  THE FIFTH TRIBE  (v.30)

ATLANTEANS

On the acid-filled atmosphere of barren land and poisoned waters, in a place earlier known as Europe, there are four major tribes struggling fiercely for every piece of land still somehow usable for exploitation. There are however many rumors of a fifth tribe that would actually live somewhere under the vast seas surrounding

 the continent and also some stories about minor off-sea strongholds on coastal areas of former North Africa. These warriors are told to arise from waters only at nighttime to make raids into smaller coastal colonies in search for supplies and materials to be stolen. The rumors often refer them as 'Sea Ghosts'.

Even as Lutheran Triad and Crescentia have had some experience of this mysterious and very little known tribe, Templars do have a long but well-kept secret history of facing these nightly attacks, which has caused them some significant losses.  Therefore they have organized a special force, the Templar Marines, to deal with the problem. But there has been only some success. Few prisoners that have been taken have been subjects to brutal interrogation techniques, which has revealed nothing much more than that these people call themselves as 'Guardians of Atlantis'. Templars have also learned by experience that the centuries of living underwater have developed these sea warriors certain telepathic abilities enabling them f.ex. to perform extremely well together while fighting as a  team (supported by their small high-tech subs and with their trained beasts of the sea). Their proven ability to camouflage and occasionally infiltrate the Templar society has also upset the Templar elite a lot. 

The rumors have lately also got the Megacorporations interested. Despite the lack of reliable information, some Cybertronic intelligence reports speculate that these people are most probably the remains of those several underwater colonies that existed and must have survived the ages of catastrophe that almost completely destroyed Earth hundreds of years ago. The fact that these people seem to have very sophisticated underwater technology surpassing far the general technical level of even the mighty Rasputins would support this theory. In any case it seems that their numbers must be quite small, which forces them to avoid any open, large-scale on-ground combat with their hostile neighbors. 

I N F O   C A R D S 

FIFTH TRIBE INFO CARD #1:  ATLANTEANS

Atlanteans are a TRIBAL affiliation (refer to Paradise Lost Rules). They have grown very strong in mental skills relating to extra sensory communication between themselves while living underwater and have a special ability called TELEPATHY. All their warriors are affected by Special cards mentioning this ability. 

NEW EXCEPTION RULE REGARDING ATLANTEANS:

You may NOT use War Options (CAMPAIGN IN DARK EDEN, DIPLOMATIC ADVANTAGE and TRIBAL MERCENARIES) and Atlantean affiliated cards at the same time in your Corporate War Deck. Atlanteans may never transfer (f.ex. via EMISSARIES).

1/1

C A M P A I G N S

MARE NOSTRUM

Campaign / Atlanteans

ATTACH TO OUTPOST WITH 3 MARKERS. You may shuffle your Underwater Warzones back to Draw Pile when they are discarded.  For each Personality, Commander or Nepharite killed by your Atlanteans you gain 1marker onto this campaign.

SECURITY SWEEP

Campaign / General

ATTACH TO ANY AREA WITH 2 MARKERS. When your warrior kills a warrior and survives combat, you may immediately imprison an opponent's warrior from the same Area. The imprisoned warrior must be placed into PRISONER WORK CAMP or PRISON CAMP. It's V cannot be higher than warrior’s who made the kill.

2/3

W A R  O P T  I O N S

CORPORATE ALLY

Corporate War / General

WAR OPTION. Your War Fund is reduced to10D. Name a corporation other than yours. Your deck may contain non-warrior cards from this corporate affiliation. You must pay 3D each time you play such a card.

STRATAGEM FOR MASS DESTRUCTION

Corporate War / General

WAR OPTION. Your War Fund is reduced to 15D. Name a warrior group inside and within one affiliation, but not Freelancers, Heretics or Followers of an Apostle. Group may not consist of only one known warrior, but must have many known members like TEMPLARS OF ILIAN or BAUHAUS COMMANDERS do. You gain double PP’s from all these warriors killed and 0 PP’s from all other warriors.

2/5

B A T T L E S

LANDING AT DARKLANDS

Battle / Sons of Rasputin

ATTACH TO OUTPOST AS 2 ACTIONS AND 14D. Attach any Commander and 4 Tribal non-Commander Doomtroopers of the same affiliation onto this card. Attach COMMANDER IN CHARGE and SCRAMBLING DEVICE to the Commander. Commander must be attacked last. Warriors may never be REASSIGNED. 

SPANIOLA BEACH HEAD

Battle / Templars

ATTACH TO OUTPOST AS 1 ACTION AND 12D. Attach 5 warriors considered Inner or Outer Guardsmen onto this card.  You may give 2 Equipment cards from your Collection and all Equipment from your hand to them. These warriors may never be forced into cover. 

2/7

W A R R I O R S

ABDUL IV OF THE PALE MOON

Warrior / Crescentia

8/6/10/10

PERSONALITY. TRIBE LEADER. While in play, all your other Crescentia warriors gain +2 to F, S and A when attacking. As 2 actions, ABDUL may double his base A until the beginning of your next turn. As 3 actions he may search and play JIHAD from your collection.

AIR MARSHALL VITO SAGLIELLI

Warrior / Bauhaus

-/-/-/20

PERSONALITY. CORPORATE LEADER. May never participate in combat or be in cover. While in play, your Bauhaus Personalities may freely transfer (except during combat) or be given an Airship.  Saglielli may pay 8D to double the F, S, A and V of any VENUSIAN RANGER or MARSHAL during any combat.

BRUISER KANE

Warrior / Cybertronic

8/8/8/9

PERSONALITY. CONSIDERED A CHASSEUR. While in play, all your CHASSEURS automatically kill warriors they wound. Kane may always attack a warrior, who has just killed your Cybertronic warrior in his Area. This happens immediately after PP’s or D is earned.

BRUNNHILDE STAHLER

Warrior / Brotherhood

7/7/8/8

PERSONALITY. CONSIDERED A VALKYRIE. May cast the Art of Kinetics. May never be turned into a Heretic. By annihilating this warrior as 1action, you may wound (but not kill) all opponent’s Dark Legion warriors currently in play. While in play, all your other Brotherhood warriors gain +3 to F, S and V.

CC GAIUS SEVERUS

Warrior / Atlanteans

-/-/-/14

PERSONALITY. TRIBE LEADER. SKULL SEEKER. May never participate in combat or be in cover. When mustering Gaius, you may give him EUROPEAN KEY-CODE SKULL from your Collection for no action cost. While in play, your meditate actions produce 3D.

CHAMELEON 

Warrior / Atlanteans

6/5/6/6

All warriors wounded by Chameleon are automatically killed. Gains +6 to A from cover. Equipment or Relic cards attached to Chameleon may be given to your other Atlantean warriors in Outpost as one action each.

CURATOR OVERLORD (remake from Heresy)

7/5/8/8

Warrior / Dark Legion

FOLLOWER OF DEMNOGONIS. CONSIDERED A CURATOR. While in play, non-Demnogonis warriors attacking your CURATORS are -3 to F and S (effects cumulate from multiple Overlords). Warriors wounded by an Overlord must be healed before they can attack again.

DEATHWATCH GUARD

Warrior / Atlanteans

10/6/9/11

CONSIDERED AN INNER GUARDSMAN. IMMUNE TO DIVER’S DISEASE. May never be in Cover. Automatically kills all warriors he wounds. May only team up with another Deathwatch Guard.

DEVILBAT

Warrior / Dark Legion

5/1/5/5

FOLLOWER OF ALGEROTH. CONSIDERED A VENOM BAT. May never be affected by any cards (except attacking and defending warrior cards). Devilbat may carry any non-Bat, non-beast Dark Legion warrior (but not itself) of V:10 or less from combat in the same Area if you pay 7D (combat is cancelled). 

DR RUFUS OCTAVIANUS

Warrior / Atlanteans

-/-/-/12

PERSONALITY. TRIBE LEADER. May never participate in combat or be in cover. While in play, you may muster any just killed Atlantean warrior back into play before it’s discarded by paying 7D (no action cost, opponent earns the points). Warrior’s attachments are discarded. 

DRUMMER BOY

Warrior / Lutheran Triad

1/1/1/2

CONSIDERED A LUTHERAN DISCIPLE AND A STANDARD BEARER. Your other Lutheran warriors gain +1 to F and S while this warrior is in your Outpost.

EDMUND BONNER

Warrior / Imperial

-/8/8/8

PERSONALITY. COMMANDER. CONSIDERED A RAMS AIR CAVALRY, AN AIRSHIP AND A VEHICLE. May never be in cover or use Equipment. While in play, your Imperial warriors using or considered Airships attack with doubled S and A.

FLEET CAPTAIN 

Warrior / Atlanteans

6/7/7/8

COMMANDER (CAPTAIN). CONSIDERED AN OUTER GUARDSMAN. While in play, all your OUTER GUARDSMEN (except Fleet Captains) gain +5 to S and A. May negate any Special card during combat involving Outer Guardsmen by paying 6D.

GREY EMINENCE

Warrior / General

3/3/3/10

PERSONALITY. Must always be your last Doomtrooper to be attacked in his Area. Grey Eminence may only attack players or perform Sabotage actions. When he attacks, add the combined value of all your CORPORATE LEADERS currently in play to his V.

HATEBREEDER

Warrior / Atlanteans

5/1/5/4

CONSIDERED A CHAMELEON. Gives +2 to F to all your other Atlantean warriors. While in play, playing RAGE to your warriors in Outpost costs no actions. As 2 actions, you may search your Draw Pile to give RAGE to your warrior.

HETMAN HMELNITSKY

Warrior / Sons of Rasputin

6/6/12/10

PERSONALITY. COMMANDER. CONSIDERED A COSSACK. While in play, opponents may never play PLAY DURING COMBAT cards while facing attacking COSSACKS. All other COSSACKS get +5 to F, S and A. Hmelnitsky may never be given attachments except those restricted to Commanders. He must be the last Cossack to be attacked in your Outpost.

HIGH PRIESTESS AMATERASU 

Warrior / Mishima

6/5/7/9

PERSONALITY. IMMUNE TO ALL DARK SYMMETRY. While in play, all warrior bonuses to any of your Mishima warrior apply to ALL your Mishima warriors (warriors don’t affect their own ratings). Relics and Equipment given to Amaterasu may never be discarded.

INNER GUARDSMAN

Warrior / Atlanteans

6/6/8/6

May never Transfer or have other attachments than WEAPONS. Automatically kills all warriors he wounds in an UNDERWATER WARZONE. You may annihilate Inner Guardsman at any time to negate a card or an effect, which would discard your Atlantean City. 

JOHN BLACKHEART

Warrior / Imperial/Dark Legion

7/5/7/7

PERSONALITY. ADD TO SQUAD (may not be embargoed). Considered both an Imperial Doomtrooper and a Dark Legion Heretic. May receive Dark Symmetry Gifts. Warriors wounded by him are automatically killed. While in play, all other Imperial warriors in play are -4 to F, S and A.

LEVIATHAN

Warrior / Capitol

-/14/16/16

CONSIDERED A VEHICLE (SUBMARINE). May never have attachments. While in play, all your Sea Lions gain +5 to S and A. May have up to 4 Doomtroopers inside (enter and exit as 1 action). Warriors may not have or be given attachments except WEAPONS and cannot participate in combat while inside. Any card affecting Leviathan also affects all warriors inside it. 

LOST JOHNNY

Warrior / Dark Legion

9/5/7/7

PERSONALITY. FOLLOWER OF ALGEROTH. CONSIDERED A CENTURION AND NECROMUTANT. While in play, you may search and play NECROMUTANT FRENZY from your Collection as two actions.

MANFRED STAHLER

Warrior / Bauhaus/Dark Legion

8/8/9/8

ADD TO SQUAD. PERSONALITY AND HERETIC. May never be in cover. May receive Dark Symmetry Gifts. If you have both Erwin and Manfred Stahler in play, they gain +5 to F, S and A, may never be automatically killed and can't be discarded by Special cards.

MAXIMILIAN THE TELEPATH

Warrior / Atlanteans

8/6/7/8

PERSONALITY. CONSIDERED A CHAMELEON. While in play, opponents may never discard TELEPATHY cards from your Outpost. Opponents may never strike first against Maximilian and he may change the battle tactic of the combat he is involved in. Maximilian will never team up with another Atlantean warrior.

MIRANDA SINCLAIR

Warrior / Capitol

5/9/8/8

PERSONALITY. CONSIDERED A SEA LION. Immune to all Dark Symmetry. While in play, all your SEA LIONS (but not Sinclair herself) gain + 3 to F, S and A and are immune to all Dark Symmetry. Sinclair may use any non-Dark Legion Equipment.

OUTER GUARDSMAN

Warrior / Atlanteans

4/6/5/6

While the Outer Guardsman is in your Outpost, no Atlantean warrior in the Outpost may be attacked except the Outer Guardsman. Warrior’s base F, S and A are doubled when in combat in an UNDERWATER WARZONE.

TIGER DRAGON

Warrior / Mishima

6/6/6/7

CONSIDERED A SAMURAI. May be mustered directly into Outpost for an additional 4D. All warriors wounded by Tiger Dragon using a FIGHT or SHOOT WEAPON are automatically killed. Tiger Dragon may use 2 actions to attack and gain +4 to F and A.

26/33

B E A S T S 

SPARTACON (+) 

Beast / Atlanteans

+4/+0/+3/+3

GIVE TO ANY ATLANTEAN WARRIOR. No attachments can be given to the warrior riding a Spartacon. Spartacon and its warrior may never be in Cover.

1/34

E Q U I P M E N T

ANTI-SUBMARINE TORPEDO (X)

Equipment / General

ATTACH TO YOUR AIRSHIP OR SUBMARINE AS ONE ACTION. You may annihilate the torpedo as an attack action to kill any warrior using or considered a SUBMARINE. Points are earned. 

RK-v36 HELLFIRE

Equipment / Bauhaus

GIVE TO ANY DOOMTROOPER AS 2 ACTIONS. ROCKET LAUNCHER.  Gives +5 to S and opponents suffer –3 to A. May be fired as an attack action to discard any attachment from opponent’s warrior.

CORARIUS INVADER 

Equipment / Sons of Rasputin

GIVE TO YOUR SON OF RASPUTIN. AIRSHIP AND VEHICLE. Warrior gains +3 to S and A. Warrior may discard his Invader to give additional +6 to F, S and A for any other of your warriors currently in combat in the same Area.

DEFILER

Equipment / Dark Legion

GIVE TO ANY DARK LEGION WARRIOR OF V:9 OR LESS. AIRSHIP AND VEHICLE. Gives + 4 to S and A.  Opponents suffer –3 to A for each Dark Symmetry card you have in play when in combat with this warrior.

DELIVERER 

Equipment / Brotherhood

GIVE TO ANY SACRED WARRIOR OR FURY ELITE GUARD. FIGHT WEAPON. Gives +5 to F, first-strike in combat and automatically kills. Oponents may never team up against this warrior (by adding their F, S, A or V together) in fight combat, even targets considered a single warrior must fight in separate combat.

ELITE TROOPER BELT

Equipment / Brotherhood

GIVE TO ANY ISLAND TEAM MEMBER OR CRUSIFIER. ARMOR. Gives +8 to A and enables the wearer to heal himself as one action. 

GATECRUSHER 

Equipment / Dark Legion

GIVE TO YOUR DARK LEGION WARRIOR. TANK AND VEHICLE. Gives  +2 to S and +5 to A. When playing the Gatecrusher, you may search your Collection to give DEMOLITION KIT to the warrior. This warrior may not be wounded in Fight Combat.

GREY WOLF 

Equipment / Bauhaus

GIVE TO YOUR WARRIOR. VEHICLE (SUBMARINE). Gives + 4 to S, A and V (+ additional +5 to S when attacking Submarines). The warrior may not use or be given other equipment while using the Grey Wolf. 

HARPOON GUN

Equipment / General

GIVE TO ANY WARRIOR. SHOOT WEAPON. Gives +4 to S. May also be used in any UNDERWATER WARZONE. Warrior wounded by Harpoon Gun may not retaliate.

KRAKEN 

Equipment / Atlanteans

GIVE TO ANY ATLANTEAN WARRIOR. VEHICLE (SUBMARINE). Gives  + 8 to S and A. Warrior using Kraken may not use any other equipment and may not be attacked by a warrior with lower V.

MANTA ASSAULT CRAFT

Equipment / Capitol

GIVE TO YOUR CAPITOL WARRIOR. AIRSHIP AND VEHICLE. Gives +4 to S and A (+8 to S and A if given to FLIGHT COMMANDER). Warrior flying the MANTA may discard the airship during combat to prevent a wound (even if the wound "automatically kills"). No other equipment may be used while using the MANTA.

PROWLER

Equipment / Atlanteans

GIVE TO ANY ATLANTEAN WARRIOR. VEHICLE. Gives +5 to A. Warrior using the Prowler may, as an attack action, take any attachment from another warrior in Outpost if he can equip himself with it. 

REGIMENTAL FLAG 

Equipment / General

GIVE TO ANY STANDARD BEARER. Gives +4 to F and S to all your like-affiliated warriors. A Standard Bearer may have only one Regimental Flag at a time. The Flag cannot be discarded unless its bearer is also discarded.

SATANSFIST

Equipment / Dark Legion

GIVE TO ANY DARK LEGION WARRIOR OF V:9 OR LESS. AIRSHIP AND VEHICLE. Gives +5 to S and A. Warrior using SATANSFIST contributes +4 to any WIND OF INSANITY cast.

SELF-ANNIHILATOR 

Equipment / Crescentia

GIVE TO ANY HEALTHY JIHAD INFANTRY TROOPER OR CRESCENTIAN MARTYR. SPECIAL WEAPON. May be given to the warrior at any time without spending an action. May never be discarded if JIHAD is in play. Warrior may annihilate the weapon during combat to kill it’s opponent (points are earned) and to annihilate himself (no points are earned).

SSW5500 

Equipment / Cybertronic

GIVE TO ANY CHASSEUR. ROCKET LAUNCHER. Gives +6 to S. If, immediately before an Attack action, the warrior spends one action aiming the SSW5500, opponent's base A is halved (rounded

up) and it is automatically killed if wounded. 

TIGERSHARK COMBAT SUIT 

Equipment / Atlanteans

GIVE TO ANY ATLANTEAN WARRIOR. ARMOR. Gives +3 to to F and A (may be used and effects are doubled in any UNDERWATER WARZONE). Warrior using Tigershark is immune to DIVER’S DISEASE and to all effects that would lower its F, S, A and V.

17/51

R E L I C S 

ACHILLES II 

Relic / Cybertronic 

ADD TO SQUAD IF YOU HAVE HQ OR CYBERTRONIC ALLIANCE IN PLAY. DREADNOUGHT. As 1 attack action you may flip any non-warrior Equipment, Fortification or Special card in play. The card is in play but will not have any effect until its controller spends 2 actions and 5D to flip it back. 

ATLANTIS COLONY

Relic / Atlanteans

ATTACH TO AN UNDERWATER WARZONE IN OUTPOST AS ONE ACTION. While attached, the underlaying Warzone cannot be discarded or annihilated. Your Atlanteans are immune to all Art, Dark Symmetry and Ki Power effects when defending in this Warzone.

CSS ARCHANGEL

Relic / Capitol

ADD TO SQUAD. DREADNOUGHT. While in play, your Capitol-affiliated Fortification cards and your MARTIAN WARZONES may never be discarded, and the bonus to A from SAN DORADO is tripled.

ETERNAL WISDOM

Relic / Brotherhood

ADD TO SQUAD AS ONE ACTION. DREADNOUGHT. While in play, your Brotherhood warriors may attack any warrior.  You may use BLESSING FOR STEEL for this card.

HAIKOKU MARU

Relic / Mishima

ADD TO SQUAD. DREADNOUGHT. Put two MANNED DROP-SHIP cards onto this card from your collection. You may play them as they were in your hand. While in play, NAVIGATIONAL ERROR does not affect your non-Dark Legion warriors. 

HOLOGRAPHER DIABOLICUS

Relic / Dark Legion

ATTACH TO YOUR KOHORT IF YOU HAVE A NEPHARITE IN PLAY. As 4D each, you may at any time add a marker onto any other non-warrior card in Kohort. Every time an opponent wants to discard such a card, he must first discard the marker on it as it was the original card. Cards with global effects (like WRATH OF ALGEROTH) affect only the markers. If this card is discarded, so are the markers.

INVINCIBLE

Relic / Imperial 

ADD TO SQUAD IF YOU HAVE IMPERIAL ALLIANCE OR VICTORIA IN PLAY. DREADNOUGHT.  Gives +3 to S and A to all your Imperial Airships. As 1 attack action you may discard any non-warrior Equipment or Dreadnought. You may play or discard the top card from any SUPPLY CONVOY or STARSHIP LUSITANIA by paying 5D.

ORB OF UNMAKING 

Relic / Dark Legion

GIVE TO ANY APOSTLE OR NEPHARITE. While in play, the warrior may imprison any non-Personality warrior as 2 actions. Imprisoned warriors are placed under the Relic (discard their attachments). They remain in play, but won’t have any effect to it. If the Relic is discarded, the warriors return to their initial Areas.   

RICHELIEU 

Relic / Bauhaus

ADD TO SQUAD IF YOU HAVE BAUHAUS ALLIANCE OR HEIMBURG IN PLAY. DREADNOUGHT. Gives +3 to S and A to your Bauhaus Airships. As 1 attack action and 5D you gain control of any non-Dark Legion fortification card in play. Put it into your Squad/Qutpost. The fortications remain in your control if Richelieu is discarded.
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F O R T I F I C A T I O N S

BEAR ISLAND SONAR STATION

Fortification / Sons of Rasputin

ADD TO OUTPOST. Your Sons of Rasputin warriors gain +4 to S and A when in combat against Atlantean warriors. Opponents may not use SUBMARINES when attacking your Sons of Rasputin.

CLUB CASANOVA

Fortification / General

ADD TO ANOTHER PLAYER’S SQUAD. As one action you may attach Special cards onto this card (face down). Anytime player musters a warrior into Squad/Kohort, you may force him to play the top card by paying the warrior’s V in D. The card is discarded if it cannot be played.

COMMANDO CENTER

Fortification / Sons of Rasputin

ADD TO OUTPOST. While in play, mustering Jaeger Commandos costs no actions (D must be paid). All your Corarius Transports and Invaders discarded in combat go here instead. They may be given to your Rasputin warriors at any time (except in combat) by paying 4D. You may have more than 1 Commando Center in play.

EXPANSION WING 

Fortification / General

ATTACH TO ANY FORTIFICATION PRODUCING D AT ANY TIME. The amount of D the fortification produces is doubled. If the base fortification is discarded, EXPANSION WING remains in play and can be attached to another fortification producing D as 1 action. Only one EXPANSION WING per fortification is allowed.

HEART OF THE SEA

Fortification / Atlanteans

ADD TO OUTPOST. AN ATLANTEAN CITY. Gives +4 to A to all your Atlantean warriors. While in play, you may always perform one normal action immediately after combat resolution if one of your Atlantean warriors kills his/her opponent in combat. If discarded, you must also discard 1 of your Atlantean warriors in play if there are any.

EASTERN SUB-COMPLEX

Fortification / Atlanteans

ADD TO OUTPOST. AN ATLANTEAN CITY.  Gives +3 to A to all your defending Atlantean warriors. If you have Atlanteans in play, you may ONCE during your own turn, by paying D either discard a random card from opponent’s hand (4D) or discard an attachment from opponent’s warrior in Outpost (8D).

KARKOV RETREAT

Fortification / Brotherhood

ADD TO SQUAD. Gives  +3  to F, S and A  to all your SACRED WARRIORS (other Brotherhood warriors get +1 to F, S and A instead). While in play, your FURY ELITE GUARDS are considered SACRED WARRIORS and opponents may never attach special cards to them.

MARINES PLATFORM

Fortification / Templars

ADD TO OUTPOST. Gives + 3 to F, S and A to your Templars when they attack. While in play, mustering TEMPLAR MARINES and giving MARINE SERETTS to them costs no actions. 

SPRAWL

Fortification / Dark Legion

ADD TO KOHORT. While in play, you may cancel any just-played card (except MISCOMMUNICATION or STOLEN PAPERWORK) if you have the same card in your hand. Your card is annihilated. Any actions or D spent to play the canceled card are lost.
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W A R Z O N E S

CASPIAN NUKE DESERT

Warzone / Dark Legion

-2/+2/+3/+3

ADD TO OUTPOST. DARK EDEN WARZONE. Only Dark Legion may defend here. Your Mercurian Maculators and Gomorrian Emasculators gain +2 to A for each other Dark Legion warrior you have in Outpost when defending in this Warzone. Maculators in Outpost stay in play even if all Mercurian Warzones are discarded.

ISLES OF NO RETURN

Warzone / Atlanteans

+6/-2/+4/+4

ADD TO OUTPOST. UNDERWATER WARZONE. Only Atlantean warriors may defend in this Warzone. No other Equipment than SUBMARINES may be used here unless it is specifically allowed.

SEA OF CORPSES 

+2/+1/+3/+4

Warzone / General

ADD TO OUTPOST. UNDERWATER WARZONE. Only Atlantean warriors, Templar Marines and Sea Lions may defend in this Warzone. No other VEHICLES than SUBMARINES may be used here. Warriors defending from this Warzone may be freely equipped with legal Equipment cards during the Modify Combat Ratings step of combat.

VASTITAS BOREALIS

Warzone / Bauhaus

-1/+2/+4/+2

MARTIAN WARZONE. ADD TO SQUAD. Only Bauhaus warriors and NORTHERN SONS may defend here. Defending player ALWAYS strikes first. If you have TRIBAL MERCENARIES in play, you may muster Northern Sons directly into your Squad.

4/73

M I S S I O N S

ANNIHILATE THE BANDITS !

Mission / Templars

ASSIGN TO YOURSELF. Discard or annihilate any Atlantean city or warzone from an opponent to gain 6 Promotion Points.

ART OF WAR

Mission / General

ASSIGN TO ANY PLAYER. Each time your warrior kills a warrior in combat, you gain +3 PP for each Commander (who must be able to be in combat) you have in play. This Mission is never fulfilled.

ASYMMETRIC WARFARE

Mission / Crescentia

ASSIGN TO YOURSELF. You gain 4PP for each Fortification destroyed with a SABOTEUR or TERRORIST ATTACK. This Mission is never fullfilled.

COUNTER-STRIKE

Mission / General

ASSIGN TO YOURSELF. Kill three like-affiliated warriors from an opponent, who plays a Campaign with same affiliation to gain 12 PP and to annihilate that Campaign card from play. 

GUERILLA TACTICS

Mission / Atlanteans

ASSIGN TO YOURSELF. You (not the opponent) gain the Promotion Points from each RETREAT! you play. This Mission is never fulfilled and can only be discarded by UNDERCOVER AGENTS.

OPEN CONTRACT 

Mission / General

ASSIGN TO ANY TRIBAL WARRIOR. Kill any Personality to gain double the points and to inflict permanent -4 to F, S and A to target’s like-affiliated warriors against YOUR warriors for the remainder of the game.

SEA LION’S ROAR

Mission / Capitol

ASSIGN TO YOURSELF. While this Mission is in play, you gain extra Promotion Points worth half (rounded up) of the V from each warrior your SEA LIONS kill in combat. This Mission is never fulfilled.

THE MEEK SHALL INHERIT THE EARTH

Mission / General

ASSIGN TO YOURSELF.  Each time your Tribal warrior kills a warrior of higher V you gain 4 additional Promotion Points, however you always gain 1 additional PP when your Tribal warrior kills a non-tribal warrior. This Mission is never fulfilled.

8/81

A R T

ALEXANDER’S SHIELD (X)

Art / Brotherhood

ART OF ELEMENTS. CAST AS 2 ACTIONS AND ATTACH TO ANY BROTHERHOOD-AFFILIATED FORTIFICATION. While attached, the fortification cannot be discarded or annihilated. You must pay 2D at the beginning of your each Draw Step to keep it in play, otherwise it is annihilated.

SPELLBOUND (+)

Art / Brotherhood

ART OF MANIPULATION.  CAST AS 1 ACTION AND ATTACH TO OPPONENT’S WARRIOR. Caster and target must BOTH be either in Outpost or not. While attached, target may not attack Brotherhood warriors. If a Brotherhood warrior attacks this warrior, this card is discarded. 

SUMMON CHAMPION

Art / Brotherhood

ART OF SUMMONING. PERSONAL COMBAT SPELL. This card is considered a 1/1/1/1 non-affiliated warrior, who replaces it’s caster during THIS combat.  For every 3D you spent when casting this warrior, it’s  F, S and A are +2. Warriors wounded by Champion are automatically killed. Discard after use.

TURN UNDEAD

Art / Brotherhood

ART OF CHANGELING. PERSONAL COMBAT SPELL. May only be cast against an attacking Dark

Legion warrior not using a VEHICLE. The target will attack itself with the already chosen ratings, attachments and tactic, which may not be altered in any way. No other cards may affect the combat. Caster earns PP's if the attacker is killed. If not, resolve the original combat.
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D A R K  S Y M M E T R I E S

DEATH’S CALL

Dark Symmetry / Dark Legion

GIFT OF DEMNOGONIS.  By paying 6D during combat, you cause the opponent to lose half (rounded up) of it’s modified A and prevent it from striking first (this effect can be activated before opponent strikes first).

THROWN INTO VOID 

Dark Symmetry / Dark Legion 

DARK SYMMETRY GIFT. MAY NOT BE GIVEN TO A HERETIC. Anytime when your opponent discards cards (from hand or play), you may force the player to annihilate them instead by paying 4D. If more than one card is discarded at a time, you still only have to pay 4D for all of them.
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K  I  P O W E R S

HEIHACHI’S SIXTH SENSE

Ki Power / Mishima

Refer to the KI POWER RULES CARD. Opponents cannot play CORNERED against this warrior. When an opponent uses Equipment, which is discarded or annihilated to wound or kill this warrior, the warrior may negate its effects TO HIMSELF by going into cover. If already in Cover, warrior is wounded.
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A L L I A N C E S 

ATLANTEANS

Alliance / Atlanteans

Any 2 of your Atlantean warriors in Outpost may as 2 actions team up to a single warrior (add their F, S, A and V together). Warriors must be able to be in combat and may not be in cover. They will share each other’s abilities and restrictions. Warrior may not belong to more than one team at a time. A player may break his or her team as 1 action (not during combat). 
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S P E C I A L S 

ADRENALINE BURST (X)

Special / General

PLAY DURING COMBAT YOUR WARRIOR PARTICIPATES. You may buy actions by paying D. First action costs 2D and all following actions cost +2D more (4D, 6D and so on). Warrior may not use these actions to Transfer himself. You must buy all the actions at the same time. 

BAD TO THE BONE (+)

Special / Dark Legion

ATTACH TO A HERETIC PERSONALITY AT ANY TIME. This warrior may never be automatically killed and it gains +3 to it’s F, S and A from each warrior it kills in combat.

BLOOD BERET ONSLAUGHT 

Special / Imperial

PLAY DURING COMBAT. All your Blood Berets in the same Area may add their F, S, A and V together into a combined attack against one single target. Opponents play cards against single warriors. SECOND THOUGHTS will not affect the Berets. All Dark Legion warriors wounded are automatically killed.

BLOOD MONEY (+)

Special / General

ATTACH TO ANY WARRIOR AT ANY TIME. In addition to earning normally the Promotion Points, warrior killing this warrior may choose any 2 values from F, S, A and V to sum up the amount of D gained.

BODYGUARDS FROM THE VOID (+)

Special / Dark Legion

ATTACH TO KOHORT AS ONE ACTION. You may assign BRASS APOCALYPT also to warriors with V:7 or higher. You may annihilate an Apocalypt as an attack action to kill any enemy warrior of V:5 or less (points are earned). 

BULK SHIPMENT 

Special / General 

PLAY JUST AFTER YOU HAVE ATTACHED AN EQUIPMENT CARD TO YOUR WARRIOR You may give another copy of the SAME equipment card to one of your warriors from your collection (excluding Discard Pile). This costs no actions or D.

CHANCE PURCHASE  (X)

Special / Generic

PLAY AT ANY TIME. Throw a 6-sided dice. Dice values 1-6 correspond to letters A-F. You may search your Collection for a Special card starting with this letter (from any language edition) and put it to your hand (after showing it to others). 

CLIMATIC DISASTERS (+)

Special / General

ATTACH TO GAME AT ANY TIME. Building up of Fortifications and Warzones into Outpost costs 1 additional action and it always takes at least 1 action to build them. While in play, BUILDING BOOM has no effect in Outpost.

CLOSED PLANET (+)

Special / Templars

ATTACH TO GAME AT ANY TIME. In addition to spending actions to Transfer warriors into Outpost, players must also pay 4D per attachment for each Transfering warrior. If a player cannot afford to pay for the attachments, they are discarded. Multiple copies are not cumulative.

CLUSTER BOMB (X)

Special / Dark Legion

PLAY AS AN ATTACK ACTION IF YOU HAVE 2 AIRSHIPS ABLE TO BE IN COMBAT IN THE SAME AREA. Use any amount of D to inflict the same amount of damage to opponent’s warriors. Warriors not in Cover are automatically killed. Airships in Outpost may not attack Squad/Kohort and vice versa.

COSSACK FRENZY

Special / Sons of Rasputin

PLAY DURING YOUR TURN. Until the beginning of your next turn, anyone of your COSSACKS may attack once against each warrior just Mustered or Transferred into Outpost. If the warrior is protected by another warrior (like SCOUT CAVALIER), you may attack that warrior instead.

CYBERTRONIC BUY-OUT

Special / Cybertronic

PLAY AT ANY TIME IF YOU HAVE A CYBERTRONIC FORTICATION IN PLAY. Pay 10D to move any non-Brotherhood, non-Dark Legion Fortification card from an opponent's Squad/Outpost to your Squad/Outpost.

CRYING FOR HELP

Special / General

PLAY DURING COMBAT. Another warrior of your team in corresponding Area (Outpost or non-Outpost) as the defender may attack once the attacker, who retaliates normally. You may use your own warrior or in a team game, ask your partner to use one of his warriors. If the opponent survives, the original combat continues. 

DARK SERVICES (+)

Special / Dark Legion

ATTACH TO KOHORT AT ANY TIME. After you have performed your Draw Step, you may always draw 1 extra card from your Draw Pile despite your hand size. If you ever muster a non-Dark Legion warrior into play, this card is discarded. Multiple copies are not cumulative.

DIVER’S DISEASE

Special / Atlanteans

PLAY ONTO ANY WARRIOR PARTICIPATING COMBAT IN AN UNDERWATER WARZONE.  The warrior is discarded.

DRILL SERGEANT

Special / General

PLAY DURING YOUR TURN. Until the beginning of your next turn, all Doomtroopers you muster gain 3 markers for permanent additional +3 to their F, S and A. Multiple copies are cumulative.

EARTH IS A LONELY PLACE (+)

Special / Crescentia

ATTACH TO GAME AT ANY TIME. While in play, all wounds caused to a warrior alone in Outpost cause the wounded warrior to be automatically killed instead of just wounded.

EXECUTION ORDER (X)

Special / General

PLAY AS ONE ATTACK ACTION AGAINST A WARRIOR YOU HAVE IMPRISONED. The warrior is killed and points are earned.

EXTRA-SENSORY PERCEPTIONS (+)

Special / Atlanteans

ATTACH TO YOUR OUTPOST AS 1 ACTION. TELEPATHY. While in play, every time when combat where your Atlantean warrior is involved begins, you may discard a random card from opponent’s hand. Multiple copies are not cumulative.

FORCE POLITICS (+)

Special / General

ATTACH TO GAME AT ANY TIME. While in play, each time a COMMANDER is mustered into play it’s controller may search his/her Collection to give the warrior a SHOTGUN and any Special card, which can only be attached to a Commander. No actions are needed. 

GET IN THE RING

Special / Lutherans

PLAY DURING YOUR TURN IF YOU HAVE A WARRIOR IN OUTPOST. All other players must immediately transfer one warrior to their Outpost if possible. Normal transfer rules apply, except that no actions are needed. 

GRIZZLIES ! 

Special / Bauhaus

PLAY IMMEDIATELY AFTER ANY BAUHAUS WARRIOR IS WOUNDED OR KILLED IN COMBAT. Add GRIZZLY BATTLE TANK from your hand to your Squad or Outpost depending where the combat took place without spending D, actions or DRAGOONS. GRIZZLY must immediately attack the warrior who made the kill.

HULL DOWN POSITION

Special / General

ATTACH TO A TANK AT ANY TIME. The warrior using or considered a TANK gains +5 to A and cannot be automatically killed. Only one copy per TANK is allowed.

LOSS OF FACE (+)

Special / Mishima

ATTACH TO GAME AT ANYTIME. While in play, for each warrior imprisoned, all other members of the same affiliation in play are –3 to F, S and A. Multiple copies of this card are not cumulative. 

MANO-A-MANO

Special / General

PLAY DURING YOUR TURN. Until the beginning of your next turn, no modifiers to warriors’ F, S and A are in effect except their own attachments. All players may annihilate cards from their hands to give +2 to their warrior’s F, S or A per each annihilated card.

MOTORIZED BATTALION  (+)

Special / General

ATTACH TO ANY COMMANDER AT ANY TIME. While in play, your Vehicles are not affected by OUT OF FUEL. Whenever any of your warriors using or considered a VEHICLE is attacked, you may add the combat ratings (F/S/A) of all your warriors with VEHICLES in the Area together. Opponent can still only hit the original target.

REPEL THE INFIDELS

Special / Crescentia

ATTACH TO A PROPHET IN YOUR OUTPOST AS ONE ACTION. PROPHECY. While in play, opposing Doomtroopers suffer -3 to S, F and A against your Warriors. You may also immediately add a marker on your JIHAD card (if you have it in play). Ignore normal Campaign card rules when you place it.

RICOCHET

Special / General

PLAY DURING COMBAT WHERE YOUR WARRIOR IS USING A SHOOT OR FIGHT/SHOOT WEAPON. The warrior hits/shoots also another target in opponent’s same Area (you choose which warrior) during same combat. The affected other warrior may not retaliate. Instead of discarding, you may take this card back into your hand by paying 6D. 

ROUT! (X)

Special / General

PLAY AFTER YOUR WARRIOR HAS KILLED A WARRIOR AND SURVIVED COMBAT. Your opponent must re-shuffle all his/her warriors from the same Area into his/her Draw Pile (unless there is a COMMANDER or a NEPHARITE in the Area). All attachments are discarded.

SCREAM DREAM!

Special / Dark Legion

PLAY AS ONE ACTION. You may discard any one warrior affected by SLEEP or PRIMAL SCREAM.

SIDESHOW (+)

Special / Sons of Rasputin

ATTACH TO ANY OUTPOST AS ONE ACTION. While in play, the warriors in the affected Outpost gain no effects from cards in their Squad/Kohort during combat unless 6D is paid per effect. Any APOSTLE or CORPORATE LEADER from the controller of this Outpost may annihilate this card as one action and 5D.

STAGNATION (X)

Special / Cybertronic

PLAY DURING YOUR TURN. Until the beginning of your next turn, all players must draw cards from 

their Discard piles instead of Draw Piles. If any player reaches the bottom of his/her Discard Pile, he can start using his/her Draw Pile again normally.

STRAITS OF HERCULES

Special / Templars

ATTACH TO YOUR OUTPOST AS ONE ACTION. Atlantean warriors suffer -4 to F, S and A when attacking your Templar/Crescentia warriors. Only one copy of this card may be in play at a time. If you have this card and 2 warriors able to be in combat in Outpost when the game ends, you gain 6 additional Promotion Points.

SUNBANE (+)

Special / Atlanteans

ATTACH TO YOUR OUTPOST AS 1 ACTION. TELEPATHY. While in play, opponents attacking your Atlanteans suffer –X to their attack ratio (F or S). X equals to the smallest of attacker’s F, S or A.

TECHNOLOGY GAP (+)

Special / Capitol

ATTACH TO GAME AT ANY TIME. MAY NEVER BE DISCARDED IF THERE IS A CORPORATE ALLIANCE IN PLAY. While in play, warriors using tribal-affiliated VEHICLES suffer  -4 to F, S and A against non-tribal VEHICLES. Tribal warriors can never automatically kill a warrior using or considered a non-Tribal VEHICLE.

THE GATHERING

Special / Dark Legion

PLAY AS THREE ACTIONS. Put up to five Apostles and/or THAT WHICH IS NOT TO BE NAMED into play from your Collection. This costs no D. These warriors are discarded during your next Draw Step (even if they were in play before you played this card).

THE GREAT DEPRESSION (+)

Special / Capitol

ATTACH TO GAME AS TWO ACTIONS. RESTRICTED. While in play, all fortifications producing D cost the amount they normally produce. If a player cannot afford to pay, the fortication is discarded. While in play, all Specials give only half  the D (rounded up) as normally. This card can be in effect only once in a game. 
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