played after the event, you cannot
affect it; though any number ofcards
played during the eventdo not
prevent further actions. You can
respond to an event by calling a
Whammy, using a Character ability,
or calling a card with cost that
specifically states that it can be called
in these circumstances. You may not
respond to an event by calling a card
with cost (even 0-cost) unless that

card states that itis to be used in this
way.

Whammies and other effects that do
notpertain to an effect cannot come
between the effect being played and
itsbeing resolved. Ifyou play
Blackmail, another player cannot
play Astral Flux on an unaffected
Character’s Gear. The Astral Flux
doesn’t involvethe Blackmail, so it
can’t beplayed until after the
Blackmail is resolved. The Astral
Flux could be played on the
Blackmailed Character’s Gear, or on
the Gearofa Character thatthe
Blackmailed Character attacks.
Once an effect (like a Whammy or a
Character’s special ability) is used,
the otherplayers have the opportunity
to affect that effect. You must give
your opponents time to respond to
each action, and time to consider
responding, ifthey request it. For
instance, ifyou play Blackmail (a
Whammy), other players have a
chance to affect that card before it
takes effect. Another player might,
for instance, use Counter-Intelligence
(another Whammy) to cancel the
Blackmail. Then someone else could
play the Whammy Gang A-Gley to
cancel Counter-Intelligence. Later-
played effects take precedence over
earlierplayed efects. Thus in this
example, the Gang A-Gley cancels
the Counter-Intelligence, which
would otherwisehave canceled the
Blackmail.

Ability Descriptions
Avoid Combat

Prevents the Character frombeing
attacked. The attacker is still cranked
and the attacking player cannot attack
the defending player again this turn.

Bulldoze
After a Bulldozing Character attacks
atarget (or after the target Avoids
Combat), it may immediately attack
another Character in thesame file
and a higher rank. (Selection of
subsequent Characters must also
follow rules ofrank position.) For
this attack, its AP is reduced by the
total DP ofthe Character(s) ithas
already attacked. Ifattacking within
its own Conspiracy, a Bulldozing
Character may attack successive,
adjacent Characters along a rank or
file, but may not cross a spaceor
tum.

Bypass
Ignore an active, enemy Character
when determining which Characters
may be attacked. It does not allow
one to attack frombehind an active
Character in one’s own Conspiracy.

Call Any
A card that can “call any” card ofa
given type means thatthe called
card’s Cost (including *, ifany) is
irrelevant. A 0-Cost card called this
way doesn’t count againstthe oneper-
tum limit.

Can’t Attack
The Character has no Attack Power
and cannot attack. This ability takes
precedence over every card or effect
that would force the Character to
attack.

Control

Crank an active Characterofanother
player, making the Character act as if
its player were controlling it on that
player’s turn. Cranked Characters
cannot be Controlled. A Controlled
Character can attack, provide the
Contmwoller with Pull Points, etc. A
Character’s Control ability never



works on a duplicateofthat
Character.

Exclude

A Character cannot bein play in the
same Conspiracy as a Character that
it Excludes. The Character is popped
(no Save)if forced to bein the same
Conspiracy as a Character it
Excludes.

Gang Up
The Character may attack along with
another Character who is already
attacking. The Character may Gang
Up out oftum. Usethe Characters’
combined AP to determinewhether
the defenderis popped. The defender
can pop any attackers ofthe
defending player’s choice whose total
AP scores are no higher thanits DP.

Immune

A Character may be Immune to traits,
to abilities, or even to specific cards.
A Characterwho is Immune to a trait
(e.g., Astral) isnot affected by effects
ofthat type. A card’s effect has that
card’s traits. E.g., thespecial effect of
a Psychic Character is aPsychic
effect. The Character’s Cost, AP, DP,
and Pull do not have the Character’s
traits. E.g., a Characterwho is
Immune: Psychicis not affected by a
Psychic Character’ s special effect but
can be attacked by that Character
normally.

A Characterwho is Immune to an
ability (e.g., Control) cannot be
affected by that ability, regardless of
traits.

A Characterwho is Immune to a card
(e.g., Blackmail) cannotbe affected
by that card. A Character can be
indirectly affected by a card to which
it’s Immune. E.g., ifa Character that
is Immune: Psychic is attacked by a
Character with a Hostility Channeler
(a Psychic Gear that gives +2 AP),

then the attacker still gets the +2
bonus. The Hostility Channeler
affects the attacker, not the defender,
so the defender’s Immunity does not
prevent its effect.

Conditions and Gear to which a
Character is Immune can be called
onto the Character, but they do not
affect it. Nor do such cards that are
already on the Character when it
becomes Immune.

Last Rank

The Character must occupy the last
rank. Ifthe Character is ever notin
the last rank, immediately placeit
(cranked) in a legal position in the
last rank.

Martyr
When a Character Martyrs, it is
popped instead ofanother Character.
The Character’s controller decides
whether it Martyrs. Martyring doesn’ t
otherwise alter the outcome ofa
combat. E.g.,an AP 3 Character
attacks a DP 3 Character. Another
Character, with a DP of2, Martyrs
for the defender. Even though the
Martyrning Characterhas a lower
Defense than the attacker, the
attacker is still popped, as per the
normal results ofthe combat.
Y ou may Martyr any time.
A Martyr nmust crank to Martyr. A
cranked Character cannot Martyr.
Ifthe Martyr and the Character being
protected are popped simultaneously,
the Martyr may not Martyr.

Save

Saving a Character keeps it from
being discarded when itis popped.
Unless otherwisespecified, the Saved
Character is cranked.

Surprise

A Surprising Character is not popped
or otherwise affected when it attacks,

even ifits Attackis equalto orlower
than thedefender’s Defense. The
defender cannotuse optional effects
that affect combat, but automatic
effects (such as from Weapons and
Armor) still count. Ifthe defender has
multiple Weapons or Armors, the
attacking playerdecides which one
Weapon and one Armor apply. The
defender cannot crank in response to
being attacked.

Unique
Only one ofthis card canbe in play
at a time. All Characters and
Environmentals are Unique unless
otherwise specified; non-Characters
are Uniqueonly ifspecified.

Terms in Descriptions

AP

Attack Points, i.e., a Character’s
attack strength.

Combatant
Any Characterinvolved in a combat
in which the Characteris involved
(including the Character).

DP
Defense Points, i.e., a Character’s
defense strength.

Play any time
You may call the card on other
players’ turns and on your own
phases otherthan the
Operations Phase.

Power

This termis synonymous with both
AP and DP.

Target
This termindicates the person that
the card affects. If a type is specified
(e.g.,” target Mutant”), then the card
can only be played on thattype.

Vs.
This termindicates thatthe bonus
refers to combat Power. Eg.,” +1 vs.
Burger” means “ +1 Power when in
combat with a Character with thetrait
‘Burger.’”

Ifan effect states that a number* =x"
then that number cannot be increased
or decreased by any effects. For
example, if the card says “Power =
0,” then Gear that normally affects
AP or DP will have no effect on the
Character; the Character’'s Poweris
0.
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