


ACTION ORDER: 0

Some traitor has dumped the memory of
their crimes in your coretech! You didn't
do it but you've got the memories of
commiting Treason. If this card is ever
revealed fo the GM gain 2 Treason Stars.

(Order 1'343605109)






ACTION ORDER: 0

As long as you've got this card in hand,
roll a Computer dice at the start of every
combat round. If the result is even, draw
a card. If this card is revealed to the
Computer, gain 2 Treason Stars.

Order 1'34365109)






ACTION ORDER: 4 @

All Troubleshooters must reveal their hands
to the Computer (aka the GM).

(Order 1'343605109)






e e S -

ACTION ORDER: 1

A quick search of the data networks and you learn
something useful. When you play this card, you may
ask one question of The Computer and get a straight,
genuinely useful and informative answer (Security
Clearance levels still apply). Gain a Treason Star for
suspicious curiosity.

(Order 34365109)






ACTION ORDER: 0

As long as you've gof this card in hand,
whenever you die, your next clone comes back
af one Security Clearance level higher. You get
to keep this card between clones. If this card is
revealed to the Computer, gain 3 Treason Stars.

(Order 1'343605109)






ACTION ORDER: 2 @

The team’s Science Officer may examine
any number of cards from one other
Troubleshooter's hand and may show
those cards to the Computer if the Science
Officer wishes to do so.

(Order 1'343605109)







ACTION ORDER: 2 @

The team’s Happiness Officer may examine
any number of cards from each other
Troubleshooter's hand and may show
those cards to the Computer if the
Hapiness Officer wishes to do so.

(Order 34365109)







ACTION ORDER: 2 @

The team’s Combat Officer may examine
the hand of another Troubleshooter
nominated by you and may show those
cards to the Computer if the Combat
Officer wishes to do so.

(Order 1'343605109)






OR TRAITOR

OR TRAITOR

ACTION ORDER: 2 @

The team’s Loyalty Officer may examine
the hand of another Troubleshooter
nominated by you and may show those
cards to the Computer if the Loyalty Officer
wishes to do so.

(Order 1'343605109)







ACTION ORDER: 2 @

The team’s Equipment Officer

may examine the hand of another
Troubleshooter nominated by you and may
show those cards fo the Computer if the
Equipment Officer wishes to do so.

(Order 1'343605109)







ACTION ORDER: 5 @

Pick another troubleshooter. The Computer
examines two Action Cards at random
from that Troubleshooter's hand.

(Order 1'343605109)






ACTION ORDER: 5 @

Pick another troubleshooter. The Computer
examines two Action Cards at random
from that Troubleshooter's hand.

(Order 1'343605109)






ACTION ORDER: & @

Discard your hand of Action Cards. Draw
an equal number of Action Cards.

(Order 1'343605109)






ACTION ORDER: 2 @

Give an Action Card to the player to your
left. They give a card to the player on
their left and so on until it loops back
around to you.

(Order 34365109)






ACTION ORDER: 2

After your action, give this card and
another Action Card from your hand to
another player. Then draw an Action Card.

(Order 34365109)






ACTION ORDER: 0 @

Play after someone has rolled but before
the GM describes the outcome. Gain one
bonus die for each rolled die from that
NODE showing ‘é'. Bonus dice are included
in this NODE as normal and are rolled right
Now before anyone else takes their fum.

Order 343







ACTION ORDER: 2 @

A nearby surface suddenly becomes
strongly magnetic. Things with metal in it
(bofs, pistols, dental filings, support beams)
are either pulled and stuck to the surface
or sent flying in the opposite direction. This
lasts as long as the GM thinks it's funny

(Ordler 1342



