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Intro



Introduction to Warpspawn Games

Article by Tom Higgins (tom@wsmf.org), Main editor of Countermoves.

There are many ways to game as there are gamers to play them. There are focused gamers who pick a theme
and stick with it most of their lives. There are die hard role players, hard dice roll players and anti dice hard tech
players. There are board game aficionados and card game fanatics. There are folks who like to move around the
hexes and those who wont map the territory of their playing.

Then there are those who like to mix it all up.

Precious few resources exist for this type of gamer, one such resource though is Warp Spawn Games (http://
www.angelfire.com / games2/ warpspawn / index.html) Warp Spawn is home to a motley crew of game developers
and players who revel in creating games as much as they do in playing them. The lead mad scientist in this
laboratory of gamming is Lloyd Krassner who has been running this site since.

1997

The site itself is spartan but what it lacks in graphics it makes up for in game rules. Lloyd and the Warp Spawn
regulars have been churning out game rules at a break neck speed for the last few years, the count for 2001 is now
over 200 and climbing. Game types range from your pure card game to your roll and move board games to hex
game to role-playing to combinations of all of the above. There are lots of different types of game mechanics to
choose from as well. The rule sets are broken into thematic sections; there are sections for SF, Fantasy, Historical
and the infamous Other as well as a place of Universal Game Systems. More on this last one in another article.
Each of these sections is further broken down by time period of subtype.

Many of the rule sets you will find are mostly straight text files. Very few have any sort of graphics, maps or
unit counters. These are left for others to work on. In some cases there are graphics available either as image files
or as Thoth game sets. The big advantage to a Thoth game set in this case is that the individual graphical items
are not hidden in the gamebox, they are available to be manipulated and customized in directories.

The good news is that over time and with more people using Warp Spawn games the more ready-made graphics
there are to play with. If you cant find these ready made gems for the rules set you are wanting to play then its up
to you to create them and hopefully offer them up to the site so that others can use them as well. A lot of what
goes on at Warp Spawn is centered on this act of causal collaboration and sharing. Sharing the games or variants
you have created with the rest of the Warp Spawn crew gets the game played more and thus it becomes a better
game for the playing. Play testing games is a powerful tool in the developmental cycle of a game.

The act of making a game has become a game for the Warp Spawn game makers. Trying out combinations of
types, tweaking rules sets, merging different mechanics and methods all are evident in the rules sets found here.
You can get a glimpse of what goes on in one game developers mind on Llyod’s Brainstroming page. There is also
an open channel of discussion between the users and developers. This comes in the form of a message board. It's
a simple text only web message board but it works to get the conversation and critiques flowing.

A Review and Essays page gives players and developers alike a place to work out the workings of the games; the
good, the bad and the ugly. Often what doesn’t work can be has helpful to making a better game as what does
work. Hearing from the developer and the players is a great way to get a look into some of the games.

The biggest strengths Warp Spawn has going for it is not its flashy graphics (there are none) or its professional
publication ready games (these games are as raw as they come, rivaling even CheapAss Games) or even its detailed
rule sets (some of these games are as abstracted from their source material as a Pollack canvas). What Warp
Spawn has is a down in the muck attitude where the game comes before the detail and the developing is as much
fun as the playing. It’s a schloberknocker no holds barred game development site that offers as wide a range of
game styles as I have seen represented in any one place.

It has a core group of members who are quick to help and very into the idea that everyone is a game developer
just looking for a chance to come out and play.
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A New Hope

by sir gerard luft, kdm

Luke, Han and Leia need to get back to the Millen-
nium Falcon in the Death Star’s Docking Bay. But
Vader and his minions are in hot pursuit.

Introduction

This game is played with two players. Each player
begins with three characters cards and there own deck,
as detailed below.

Set Up
Light Side

Character Cards

Deck

area

Death Star Command Center

Death Star Detention Block

Death Star Docking Bay Control Room

Death Star Core Shaft Corridor

Miniatures And Map

If you have any problem keeping track of who is in
what area each turn, draw up a map of the Death Star
(or use the boards from the Escape from the Death Star
Miniature Game) and pull out your Star Wars actions
figures or miniatures! (As a matter of fact, these game
rules were modified from the D20 Star Wars Fast Play
Rules.

The Turn

e Each player lays his character cards (and minia-
tures) out face up before him. Then they draw
a card from their deck for each of their charac-
ters, going right to left. The cards drawn indicate
which area of the Death Star each individual char-
acter is that turn (If random location seems unre-
alistic, one merely needs to watch a few episodes
of Doctor Who, Star Wars Episode IV, or any early
seasons of Star Trek: the Next Generation, to
see the heroes running “like chickens with their
heads off” trying to save their derriéres; it’s just
the fun of true space operas!).

e If any character is in the same area with an op-
ponent character, they may attack that opponent.
(e.g., Luke, Leia, Boba Fett and the Storm Trooper
are in the Command Center).

e Before a conflict occurs, players must decide if
they wish to Tap (rotate 90 degrees/ AKA siding)

16

Character Power Toughness Force
Luke Skywalker 3 3 4
Leia Organa 3 3 3
Han Solo 3 3 3

Dark Side

Character Cards

Character Power Toughness Force
Darth Vader 4 4 6
Boba Fett 3 3 2
Stormtrooper 1 1 1

Power # in Deck
1 8

oS O O

8
8
8

a character to use the Force to Support another
character in the same area (e.g., Leia taps to sup-
port Luke, and Darth Vader taps to support Boba
Fett. Characters tapped due to damage taken in
previous turns can not be tapped to support.

e The attacking characters must choose their tar-
gets. A character that is tapped to support can
not be targeted. If there is a character that is
tapped due to damage, then that character can
be targeted. Only characters tapping to support
are exempted from being targeted.

e Players should take turns attacking. However all
attacks are considered to be simultaneous.

e A player draws one card from their deck for each
character attacking. The character can draw
more than one card if any other characters are
tapped to support him or her (e.g., Tapping Leia
when in the same area as Luke allows Luke to
draw three additional Attack Draws when he en-
ters into a Conlflict). A character can only receive
as many points of Force as he has as his Force
Level (i.e., If Leia- Force 3 and Han- Force 3, both
tap to support Luke, Luke- Force 4 can only re-
ceive 4 of the 6 points of force supporting him).
Each card in the deck has a Power score (either
0 or 1). Take the character’s Power score and
add that number of +1’s that he or she received
from their attack draw(s). If the modified Power of
the character attacking is greater than the Tough-
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ness score of their target, then that character has The cards drawn for character location and At-

been injured. The first time a character is injured, tack Draws are discarded. One does not need to

that character card is tapped. For the remainder reshuffle the discard pile each turn. But if one

of the game, that injured character can not tap does, the probability balance will be much more

to support another card in the same area. Also, accurate (this we found after doing some serious

if that tapped character is successfully hit again, play testing with this game).

then it is removed from the game. e The turn sequence repeats until all characters on
e After all conflicts have been resolved, charac- one side are defeated. The player with the last

ters that were tapped to support are untapped. man standing is the winner.

R0 N
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Agents Of Shield

Introduction

Card game for 2-4+ players. Based on the TV show
Agents of Shield.

Disclaimer

Agents of Shield is a licensed, copyrighted property.
This is merely a Fan Site.

Victory

Have the most Plot cards in your Victory Pile when
the game ends. If tied the player with the most Levels
worth of Plot cards wins.

Abr: Trait: Notes:
Cbt Combat
Ldr Leadership
Sup Support
Spy Espionage
Com Computers
Eng

Bio Biochem

Setup
Shulffle both Decks. Flip over the top 5 cards of the
PLOT Deck. These are called the Revealed Plots.
Biggest Marvel Fan goes first.

Turn Sequence

Players take turns. Each Turn has 4 Phases:
Recruit Phase

Action Phase

Investigation Phase

Recovery Phase

0N =

Recruit Phase
Fill your hand to 7 Cards from the SHIELD Deck. If

the deck ever runs out, shuffle the discard and draw
from it.

Action Phase

You may reveal one card from your hand (do not
discard it) and get One special Benefit from it:
1. If it is a Leader card, you may look at the next 5
cards in
The SHIELD deck and put one of them in your hand.

18

Game End

The game ends when all Plot cards have been cap-
tured.

The Decks

There are 2 Decks:
1. The SHIELD Deck
2. The PLOT Deck

Levels
All cards have a numerical level.

Traits
Most cards have one or more Traits:

Tactics, Marksmanship, Martial Arts

Management, Negotiations, Persuasion, Strategy
Piloting, Logistics, Mechanics, Operations

Disguise, Gadgets, Sleight of Hand, Interrogation
Hacking, Communications, Intel Gathering, Analysis
Engineering Physics, Weapons Technology, Construction

Biology, Chemistry, Medical, Exams, Autopsies

2. If it is a Combat card you cause one target Plot
card to be discarded.
The discarded card goes to the bottom of the PLOT
deck.
3. If it is a Support card draw 2 cards from the
SHIELD deck and then discard
Any 2 cards from your Hand.
4. If it is a Spy card, look at your opponents hand
and steal any 1 card.
5. If it is a Computer card look at the next 5 cards
in the PLOT Deck and then
Draw 1 SHIELD card.
6. If it is a Biochem card, take any 1 Agent from the
Discard and put it in
Your Hand.
7. If it is an Engineering card all your Agents get +1
Level this turn.

Investigation Phase

Play (Discard) SHIELD cards from your hand with a
total Level matching or exceeding the Level of a target
Revealed Plot card. The SHIELD cards must also have
Traits that at minimum match the Traits of the target
Plot card. If this is done the Plot card is captured and
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put into your Victory Pile. If possible, you may capture
multiple revealed Plot cards in a single turn.

Every time a Revealed Plot card is captured imme-
diately flip over Another one from the top of the PLOT
Deck so that there are always Five Revealed Plot cards

available.

Recovery Phase

You may discard up to 2 SHIELD cards from your

hand.

Special Cards

When the Traitor PLOT card comes into play, all
the Grant SHIELD cards are Removed from play.

Shield Deck Card List

Plot Deck Card List
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Mission Skill Limit

An individual Agent may have multiple skills but
may only apply one of them to the current mission
they are on.

Card Capture Limit

You cannot use more than one copy of a SHIELD
card when capturing. For instance, you cannot use 2
Coulson cards.

Card List Notation
# Number of copies of that card in the deck

Name: # Type: Level: Traits:

Coulson

May

Fitz

Simmons

Skye

Piloting
Martial Arts
Grant

Lance

Bobbi

Sacrifice
Triplett

Intel

Hack

Facial Recognition
Victoria Hand
Koenig Brother
Mack

Dr. Goodman
Blueprints
Autopsy

Hard Drive
Interrogation
Informer
Infiltration

Icer Guns

Lola Flying Car
Quinjet
Globemaster Bus
Nick Fury Visit

5
4
4
4
4
1
1
4
2
2
1
2
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

Agent
Agent
Agent
Agent
Agent
Skill
Skill
Agent
Agent
Agent
Act
Agent
Act
Act
Act
Agent
Agent
Agent
Agent
Item
Act
Item
Act
Agent
Act
Item
Item
Item
Item
Act
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3 Ldr, Cbt, Sup, Spy
Cbt, Sup, Spy
Eng

Bio

Com

Sup

Cbt

Cbt, Spy
Cbt, Spy
Cbt, Spy
Cbt

Cbt

Spy, Com
Com
Com

Ldr

Sup

Sup, Eng
Bio

Com, Eng
Bio

Com

Spy

Spy

Spy

Cbt

Sup

Sup

Sup, Com
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Ldr, Spy, Sup

Lloyd Krassner & a Few Others
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Name:

Garrett

Raina

Senator Ward
Alien Carvings
Traitor
Whitehall
Absorbing Man
Project Centipede
Clairivoyant
Colonel Talbot
Deathlok

The Doctor
Escape Hydra
Ian Quinn

The Guest House
Obelisk
Darkforce
Gravitonium
Weather Device
Crusher Creel
Smear Campaign

#

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

Level: Traits:
12 Cbt x2, Spy, Bio
10 Spy x2, Ldr
8 Spy. Ldr, Sup
10 Com, Spy
12 Cbt, Spy (Remove Grant)
11 Com, Bio
12 Cbt, Bio
12 Cbt x2, Bio, Com, Eng
10 Com, Sup
9 Spy, Ldr
12 Cbt, Bio, Eng
10 Com
12 Cbt x2, Sup x2
9 Com, Spy, Cbt, Sup
11 Cbt x2, Sup
12 Spy x3
10  Eng, Cbt
11 Eng
9 Eng, Sup, Com
12 Cbt, Eng
9 Ldr
R N\
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Alien Conspiracy

Preface
Aliens are among us. But what do they want?

Introduction

Card game for 2+ players. Each player picks one of
8 Factions of Aliens to represent.

Alien Factions

1. Conservators- they want the status quo... obser-
vation & study only.
2. Experimentalists- they secretly start wars,
plagues, earthquakes, etc.
3. Reformers- they want to help humanity: They
secretly give us
technology & mitigate disease, disaster, & bad deci-
sions.
4. Revelationists- they want to reveal the presence
of the aliens to humanity.
5. Prohibitionists- they want all Aliens to leave the
Earth completely alone,
including no observation.
6. Subjugators- they want to enslave the human
race.
7. Destructors- they want to destroy the human
race.
8. Profiters- they want to profit off the other factions.

Victory

The first player to gain 100 Influence points wins.

The Deck

Players share a Common deck of cards.

Intrigue Table

Action Tokens & Influence Points & Plot
Points
Use tokens for AT Use coins for IP Use coins for PP

Turn Sequence
Players take turns. (A Round is when every player
has taken a turn) Each turn has 6 Phases:
Action Phase
Draw Phase
Recruit Phase
Plot Phase
Intrigue Phase
Influence Phase

OOk N~

Action Phase
Get 2D6 Action Tokens (AT).

Draw Phase

Spend 1 AT to draw your first card. Spend 2 AT to
draw a second card, and so on. If the deck runs out,
shuffle the discard & draw from it.

Recruit Phase

Spend 1 AT to put 1 Faction Member into play. You
may put plot cards into play for free. You control cards
you put into play.

Plot Phase
Each Plot card gains 1 Plot Point.

Intrigue Phase

Spend 1 AT to roll once on the Intrigue Table. Spend
2 AT to roll a second time, and so on.

1D6 Result:

1 Destroy 1 Opposing Faction Member

Draw 1 card

o O s N

Influence Phase

Gain 1 Influence Point (IP) per Faction Member you
control. If you control a plot card with PP on it equal

21

Take control of 1 opposing Faction Member

Look at opponents hand or next 7 cards in deck
Gain control of Target Plot card
Gain 1D6 AT for next turn

to the cards Plot level, Discard the card and gain that
many IP.
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Special Powers

Each Faction Member has a special Power. Each
power can only be used once per Round. (A round is
when all players have taken a turn)

Powers List

Kill: Roll 1D6 in Intrigue phase: on a roll of 1 De-
stroy an opposing Faction Member. Control: Roll 1D6
in Intrigue phase: on a roll of 1 take Control of an op-
posing Faction Member. Influence: Earn an extra 2 IP
in Influence Phase Informants: Look at an opponent’s

Card List

Card Name:
Martians
Venusians
Plutonians
Solarians
Mercurians

Men from Saturn
Extra Terrestrials
Little Green Men
Greys

Ewoks

Bug Eyed Monsters
Wookies

Flying Pigs
Talking Cats
Space Whales
Floating Brains
Men in Black
Giant Robots
Vulcans

Elvis Impersonators
Ferengi

Romulans

Daleks

Body Snatchers
Moon Men
Predators

Beings of Light
Beings of Pure Thought
Control the Media
Crop Circles

Alien Abductions
Cattle Mutilations
Control Atlantis
Mind Control Rays
Moon Base

Humans are Good (to eat)

Control World Leaders
Tidal Wave

The WSSBoG - Tome 2

vTTWTWTY T Y TEEREEREREREEREREREREREREREREREREEREE=RE=E=RRERE<®R

hand or next 5 cards in deck Action: Gain 1 AP in
Action Phase Communications: Draw an extra card for
free in Draw Phase Oppose: Negate the special power
of an opposing Faction member.

Intrigue: Roll an extra time on the Intrigue table
Conspiracy: Put a Plot point on a Plot card or Roll 1D6
in Plot phase: on a roll of 1 take Control of target Plot

Card List Notation

M Faction Member
P Plot

Type: Special Powers:

Influence
Communications
Intrigue
Informants
Action

Oppose
Communications
Communications
Conspiracy
Oppose
Influence

Action

Action
Informants
Influence
Control

Control

Oppose

Oppose
Communications
Informants
Intrigue

Kill

Control
Influence

Kill

Conspiracy
Influence

Plot Level =9
Plot Level = 5
Plot Level = 6
Plot Level = 5
Plot Level = 7
Plot Level = 9
Plot Level = 5
Plot Level = 6
Plot Level = 8
Plot Level = 5

Lloyd Krassner & a Few Others
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Card Name: Type
New World Order P
Terrorism P
Control Earth’s Spin P
Collective Unconscious P

Telepathic Communications P Plot Level = 5

Control the Internet P
Steer Human Evolution P
UFO Sightings P
Alien Autopsy P

Alien Faction Special Abilities

Faction: Ability:

Conservators Informant

Reformers Intrigue

Revelationists Action Destructors

Prohibitionists  Oppose Profiters

Subjugators Control

Each ability can be used once per round. Links
UFO’s
o N9
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Special Powers:
Plot Level = 8

Plot Level = 7
Plot Level = 9
Plot Level = 8
Plot Level = 7
Plot Level = 9
Plot Level = 5
Plot Level = 5

Experimentalists Conspiracy

Reformers  Intrigue

Kill
Communications

Lloyd Krassner & a Few Others



Alien Queen Brain

Introduction

Scenario for WarpQuest. for the

??WarpQuest Core Rules.

By Zak!

The players control a squad of space Marines in
charge of freeing a command post overrun by alien
forces.

Module 1 represents the travel from the drop zone
to the command post. Module 2 represents the the
command post interior. The Artifact is the Alien Queen
brain (the R&D need to study it).

1D8  Skill:

1 Short Range Combat +1
2 Long Range Combat +1
3 Xeno-biology

4 Computer

Special Rules

When the first team reaches space 30 do not draw
a card from the second deck: instead, play the special

The Party

Each party consists of 6 marines: 1 Leader, 1
sergeant, 4 soldiers. The Leader has 4 skills: pick
Morale plus 3 random determined skills. The sergeant
has 3 skills: pick Short or Long Range Combat plus 2
randomly determined skills.

Soldiers have 2 skills each. You start with 3 Hand
Grenades (Aid: Short Range Combat)

Skill List Table

Every marine roll eight sided dice to determine his
skills.

1D8  Skill:

Mechanics
Ground Navigation
Morale

o N O O

Pick any one skill

Alien Queen card. Any other team that will move to
space 30 later will draw a card as usual.

MODULE 1 CARDS: From the drop zone to the
Command Center

Card Name: Notes:

Armored Car
Survived Civilian
Interrupted Road
Collapsed buildings
Heavy Vegetation
Minefield

Alien trap

Alien spores
Slaughtered Marines Morale x 2
Lost Command CommULink
Small xenoform
XenoMonster

Alien ambush

Alien Swarm

XenoTerror

Mad civilians

Alien virus

Explosive shells
BioGrenade

Local terrain data

MODULE 2 CARDS: The Command Center

Xeno-biology x 2
Xeno-biology x 2
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Mechanics & Computer: If successful move forward 1D6 spaces
Morale x 2: If successful move forward 1D6 spaces

Ground Navigation: If failed miss next turn

Ground Navigation x 2: If failed miss next turn

Ground Navigation x 2: If failed miss next turn

Ground Navigation & Computer

Computer x 2: If failed miss next turn
Long Range Combat x 2

Short Range Combat

Short Range Combat & Morale

Long Range Combat x 2

Long Range Combat & Morale

Long Range Combat x 2

Xeno-biology x 2
Aid: Long Range Combat
Aid: Short Range Combat
Aid: Ground Navigation
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Card Name Notes

Alien Queen*
(You need to win 2 challenges against the Queen)
Elevator
Air Lock
Jammed Door
Broken Door
The corridor collapse!
Malfunctioning Elevator
SpaceSuit Damage
Jammed Heating System
Alien Blob
Xenoform Mass
Flying Xenopolyps
XenoSoldier
XenoScreamer
XenoSpitter
XenoFlamer
XenoTentacle
Alien Gas
Alien Acids
XenoEggs
Contaminated Lab scientist
Scientist Notes
R&D working computer
Tritanium Armor
PlasmaGun
Survived Scientist

*The Alien Queen card is not put in the deck: keep

it on a side of the board and use it when the first team
reach space 30.

Introduction

Warp Quest is an abstract game system that depicts
goal driven scenarios.

Each player controls a collection of Units who are
attempting to be the first to reach an objective and
bring it back to the start.

The units could be a party of adventuring archeol-
ogists hoping to recover a lost artifact, a squadron of
bombers attempting to hit a military target and return
home, a band of samurai seeking to vanquish maraud-
ing bandits or a company of mixed creatures seeking
to destroy a piece of evil ornamental jewelry that has
the nasty habit of trying to control the minds of all free
creatures.

The scenarios that use the Warp Quest engine will
hold the details.

Dice & Pieces

e Six and ten sided dice are needed.

e Each player has a pawn to represent his or her
group of Units (adventuring party, fleet, etc.) on
the board.

e Use a small trinket to represent the Objective.

The WSSBoG - Tome 2
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Roll 1D6: 1-3 Morale, 4-6 Short Range Combat

Mechanics & Computer: If successful move frward 1D6 spaces
Mechanics & Ground Nav: If succssfl move frward 1D6 spaces
Computer x 2: If failed miss next turn

Mechanics x 2: If failed miss next turn

Ground Navigation: If failed miss next turn

Computer x 2

Mechanics & Computer

Mechanics & Computer

Short Range Combat & Morale

Short Range Combat x 2

Long Range Combat x 2

Short Range Combat

Morale & Short Range Combat

Long Range Combat x 2

Short Range Combat x 2

Xeno-biology & Short Range Combat

Xeno-biology x 2

Xeno-biology & Morale

Xeno-biology & Morale

Morale & Short Range Combat

Aid: Xeno-biology

Aid: Xeno-biology

Aid: Save one marine killed by Short or Long Range Combat
Aid: Short Range Combat

Aid: Morale

e There is only one Objective.

The Board

The board is a single winding path of connected
spaces with a Start Space and an End Space. The
path should be 30 Spaces long.

e The First Space represents the start.

e Spaces 2-15 represents travel through the first
scenario module.

Spaces 16-29 represents travel through the sec-
ond scenario module.

The End Space is the final destination where the
Objective is found.

The Decks

There are 2 decks for each scenario:

The Module 1 Deck and the Module 2 Deck.
Each deck has one of each card in its card list.
There may also be an Aid deck.

The Units

e Each player controls a group of units called a
Party. The scenarios will detail the make up of
the units in the party, their attributes (Skills,
Traits) and starting dispositions.

Lloyd Krassner & a Few Others
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Turn Sequence

e Players take turns.
e Each turn consists of 3 phases: 1. Move Phase 2.
Draw Phase 3. Challenge Phase

Move Phase

¢ Roll 1D6. Move your pawn that number of spaces
towards the end space.

You automatically stop when you enter the end
space.

If you are the first to land on the end space your
party acquires the Objective.

Once a party has acquired the Objective then all
other players may move their parties in either
direction on the path.

The party with the Objective must move towards
the start space.

The first pawn with the Objective to reach the
start space wins the game.

Draw Phase
e If you land on an empty space in spaces 2-15
draw a card from the Module 1 deck.
e If you land on an empty space in spaces 16-29
draw a card from the Module 2 deck.
e If you land on an opponent’s party do not draw a
card.

e If a deck ever runs out, shuffle its discard and
draw from it.

e Cards are of 2 types: Challenge cards & Aid cards.

e Place Aid cards in your hand.

e Challenge cards are encounters your party faces
immediately in Challenge Phase.

Challenge Phase

Each challenge card lists one or more skills. Your
party will have to make a skill check vs each skill listed.
(The same skill may be listed twice or more, requiring
that many skill checks) A Skill check consists of a Skill
roll and Challenge Roll: Roll 1D10. This is the Skill
roll.

Add the skill bonuses of your party members to the
roll. You may discard Aid cards for further bonuses to
the skill roll. Next roll 1D10. This is the Challenge roll.

Some Challenges have a DM (Difficulty Modifier).
Add the DM to the Challenge Roll. If the challenge roll
is less than or equal to the skill roll you win the Skill
check. If the challenge roll is greater than the skill roll
you fail the Challenge.

If you win all the Skill Checks, you win the Chal-
lenge. The adventure card may say what happens if
you win or lose the Challenge. If the card does not give
directions, then roll on the following table: If you lose
the challenge: Roll 1D6: (Challenge Loss Table)

1-4 Go back 1D6 spaces

5-6 Lose 1 Unit (Man, Ship, Hit Point, etc., depending on the Scenario)

If you Win the challenge gain 1 Experience Token.
You may spend an Experience Token to let you reroll a
Move Roll or a Skill Roll.

Moving Onto An Opponents Pawn

¢ If you land on an opponent’s pawn there will be a
fight.

e The current player rolls on the Skill List Table to
determine which skill will decide the confronta-
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tion.

e Both players make Skill Rolls. In case of a tie
nothing happens.

e The loser rolls on the Challenge Loss Table.

e The winner takes the Artifact from the loser if the
loser was in possession of the Artifact.

Links
Card Set at Boardgamegeek!

Lloyd Krassner & a Few Others



Alien SKirmish

Introduction

Board & card game for 2 players. Choose your side:

Aliens, Predators, Humans

Disclaimer

Aliens is a copyrighted/trademarked property. This
is just a fan site.

Victory

Destroy your opponents Leader.

The Map

Use an 8x8 chessboard.

Units

Use action figures, chits, or miniatures to represent
Units.

Marine Unit List

Unit Name # Hits Notes
Hero 1 2 Leader
Android 1 3
Marines 4 2
Civilians 4 1
Alien Unit List
Unit Name # Hits Notes
Queen 1 3 Leader
Brood Warriors 5 2
Face Huggers 4 1
Predator Unit List
nit Name # Hits Notes
Commander 1 3 Leader
Hunters 7 2

Setup

Each player places his Units on his back two rows.

Units may not stack Flip a coin to see who goes first.

Marine Deck Card List
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The Cards

Players each have their own deck.

Turn Sequence

Players take turns. Each turn has 3 phases: Orders
Phase Move Phase Combat Phase

Orders Phase

Draw 3 cards from your deck. If the deck runs out,
shuffle the discard and draw from it. Max hand size =
5 cards.

Discard excess cards.

Move Phase

Play (discard) a Move card to move one of your units.
The move card has a number. This is the number of
spaces the unit moves.

Moves are diagonal or orthogonal. Instead of mov-
ing just one unit in any direction, you have the option
of moving up to 3 units forward the indicated num-
ber of spaces using a single move card. Humans &
Predator Units cannot move through other units.

Alien Units may move through other units.

Combat Phase

Play (discard) an Attack card to have a unit attack.
The attack card has a number. This is the range of the
attack.

Attacks are diagonal or orthogonal. The enemy
unit that is the target of the attack takes one point of
damage. A Fighter reduced to zero Hits is destroyed.

Units cannot attack through other units.

Card List Notation

Move Card

Attack card

Defense Card

Draw 2 Cards

Use as an Attack, Defense, or Move Card
Opponent must discard 2 cards

Unit regains 1 lost Hit

As a Knight would move in chess

Type Purpose of card

# Number of that type of card in the deck

REOONMOPE
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Alien Deck Card List

The WSSBoG - Tome 2

Card Name e Range Notes

Ground Advance
Run

APC

Combat Landing Craft
Exoskeleton
Improvised Weapons
Hand Guns
Perimeter Defense Gun
Shotgun

Explosives

Thermite Grenades
Flamers

Grenade Launcher
Pulse Rifles
Autocannons
Motion Detectors
Courage

Ingenuity

Rescue

Escape

Barricades

Blast Doors

Body Armor

Plan

Survivor

E3

I T S T e R e S e = T T e T e T S Sy ey S e C R SR U'e )

Er‘UUUUUNNN>>>>>>>>>>NNN§Z§

1

W Wb = X = = NN~ =B WDN

Does 3 Damage

Marines only

Not Civilians

Card Name # e Range Notes

Gather

Approach

Pursuit

Charge

Air Shafts

Crawl on Walls
Berserker Rage
Pounce Attack
Swarm Attack
Acidic Blood
Mouthful of Fangs
Sonic Scream
Spit Acid

Razor Sharp Claws
Implantation
Extending Jaws
Perfect Killing Machine
Move Silently
Speed & Strength
Hard to Kill
Natural Armor

2
2
2
2
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
2
2
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1

Face Hugger only

Lloyd Krassner & a Few Others



ALIEN SKIRMISH: MIX IT UP.

Card Name # Type Range Notes

Evade

Hide in Shadows

Cunning
Surprise
Terror

Predator Deck Card List

Card Name # Type Range Notes

* And destroy Predator
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Stalk

Hunt

Run

Wrist Blades

Disc Caster
Spear Gun
Ceremonial Spear
Shoulder Laser
Self Destruct Device
Medicomp
Cloaking Device
Body Armor
Durable

Dodge

Bloodlust

Killer Instincts
Ambush

Vision Modes

The Hunted

4
3
3
3
1
1
2
2
1
1
2
1
1
1
1
2
2
1
1

D

1
1
1
2
1
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1

2
3
1
2
2
1
3
1

Does 3 Damage*
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Aliens

Introduction
Colonial Marines versus Aliens.

Decks

One player uses the Marine Deck. The other player
uses the Alien Deck. Each deck has 36 cards.

Each deck has 3 suites and 12 cards in each suite.
The 3 suites are: Combatants, Weapons, and Tactics.
Each card has a Force Value from 1 to 5.

Turn Sequence

Each turn has 5 phases:
1. Logistics Phase

2. Deployment Phase

3. Contact Phase

4. Combat Phase

5. Casualty Phase

Logistics Phase

Each player draws 6 cards from his own Deck. If
the deck runs out, shuffle the Reserve pile and draw
from it. If all of a player’s cards are in his Casualty
pile except for those in his hand, he must discard one
random card to his Casualty pile.

(This is the Last Hand Attrition rule.)

Deployment Phase

Each player may discard up to 4 cards to their Re-
serve pile and draw replacement cards. If the deck
runs out, shuffle the Reserve pile and draw from it.

Marine Deck Card List

Contact Phase

Both players reveal their hands. They place their
cards face up on the table.

Combat Phase

Each player determines their Combat Force Total
(CFT) for their hand: Add up the Force Values of all
Combatant cards and add 1. This is the Combatant
Total (CT). Add up the Force Values of all Weapon cards
and add 1.

This is the Weapon Total (WT). Add up the Force Val-
ues of all Tactics cards and add 1. This is the Tactics
Total (TT).

CFT CTxWTxTT

Casualty Phase

The side with the higher CFT wins the encounter.
The winner discards his hand to his Reserve pile. The
loser discards his cards to his Casualty pile. (Not his
Reserve pile) If the players tie, both hands go to the
Casualty pile.

Object
A player loses when all of his cards are in his Casu-
alty pile. The other player wins the game.

Card List Notation

# Number of that type of card in the deck.
C Combatant

W Weapon

T Tactics

Card Name # Type Force

Lieutenant
Company Rep
Private
Sergeant
Android

Riply

Improvised Weapons

Hand Guns
Body Armor
Motion Detectors
Shotgun

30

1

1
1
7
1
1
1
1
1
1
1
1
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ALIENS: ALIENS VS. COLONIAL MARINES.

Alien Deck Card List
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Card Name # Type Force

Explosives
Ranged Weapons

Thermite Grenades

Flamers
Pulse Rifles
Exoskeleton

Autocannons

Barricades

Blast Doors

Courage

Ingenuity

Escape Plan

Fighting Withdrawal
Rescue before Implantation
Perimeter Defense Guns

Armored Personnel Carrier 1

Combat Landing Craft
Destroy Egg Chamber
Orbital Nuclear Strike

Face Hugger

Brood Warrior

Queen

Acidic Blood

Mouthful of Fangs
Sonic Scream

Razor Sharp Claws
Hard to Kill

Bloodlust

Berserker Rage
Fearless

Superhuman Stamina
Superhuman Speed
Superhuman Strength
Perfect Killing Machines 1
Move Silently

Hide in Shadows
Hunting

Terror

Pursuit

Air Shafts

Surprise

Ambush

Cunning

Numerical Strength
Close Combat

Swarm Attack
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Disclaimer

‘Aliens’ is a copyrighted/trademarked property.
This is just a fan site.
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Alpha Centauri

Introduction

Card game for 2-7 players. Based on the computer
game Alpha Centauri by Sid Meier.

Disclaimer

Alpha Centauri is a licensed, copyrighted product.
This is merely a fansite.

The Deck

Players share a common deck. Card types include:
Events, Technologies, Structures, Special Projects,
Landmarks, Proposals, and Social Engineering

Tokens & Markers

Use Tokens to keep track of: Bases (Cities) Units
(Military forces) Credits (Income) Each player also gets
a set of markers of a unique color

Social Factors

There are 6 Social Factors (SF): Population, Eco-
nomics, Research, Military, Ecology, Espionage. SF’s
are also referred to as Scores. SF’s are broken down
into Sub-factors.

Victory

There are 4 types of Victory: Diplomatic, Economic,
Congquest, Transcendence The first player to achieve
any one of these wins the game.

Diplomatic Victory

Requirements: Total Population SF >30 and be
Planetary Governor for 3 turns in a row.

Economic Victory
Requirements: Total Economics SF > 50

Conquest Victory

Requirements: Capture 1+ Bases Total Military SF
>40

Transcendence Victory

Requirements: Research Factor >40 or Ecology Fac-
tor >20

Setup

Each player picks one Faction Each player starts
with one Base & 10 Units. Each player is dealt a hand
of 7 cards.

The Factions

The 7 Factions are: Believers, Gaians, Hive, Morgan
Industries, Peacekeepers, Spartans, University

Believers

Aggressive, Explore, Conquer, Fundamentalist In
Conflicts add +2 to their Force Total Probe Table rolls
vs this Faction are at +1 Believers get -1 to rolls on the
Research Table. Starting Ecology Score = -2 Starting
Population Control Score = +2 May not play Knowledge
Z card

Gaians

Pacifist, Explore, Green They may never Attack,
only Defend, in Conflict Phase. When encountering
Mind Worms, they gain Units instead of losing them.
They get an extra roll each turn on the Exploration
Table.

Starting Ecology Score = +1 Starting Population
Control Score = -1 Starting Military Morale Score =
-1 Starting Efficiency Score = +2 May not play Free
Market Z card

Hive

Aggressive, Conquer, Build, Police State Starting
Population Growth Score = +1 Starting Industry Score
= +1 Starting Commerce Score = -2 Starting Military
Defense Score = +2 Starting Population Control Score
= +2 May not play Democracy Z card

Morgan Industries

Pacifist, Build, Free Market They may never Attack,
only Defend, in Conflict Phase. Starting Commerce
Score = +3 Begins game with extra 50 Credits Starting
Industry Score = +2 Starting Military Support Score =
-1 Bases cost an extra 5 credits to build May not play
Planned Z card

Peacekeepers

Explore, Discover, Democracy The Peacekeepers get
10 Free Votes in Council Phase. Starting Efficiency
Score = -1 Starting Population Growth Score = +1 Start-
ing Population Control Score = +3 Peacekeepers get to
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draw an extra card once per turn. May not play Police
State Z card

Spartans

Discover, Conquer, Power Starting Military Morale
Score = +2 Starting Population Control Score = +1
Starting Industry Score = -1 Starting Military Mobility
Score = +2 Starting Military Support Score = +2 May
not play Wealth Z card

University

Discover, Knowledge Opponent’s who roll 8+ on
Probe Table vs University may reroll. Starting Research
Infrastructure Score = +4 Starting Population Control
Score = -2 University gets an extra roll on the Research
Table once per turn. May not play Fundamentalist Z
card

Turn Sequence

Each turn has 16 Phases:
Production Phase
Upkeep Phase

Planning Phase
Population Control Phase
Ecological Disruption Phase
Diplomacy Phase

Probe Phase

Council Phase
Exploration Phase
Research Phase

. Build Phase

. Discovery Phase

Conflict Phase

. Construction Phase

. Social Engineering Phase
. End Phase

. PRODUCTION PHASE

©ONDOEWN -

Probe Table

Each player gains credits = Each of your first 5+X
Bases earns 5 Credits each. Your next 5+X Bases earn
4 Credits each. Additional Bases earn 3 Credits each.
(X Economy Efficiency Score)

Also...

Earn Credits = Economy Industry Score Earn Cred-
its = Economy Agriculture Score Earn Credits = Econ-
omy Mining Score Earn Credits = Economy Commerce
Score Earn Credits = Economy Transport Score Earn
Credits = Ecology Score (Xenofungus cultivation) Each
Trade Pact earns credits = (# of your Bases) x (2 + Eco-
nomic Commerce Score) (Trade Pacts are made/broken
in Diplomacy Phase)

2. UPKEEP PHASE
Each Unit costs 1 Credit upkeep to Maintain. You
cannot have more units than: # of your Bases x (5 +
Military Support Score)

3. PLANNING PHASE
Each player draws 1 card. Players may pay 10 Credits
(repeatedly for each extra card) to draw a extra cards.

4. POPULATION CONTROL PHASE
If the number of your bases exceeds your Population
Control Score +3, you will have Drone (Unhappy Citi-
zens) Riots. You lose 1D10 credits per point of differ-
ence.

5. ECOLOGICAL DISRUPTION PHASE
Disruption Score = (Economic Score + Bases - Ecol-
ogy Score) For every 10 points of Disruption rounding
down, your Faction will lose 1D10 credits due to re-
sistance by native life forms. (Uncontrolled Blooms of
polluted Xenofungus)

6. DIPLOMACY PHASE
Players may make agreements & trades with each other.
Players may make trade pacts with each other.

7. PROBE PHASE
For every 5 levels of Espionage SF you have rounding
up, you may Roll once on the Probe table. Pick a target
before rolling. You may pay 10 Credits (repeatedly) to
roll an extra time on the Probe Table.

1D10 Result Notes:

Take 1D5 Units from Opponent

Mind Control
Steal Technology
Sabotage Base
Infiltrate Datalinks
Incite Drone Riots

D U~ W N~

Drain Energy Reserves

7+ Nothing

8. COUNCIL PHASE

Players try to gain the position of Planetary Governor.

Players may only vote for themselves. The player with
the highest Economic SF gets 10 votes.

The player with the highest Research SF gets 10
votes. The player with the highest Military SF gets 10
votes. The player with the highest Population SF gets

The WSSBoG - Tome 2

Put a Marker on an opponent’s Tech
Opponent loses 2D 10 Credits
Look at opponent’s Hand

Opponent loses 1D10 Credits
Take 1D10 Credits from Opponent

~34~

10 votes.

The player with the highest Espionage SF gets 10
votes. The player with the highest Ecology SF gets 10
votes. The player with the most Secret Projects gets 10
votes.

The player with the most Bases gets 10 votes. The
player with the most Facilities gets 10 votes. The player

Lloyd Krassner & a Few Others
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with the most Units gets 10 votes. trade pacts. The Governor may prevent one attack this
The Previous Governor gets 10 votes. Players may turn in Conflict Phase.

secretly bid Credits. Each credit bid gains 1 vote. The 9. EXPLORATION PHASE

Winner becomes Planetary Governor until the next Players may play Landmark cards in this phase. A

Council Phase. Landmark is a natural feature of the planets surface.
The current Governor may play Proposal cards at It does not cost anything to play a Landmark.

the end of this Phase. The Governor earns double from Each player Rolls once on the Exploration Table:

Exploration Table

1D10 Result: Notes:

1 Mind Worm Activity Lose Units = 1D10 - (MP +C)
2 Unity Pod Gain 1D10 Credits

3 Monolith Draw 1 card

4 Alien Artifact Draw 1 card

5 Xenofungus EA+1

6 Elevation EE+1

7 Rocky EM+1

8+ Nothing

10. RESEARCH PHASE Each player makes one free roll on the Research Table:

Research Table

1D10 Result: Notes:

1-2  Dead End Nothing

3-4  Progress Get +1 to next roll on this Table

5-6 Copy Technology Put a Marker on an Opponent’s Tech

7+ Breakthrough Put a Tech card from your hand into play

Pay 10 Credits to get an extra roll on the Research 11. BUILD PHASE
Table (you can do this repeatedly). A player with a
Marker on an opponent’s Tech also knows that Tech
& gets the Bonuses from it, just like the original con-
troller does. LIMIT: You cannot have more Facilities in
play than Technologies you know.

Players may put Facilities & Secret Projects into play
from their hands. Facilities cost 20 Credits. Secret
Projects cost 40 Credits.

12. DISCOVERY PHASE

LIMIT: You cannot have more SP’s in play than The player with the most levels in a given SF will re-
Facilities you own. ceive a Reward:

C = Planetary Ecology Extra roll on the Exploration Table
EE = Economy Energy Gain Credits = EE
EC = Economy Commerce Gain Credits = EC
ET = Economy Transport Gain Credits = ET
EI = Economy Industry Gain Credits = EI
EM = Economy Mining Gain Credits = EM
EA = Economy Agriculture Gain Credits = EA
RB = Research Biology Play a Population or Ecology Tech card for free
RP = Research Physics Play a Military or Economy Tech card for free
RI = Research Infrastructure Extra roll on the Research Table
PG = Population Growth You may Build an extra base this turn
PC = Population Control Play an Economy or Population Tech card for free

13. CONFLICT PHASE may attack twice in this phase (2 opponents once or 1

Players may decide to attack each other with Military opponent twice).

units. Each player may attack one other player this Players secretly write down which Faction they are
phase (Pacifists cannot attack). Aggressive factions attacking. Reveal attack orders randomly & Resolve

The WSSBoG - Tome 2 ~35~ Lloyd Krassner & a Few Others
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attacks as they are revealed. Each side in a Battle

Table:

generates a Force Total as determined on the Conflict

Conflict Table

Military Factor: Force Bonus

Most levels in MA = Military Attack
Most levels in MD = Military Defense
Most levels in MM = Military Mobility
Most levels in ME = Military EW
Most levels in MS = Military Support
Most levels in MO = Military Morale

Most levels in MP = Military Psi

You have More Units
Double the Units

Triple the Units
Quadruple Units or More
You are the Defender

Opponent already fought this Phase
Enemy Comitted Atrocity within 5 turns
Fog of War (Both players roll...)

Add up the Force Bonuses of each side to get their
respective Force Totals. The Higher total is the Winner.
The Winner has 1D5 of his Units Destroyed.

The Loser has 1D10 of his Units Destroyed. The
Winner cannot lose more units than the loser. If the De-
fender loses all his Units in play, the attacker captures
one of his Bases.

Note: The Attacker cannot use MD generated by his
Facilities.

14. CONSTRUCTION PHASE
A Base costs 20 Credits. You can build a max of 1 Base
per turn. You cannot have Bases in excess of your Eco-
nomic SF + Population SF A Unit costs 2 Credits. You
may build any number of Units (Remember Upkeep
Costs).

15. SOCIAL ENGINEERING PHASE
Players may play 1 Social Engineering (Z) card each. A
Z card costs 20 Credits to play (Upheaval Cost). There
are 4 types of Z cards: Politics, Economics, Values, &
Futures A player may have no more than 1 of each
type in play.

A player may buy a new one to discard an old one.

16. END PHASE
Max hand size is 8 cards. Discard excess cards.

Card List Notation
Facilities

Secret Project

Event

Technology
Landmark

Proposal

Heo=mdom

Card List

The WSSBoG - Tome 2
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1D10

Z Social Engineering

DTB Destroy Target Base

TPLU Target Player loses Units = 1D10 - MP
SCP Skip Conflict Phase

Major Social Factors & Sub Factors

E Economy (Major)

M Military (Major)

R Research (Major)

P Population (Major)

C Planetary Ecology (Major)

B Espionage (Major)

EE Economy Energy

EC Economy Commerce

EF Economy Efficiency

ET Economy Transport

EI Economy Industry

EI Economy Mining

EA Economy Agriculture & Terraforming

MA Military Attack & Weapons

MD Military Defense

MM Military Mobility & Coordination

ME Military Electronic Warfare

MS Military Support

MO Military Morale

MP Military Psi Combat

RB Research Medical Biology & Genetics

RP Research Mathematics & Physical Science

RI Research Infrastructure, Computers & Applied En-
gineering

PG Population Growth & Habitation

PC Population Control & Pacification

Lloyd Krassner & a Few Others



ALPHA CENTAURI: CARD CONVERSION.
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[Name

Aerospace Complex
Bioenhancement Center
Biology Lab

Centauri Preserve
Children’s Creche
Command Center
Energy Bank

Fusion Lab

Hab Complex
Habitation Dome
Headquaters
Hologram Theatre
Hybrid Forest
Nanohospital
Nanoreplicator

Naval Yard

Nessus Mining Station
Network Node

Orbital Defense Pod

Orbital Power Transmitter

Paradise Garden
Perimeter Defense
Pressure Dome

Psi Gate

Punishment Sphere
Quantum Converter
Quantum Lab
Recreation Commons
Recycling Tanks
Research Hospital
Robotic Assembly Plant
Skunkworks

Sky Hydroponics Labs
Stockpile Energy
Tachyon Field

Temple of Planet

Tree Farm

Ascent to Transcendence
Ascetic Virtues

Bulk Matter Transmitter
Citizens Defense Force
Clinical Immortality
Cloning Vats

Command Nexus
Cyborg Factory

Dream Twister

Empath Guild

Human Genome Project
Hunter Seeker Algorithm
Living Refinery

T TSI SIS ST S SIS SRS SRS

e nwnmgHg
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Type Notes|
MM+1 ET+1
MO+2
RB+2

C+2

PG+2
MM+2
EE+2

RP+1 EE+1
PG+2

PG+2

EF+1

PP+2

C+1 EA+1
RB+1 PC+1
EM+2
MM+1 ET+1
EM+2

RI+2

MM+1 MD+1
EE+2

PC+2
MD+2
PG+2
MM+2
PC+2

EM+2

RP+2

PC+2

EA+2

RB+1 PC+1
EI+2

RI+2

EA+2

EE+2

F MD+2
C+2

C+1 EA+1
C+4

PC+4

ET+4
MD+4
PG+2 RI+2
PG+4
MM+4
MS+4

PC+2 MP+2
C+4

RB+4

B+4

EM+4
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Name

Longevity Vaccine

Maritime Control Center
Merchant Exchange

Nano Factory

Network Backbone

Neural Amplifier

Pholus Mutagen

Planetary Datalinks
Planetary Transit System
Self-Aware Colony
Singularity Inductor

Space Elevator
Supercollider

Telepathic Matrix

Theory of Everything
Universal Translator
Virtual World

Voice of Planet

Weather Paradigm
Xenoempathy Dome
Particle Impactor

Chaos Field Disruptor
Fusion Laser

Tachyon Bolt

Plasma Shard

Quantum Laser

Graviton Gun

Singularity Laser
Compelled Dissociative Psi Attack
Synthmetal Armor
Composite Plasma Steel Armor
Bonded Silksteel Armor
Refractive Field Photon Wall
Phasic Probability Sheath
Kinetic Diffusion Neutronium Armor
Reactive Antimatter Plate
Temporal Field Stasis Generator
Psi Defense Pattern Refraction
Gravships

Air Superiority

Blink Displacer

Clean Reactor

Cloaking Device

Fission Plant

Fusion Reactor

Quantum Chamber
Singularity Engine
Advanced Tracking Systems
Carrier Deck Mobile Airbase
Comm Jammer

Drop Pods

Deep Radar

Deep Pressure Hull

~38~
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Type Notes|
PG+2 RI+2
ET+2 MM+2
EC+4
S El+4
RI+2 EC+2
MP+4
C+4
RI+4
ET+4
PC+4
EM+4
ET+4
RP+4
PC+2 B+2
RP+4
RI+2 PC+2
PC+4
C+4
C+2 EA+2
C+4
MA+1
MA+1
MA+1
MA+2
MA+2
MA+3
MA+3
MA+4
MP+2
MD+1
MD+1
MD+1
MD+2
MD+2
MD+3
MD+3
MD+4
MP+2
MM+2
MM+2
MM+1 MD+1
MS+2
ME+4
MS+1
MS+2
MS+3
MS+4
ME+1
MM+2
ME+2
MM+2
ME+2
MM+2
Lloyd Krassner & a Few Others
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NES T

Empath Song
Fungicide Tanks

Elite Forces

Super Former
Non-Lethal Methods
Polymorphic Encryption
Hypnotic Trance
Advanced Transports
Ecological Engineering
Advanced Military Algorithms
Advanced Spaceflight
Subatomic Theory
Gravitonics

Applied Physics
Applied Relativity
Bio-Engineering
Biogenetics
Biomachinery
Centauri Ecology
Centauri Empathy
Centauri Meditation
Centauri Psi
Cyberethics

Digital Sentience

Air Power Doctrine
Flexibility Doctrine
Loyalty Doctrine
Mobility Doctrine
Ecological Engineering
Ethical Calculus
Eudaimonia
Frictionless Surfaces
Fusion Power

Gene Splicing

High Energy Chemistry
Homo Superior
Industrial Automation
Industrial Economics
Industrial Nanorobotics
Information Networks
Intellectual Integrity
Matter Compression
Matter Editation
Matter Transmission
Mind/Machine Interface
Monopole Magnets
Nanometallurgy
Nanominiaturization
Neural Grafting
Nonlinear Mathematics
Nutrient Tanks

Optical Computers

Orbital Spaceflight
~39~
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Type

MP+1 C+1
C+2

MO+2

C+1 E+1
PC+2

B+1 ME+1
MP+2
MM+1 MS+1
C+1 EA+1
MM+2
MM+1 ET+1
RP+2

RP+1

RI+1 RP+1
RI+1 RP+1
RB+1 RI+1
RB+1 RI+1
RB+1 RI+1
C+2

C+1 EM+1
C+1 EE+1
C+1 EA+1
PC+1 MS+1
B+2

MM+2
MM+1 MS+1
MO+1 PC+1
MM+2
EA+2

PC+2

PC+2

RI+1 ET+1
EE+2

RB+1 EA+1
RP+1 EM+1
MO+1 B+1
EI+2

ElI+1 EC+1
EI+1 EM+1
RI+2

PC+2

RP+1 EM+1
RP+1 EM+1
RP+1 ET+1
MO+1 B+1
RP+1 EE+1
RP+1 EM+1
RI+1 RP+1
MO+1 B+1
RI+2

EA+1 PG+1
RI+2

MM+2

Lloyd Krassner & a Few Others



ALPHA CENTAURI: CARD CONVERSION.

The WSSBoG - Tome 2

Name

Organic Superlubricant
Planetary Economics
Planetary Networks
Polymorphic Software
Pre-Sentient Algorithms
Probability Mechanics
Quantum Machinery
Quantum Power
Retroviral Engineering
Secrets of Alpha Centauri
Secrets of Creation
Secrets of the Human Brain
Self-Aware Machines
Sentient Econometrics
Advanced Alloys
Singularity Mechanics
Social Psych

Super Tensile Solids
Super String Theory
Temporal Mechanics
The Will to Power
Threshold of Transcendence
Transcendent Thought
Freshwater Sea
Garland Crater
Geothermal Shallows
Monsoon Jungle

Mount Planet

New Sargasso

Pholus Ridge

Sunny Mesa

The Ruins

Uranium Flats

The Great Dunes

Soil Enricher

Kelp Farm

Mining Platform

Solar Collector

Tidal Harness

Bunker

Sensor Arrays
Atmospheric Condenser
Airbase

Echelon Mirror

Mag Tubes

Aquifer Drill

Thermal Borehole
Nerve Stapling

Genetic Warfare
Biological Warfare
Nerve Gas

Planet Buster

Nuclear Attack

HHHHEHSH3ES38SA3333333333+393
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Type Notes
RB+1 RI+1

EC+2

RI+2

RI+1 B+1

RI+1 B+1

RI+1 RP+1

EI+2

MS+1 EE+1

RP+2

C+1 EE+1

RP+2

MP+1 PC+1

B+1 RI+1

EC+2

MD+1 EM+1

EE+1 RP+1

PC+2

MD+1 EM+1

RP+2

RP+1 EE+1

C+1 PC+1

C+1 EM+1

C+2

L EA+2
L EM+2

L EA+2
L EE+1 EM+1
L EA+2
L EE+2
EE+2

C+2

EE+2

EE+2

EA+2

EA+2

F EM+2
EE+2

EE+2

ED+2

ME+2

EA+2

MM+2

EE+2

ET+2

EA+2

EE+2

SC+2

DTB Atrocity

DTB Atrocity

DTB Atrocity

DTB Atrocity

DTB Atrocity
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Name

Alien Plague

Ecological Disaster
Seismic Upheaval
Locusts of Chiron

Mind Worm Boil

Isle of the Deep

Solar Flare

Temporary Alliance
Balance of Power

Peace Treaty

Uneasy Truce

Golden Age

Global Terraforming

UN Charter

Melt Ice Caps

Salvage Unity Fusion Core
Global Trade Pact
Launch Solar Shade
Police State (Politics)
Democratic (Politics)
Fundamentalist (Politics)
Free Market (Economics)
Planned (Economics)
Green (Economics)
Power (Values)
Knowledge (Values)
Wealth (Values)
Cybernetic (Future)
Eudaimonic (Future)
Thought Control (Future)

X << << <<<<<<<<
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Type

DTB

DTB

DTB

TPLU

TPLU

TPLU

SCP

SCP

SCP

SCP

SCP

SCP

All Players get 25 Credits
X SCP
All Players draw 5 Cards
All players get 50 Credits
All Players get 25 Credits
All Players draw 5 Cards
MS+2 PC+2 EF-1

EF+1 PG+2 MS-2

B+2 MO+2 RI-2

EC+4 C-1 PC-1

PG+2 EI+2 EF-1

EF+1 C+2 PG-2

MS+2 MO+2 EI-2

RI+2 EF+1 PC-2

EC+2 EI+2 MO-2

EF+1 C+1 RI+1 PC-2
EC+2 PG+1 EI +1 MO-2
MO+1 PC+2 B+1 MS-2

Notes
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Apotheosis Of Technology

Introduction

Card Game for 2-4+ players. Theme: Technological
Advancements of the next 1000 Years.

Victory

The player with the most Victory Tokens at the end
of the game wins. The game ends when the Apotheosis
of Technology card is revealed.

Victory Tokens

Players share a common set of Victory Tokens (VT).

Research Tokens

Players share a common set of Research Tokens
(RT).

Energy Tokens

Players share a common set of Energy Tokens (ET).

The Decks

There are 10 small decks. Each deck represents
a century. Each card represents a new technology,
event, discovery, or social change.

Discards And Current Deck

If a card is discarded it goes to the bottom of its
deck. The current deck is the oldest deck that still has
at least 1 card in it. When Disaster cards are played,
they are removed from the game.

Setup
Each player gets 10 VT. Start with the 21st Century
Deck. Each player is dealt 2 cards from the deck.
Discard and redraw Disaster cards.

Turn Sequence

Players take turns. Each turn has 4 Phases.
Resource Phase

Discovery Phase

Implementation Phase

Progress Phase

N

42

Resource Phase
Gain 1 Research Token Gain 1 Energy Token

Discovery Phase

Draw 1 Card from the current deck. Decks are kept
face down. Pay 5 RT to draw an extra card.

If the Deck runs out go on to the next deck. When-
ever you draw a disaster card reveal and play it imme-
diately. Resolve the Disaster and continue drawing.

Every Player starts with a pick ability of 1. For every
increase in pick ability, you may, when drawing a card,
draw an extra card, pick 1 of your choice and place
the others back on the top of the deck. Disasters don’t
count against your pick limit.

Implementation Phase

Play 1 card from your hand to the Table. Pay 5 ET
to play an extra card.

Progress Phase
Max hand size is 4 cards. Discard excess cards.

Stealing Cards

When you steal from an opponents hand the card
goes into your hand. When you steal a card in play, it
stays in play, but under your control.

Card Type Notation
Biological (Bio)

Physics (Phys)

Mind
Computing/Communications (Com)
Energy (Eng)

Space
Government/Social (Gov)
Disaster

WP When Played

RC Random Card

TC Target Card

OH Opponents Hand

ND Next Deck

IP In Play

FO From Opponent

AO All Opponents

TO Target Opponent

EOG End of Game

vouEOEYw
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Twenty First Century Deck
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Name:

Stem Cell Research

Artificial Intelligence
Advances in Longevity

Moon Base

Advances in Robotics

Lab Grown Artificial Organs
Geothermal Energy

Social Networking
Holographic VR & Hyper-Reality
Holography

Al Singularity Crisis

Global Ecological Collapse
Nuclear Warfare

Renewable Energy Sources
Quantum Computers
Human Genome Project
Genetic Engineering

New Materials

Discovery of Extraterrestrial Life
Invisibility

Paperless & Cashless Society
Brain Machine Interfaces
Body Surrogates

Twenty Second Century Deck

Name

World Government
Restoration of Earths Biosphere
Medical Immortality

Ram Scoops & Solar Sails
Al Directed Research
Androids

Direct Brain Link VR
Underwater Cities

Solar System Colonization
Cybernetics

Fusion Reactors

Cure Cancer

Accelerated Cloning
Cryogenic Stasis
Molecular Nanotechnology
Nanotech Wars

Self Replicating Machines
Global Weather Control

Twenty Third Century Deck

Type Notes:
B WP Play 1 extra Bio card
C Gain 1 RT per Turn
B Hand Size +1
S Gain 1 VT per Turn
C Gain 1 RT per Turn
B WP return TC to Owners Hand
E Gain 1 ET per Turn
CG Pick +1
C WP Steal 1 Com card IP FO
C WP Steal 3 RT from TO
D AO lose 5 VT
D AO discard 1 RC
D AO lose all their ET & RT
E Gain 1 ET per Turn
C Hand Size +1
B WP Steal 1 Bio card IP FO
B WP Draw 1 card from ND
P WP Draw 1 card
SB WP Worth 10 VT at EOG
P WP Steal RC from OH
G WP Steal 2 VT from AO
BC  Gain 1 RT per Turn
BC WP Gain 10 VT
Type Notes:
G Pick +1
B WP Gain 10 VT
B Hand Size +1
S WP Worth 10 VT at EOG
C WP Draw 1 card from ND
C Gain 1 VT per Turn
GC Gain 1 RT per Turn
G Gain 1 VT per Turn
S Gain 1 ET per Turn
BC WP Steal 1 Com card IP FO
E Gain 1 ET per Turn
B WP Worth 10 VT at EOG
B WP Play 1 extra Bio card
BS WP Draw 1 Card
PC WP Play 1 extra Card
D AO discard 1 RC
C Gain 1 ET per Turn
SP WP Draw 1 Card
~44~
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APOTHEOSIS OF TECHNOLOGY: THE NEXT 1000 YEARS.

Name
Generation Ships

Machine Rebellions
Terraform Venus

Negative Energy Generators
Antigravity

Sentient Animal Uplift
Antimatter Energy

Type Notes:

S

WP Steal 1 Space card IP FO

Terraform Mars SB WP Gain 10 VT
Space Elevators SP WP Play 1 extra Space card
Biomorphic Megastructures G Gain 1 VT per Turn
Elimination of Disease B WP Worth 10 VT at EOG
Asteroid Mining S WP Steal 1 Eng card IP FO
Infinite Prosperity G Hand Size +1
Al Dominated Governance CG  Pick +1
Biocomputers CB  Gain 1 RT per Turn
Bionics BC WP Steal 1 Com card IP FO
Replicant Wars D AO Discard 1 RC
Microreactors E Gain 1 ET per Turn
Transhumans B Gain 1 VT per Turn
Mind Reading Computers CM  Gain 1 RT per Turn
Artificial Bodies BC  Pick +1
Brain Transplants S WP Draw 1 Card
Twenty Fourth Century Deck
Name Type Notes:
Mind Downloads & Transferrence @ MC  Gain 1 RT per Turn
Extinction of Old Religions G WP Steal 1 Gov card IP FO
Light Speed Travel S Gain 1 VT per Turn
Colonize Other Solar Systems SG  Pick +1
FTL Communications CS  Gain 1 RT per Turn
Psychic Awakenings M Gain 1 RT per Turn

AO Discard 1 RC

WP Gain 10 VT

WP Draw 1 card from ND
Gain 1 ET per Turn

Gain 1 VT per Turn

Gain 1 ET per Turn

Collective Consciousness MC  Gain 1 RT per Turn
Psionic Institutes MG WP Steal RC from OH
Mind Analog Cloning MC  Hand size +1
Practical Immortality BC WP Worth 10 VT at EOG
Twenty Fifth Century Deck
[Name Type Notes:
FTL Travel S Gain 1 VT per Turn
Interstellar War D AO Discard 1 RC
Colonization of the Galaxy ¥ SG WP Worth 10 VT at EOG
Human Sub-speciation B WP steal RC from OH
Intelligent Metals C Gain 1 VT per Turn
Create Lifeforms B WP Steal 1 Bio card IP FO
First Contact SG WP Draw 1 card from ND
Universal Translator C WP Draw 1 Card
New States of Matter P Gain 1 ET per Turn
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APOTHEOSIS OF TECHNOLOGY: THE NEXT 1000 YEARS.

Name Type Notes:

Tesseracts SP WP Gain 10 VT

Dark Energy Conversion E Gain 1 ET per Turn
Telepathy M WP Steal 3 RT from TO
Dematerialization P Pick +1

Twenty Sixth Century Deck

Name Type Notes:
Hyper FTL Travel SP WP Steal 3 ET from TO
New Forms of Matter P WP Steal 1 Phys card IP FO
Teleportation SP Gain 1 ET per Turn
Holo Deck Technology C WP Steal 1 ET, 1 RT, 1 VT
Matter Replicators E Hand Size +1
Space Empires G WP Steal 1 Space card IP FO
Intergalactic War D AO discard 1 RC
Discovery of Other Dimensions S WP Worth 10 VT at EOG
Force Fields P WP Steal 3 ET from TO
Telekinetics M Gain 1 ET per Turn
Colonize other Galaxies SG  Gain 1 VT per Turn
Wormbhole Travel S Gain 1 VT per Turn
Patron Races G WP Steal 1 Gov card IP FO
Twenty Seventh Century Deck
Name Type Notes:
Interdimensional Travel S WP Worth 10 VT at EOG

Colonize Other Dimensions SG  Gain 2 VT per Turn

Stargates S WP Play 1 extra Space card
Artificial Worlds S Gain 2 RT per Turn
Move Planets S WP Steal 1 Space card IP FO
Creation of Matter E Gain 2 ET per Turn
Ancestral Recall M Pick +1
Precognition M WP Steal RC from OH
Psychic Wars D AO discard 1 RC
Probability Engines P WP Draw 1 Card
Twenty Eighth Century Deck
[Name Type Notes:
Break the Laws of Physics P WP Gain 10 VT
Stop Time SP WP Play 1 extra Physics card
Reverse Time SP WP return TC to Owners Hand
Ring Worlds S Pick +1
Perpetual Energy Loop Siphon E Gain 2 ET per Turn
Move Stars S WP Worth 10 VT at EOG
Miracle Generators P Gain 3 VT per Turn
Solar Ring Collider C WP Draw 1 card from ND
Planet Size Computers CG  Gain 2 RT per Turn
Interdimensional War D AO discard 1 RC
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APOTHEOSIS OF TECHNOLOGY: THE NEXT 1000 YEARS.

Twenty Ninth Century Deck

Name Type Notes:

Time Travel SP WP Worth 10 VT at EOG
Temporal Colonization SG  Gain 4 VT per Turn

Time Wars D AO discard 1 RC

Beings of Pure Energy E WP Play 1 extra card

Dyson Spheres E WP Gain 10 VT

Control Chaos CP WP Steal 1 Physics card IP FO
Directed Reincarnation M WP Steal 1 Mind card IP FO
Omega Point GC WP Steal 1 Biology card IP FO
Pocket Universes SP WP Steal 2 ET & 2RT from TO

Thirtieth Century Deck

Name Type Notes:
Beings of Pure Thought M WP Steal 1 Gov card IP FO
Change the Laws of Physics P WP Steal 1 Space card IP FO
Create New Dimensions S WP Worth 10 VT at EOG
Create New Timelines S WP Steal 5 VT from TO
Create New Universes S WP Gain 10 VT
Apotheosis of Technology X Reveal this Card when Drawn

End Game Scoring Links

The player wit.h the most Biologi.cal Cards gets 10 Future Timeline

VT The player with the most Physics Cards gets 10

VT The player with the most Computing Cards gets Future Technology

10 VT The player with the most Mind Cards gets 10 BGG Discussion

VT The player with the most Space Cards gets 10 VT .

The player with the most Energy Cards gets 10 VT The Accelerating Future

player with the most Government Cards gets 10 VT Day Million by Frederik Pohl

QA N\
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Aquaman

Introduction
Card game for 2-4 players. Aquaman Theme.

Disclaimer

Aquaman is a copyrighted, licensed property. This
is merely a fan site.

Victory

The first player to accumulate 3 Mission Tokens is
the winner.

The Deck

Players share a common deck. There are 8 suites.

The Board

The board is an 8x8 grid. Each square must be big
enough to easily hold 1 card.

Pawns
Each player gets 1 pawn of a unique color. Each

pawn represents a different manifestation of Aquaman.

Dice
Two 6-sided dice are needed.

Mission Tokens
Players share a common set.

Setup

Shuffle the deck. Randomly deal 1 card face up
to each space on the board. Each player places their
Pawn on a different corner space.

Each player draws 3 cards to start. Players roll high
on 1D6 to see who goes first.

Turn Sequence

Players take turns. Each turn has 5 Phases:
Power Phase

Swim Phase

Action Phase

Mission Phase

Rest Phase

o
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Power Phase

If you have at least 5 cards in your hand, you may
discard 1 card from your hand to activate its special
ability: Aquaman: Draw 2 cards from the deck & put
them in your hand. If the sum of the Ranks of the 2
cards is less than the Rank of the Aquaman card, draw
and keep a third card. Companion: Look at the next
4 cards in the deck. Keep one and discard the other
3. The one you keep must be of a lower Rank than
the Companion Card. Sea Creature: Take top card of
discard and put it in your hand.

It must be of a lower rank than the Sea Creature
card. Plot: You may move your pawn to any target,
non-occupied space this turn in Swim phase (do not
bother rolling the dice). The card in the target space
must be of a lower Rank than the Plot card. Foe: Tar-
get opponent who is adjacent to you must reveal one
random card from his hand; If it is lower in Rank than
the Foe card it is discarded.

Power: Discard X cards and draw X replacement
cards. The cards you discard may not be of a higher
Rank than the Power card. Strangeness: Put 1 target
adjacent card on the board in your hand. It must be of
a lower Rank than the Strangeness card. Immediately
draw a card to replace it with on the Board. Location:
Look at the next X cards in the deck.

X the Rank of the Location card.

Swim Phase

Roll two dice. Move your pawn on the board orthog-
onally first the distance of one of the dice, and then
the distance of the other. For example, you roll a 2 and
a 5. You decide to first move him to your left 5 spaces
and then forward 2 spaces.

Action Phase

If you land on a space not occupied by another
pawn, take the card there and put it in your hand.
Immediately replace the card you took with the top
card of the deck. If the space is occupied by a another
players pawn, there will be a fight: Both players reveal
1 card from their hand. High card wins. If tied players
reveal a second card. Discard all revealed cards. The
winner gets to look at the losers hand and steal 1 card.

Mission Phase

You may complete a Mission: Play (discard) 8 cards
from your hand, one from each of the eight suites.
Gain a Mission Token.



AQUAMAN: DEFEND THE SEVEN SEAS!

Rest Phase X Sea Creature
Max hand size is 10 cards. Discard excess cards. P Plot
F Foe
Card List Notation g g&gﬁ;eness
A Aquaman L Location
C Companion
Aquaman Card List
Suite Rank Name: Notes:
A 1 Arthur Curry
A 2 Aquaboy
A 3 Orin the Atlantean
A 4 Aquatic Ace
A 5 Marine Marvel
A 6 Blue Aquaman
A 7 Sword of Atlantis
A 8 Dweller in the Depths
A 9 Multiverse Aquaman
A 10 Golden Age Aquaman
A 11 Silver Age Aquaman
A 12 Modern Age Aquaman
A 13 Obsidian Age Aquaman
A 14 Sovereign of the Sea
A 15 King of the Seven Seas
A 16 King of Atlantis
C 1 Topo the Squid Boy
C 2 Merfolk
C 3 Atlantean Soldiers
C 4 Porm the Dolphin Surrogate Mother
C 5 Koryak Illegitimate Son
C 6 Atlanna Mother
C 7 Atlan Father
C 8 Deep Blue Half Sister
C 9 Quisp the Water Sprite
C 10 The Sea Devils Underwater Adventurers
C 11 Dr Vulko Scientist
C 12 Mera Wife
C 13 Aquagirl
C 14 Aqualad Sidekick
C 15 Tempest Crime Fighting Partner
C 16 Justice League
F 1 The Lurkers
F 2 The Scavenger
F 3 The Suvians
F 4 The Fisherman
F 5 Captain Demo
F 6 Black Jack
F 7 King Neptune
F 8 Aqua Beast
F 9 Marine Marauder
F 10 King Shark
F 11 Deep Six
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AQUAMAN: DEFEND THE SEVEN SEAS!
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Suite Rank Name: Notes:
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11
12
13
14
15
16

Siren

Gamemnae the Sorceress

Spectre

Ocean Master

Black Manta
Cold & Pressure Resistant
Sonar & Dark Vision

Speak to Sea Life

Control Sea Creatures
Aquatic Adaptation
Amphibious Camouflage
High Speed Swimming

Water Control
Harpoon Hand

Atlantean Technology
Mystical Left Hand

Healing Powers

Bulletproof

Superhuman Durability
Superhuman Agility
Superhuman Strength

Smuggling
Extortion
Framed

Rescue Mission

Illegal Experiments

Piracy
Abduction

Crimes at Sea

Murder
Revenge
Rampage

Attack Shipping Lanes

Prevent Disaster

Enslavement

Invasion
War
Penguins
Flying Fish
Crabs
Jellyfish

School of Fish

Sting Rays
Sea Lions
Piranhas
Electric Eels
Sword Fish
Giant Squid
Octopi

Seahorse Steed

Sharks
Dolphins
Whales
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Telepathic Control
Water Breathing

Hard Water Bolts

Magic Powers
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AQUAMAN: DEFEND THE SEVEN SEAS!

Suite Rank Name: Notes:
S 1 Madness
S 2 Disguise
S 3 Toxic Waste
S 4 Gladiatorial Games
S 5 Sonic Disrupter
S 6 Mutated Sea Life
S 7 Magical Transformation
S 8 Ray Machine
S 9 Robotic Duplicate
S 10 Invisibility
S 11 Telepathy
S 12 Immortality Formula
S 13 Resurrection
S 14 Transfer Minds
S 15 Mind Control
S 16 Time Travel
L 1 Sea Circus
L 2 Intergalactic Aquarium
L 3 Iceberg
L 4 Volcano Hideout
L 5 Giant Submarine
L 6 Sargasso Sea
L 7 Convict Island
L 8 Sub Diego
L 9 Haunted Sea
L 10 Alien Island
L 11 The Secret Sea
L 12 The Lost Ocean
L 13 Ancient City of Evil
L 14 Dimension Aqua
L 15 Netherspace
L 16 Atlantis
Links
Wikipedia
LA N
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Assassins Creed Revolution

Introduction

Card Game based on the Assassins Creed Video
Game Series. Specifically the Third Installment.

Disclaimer

Assassins Creed is a licensed, copyrighted property.
This merely a fan-site.

Victory
Be the first player to make 7 Card Combos. Use
Tokens to keep track of Combos.

The Deck

Players share a common deck.

Combos

There are 4 types of Combos:

1. Flush (4 cards of the same suite)

2. Straight (4 or more cards of different suites form-
ing a straight as in Poker)

3. Fighting Combo: 1 each of: Assassin, Enemy,
Weapon, and Maneuver

4. Journey Combo: 1 each of: Location, Mission,
Character, and Income

Setup
Shuffle the Deck.

Turn Sequence
Players take Turns. Each turn has 4 Phases:

1. Draw Phase
2. Action Phase

Card List
# Suite Name
A Eagle Vision
Sharpshooter
Bloodlines

1

2 A
3 A
4 A Master of Disguise
5 A Night Stalker

6 A Ancestors

7 A Huntsman

8 A

Commander
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3. Combo Phase

4. End Phase

1. DRAW PHASE
Draw 2 cards. If the deck runs out, shuffle the discard
and draw from it.

2. ACTION PHASE
Discard 1 card to trigger it’s special ability according
to it’s suite.

3. COMBO PHASE
Make one or more Combos. For each Combo you make
draw 1 card.

4. END PHASE
Max hand is 9 cards. Discard excess cards.

Card Suite Special Ability List

Assassin = Draw 2 cards. Character = Steal 1 ran-
dom card from opponent. Income = Look at opponents
Hand. Trade 1 card with him.

Enemy = Opponent must discard a random card.
Location = Discard your hand and draw 7 cards. Mis-
sion = Look at next 7 cards in Deck. Put one in your
hand.

Maneuver = Search Discard for 1 card and put it in
your hand. Weapon = Opponent (his choice) must give
you a card or discard 2 cards.

Suite Notation

A Assassin,
E Enemy
W Weapon
X Maneuver
L Location,
M Mission,
C Character
I Income

# Suite Name

X Climb

Smoke Bomb
Ride Horse
Beam Shimmy
Finishing Move
Free Running

1
2
3
4
5
6
7 Parry
8

KoK R X X XX

Acrobatics



ASSASSINS CREED REVOLUTION: KILLING & QUESTING

# Suite Name # Suite Name

9 Silent Shadow 9 Escape

10 Strongman 10 Leap of Faith

11 Stealth Master 11 Counter Throw
Desmond Miles Kill Streak
Connor Disarm
Civilians Frontier
Allies Tavern
Patriots Theatre
Recruit City Tunnels
Bodyguard Rooftops
Captain Manor
Chapheau Forest
Duncan Little British Warship
Clipper Wilkinson Battlefield
Pitcairn Concord & Lexington
Paul Revere Fort
Washington New York
Haytham Boston
Snitch Collectible Items
Guards Eavesdrop

Redcoat Patrol
British Regular
Firing Line

Rescue Hostages
Tea Party
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Marine Naval Missions

Sniper Free Captives

Mercenary Assassination

Grenadier Notoriety

Scout Intercept Target

Officer Kill General

Jaeger Complete Memory

Templar Agent Liberation

Unarmed Delivery

Iron Dagger Request

Musket Pickpocket

War Club Looting

Tomahawk Intercept Couriers

Naval Axe Sell Meat & Pelts

Sword Craft Items

Rapier Trade Goods

Pistol Rewards

Bow Treasure Chest

Rope Darts Attack Convoy

Poison Dart 12 Guild Contracts
13 Hidden Blade 13 Homestead

R0 N
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Avengers Assemble

Introduction

Card game for 2+ players. Theme: Marvel Universe
Avengers Super Heroes.

Disclaimer

Avengers is a copyrighted, licensed property. This
is merely a fan site.

Winning
The first player to defeat 5 Foes is the winner.

The Decks

Players share 3 common decks: Foe deck Plot deck
Hero deck.

Setup
Shulffle the decks. Each player is dealt 5 cards from
the Hero deck. Flip over the top card of the Foe deck.
Flip over the top 3 cards of the Plot deck. The most
Super player goes first.

Turn Sequence
Players take turns. Each turn has 3 Phases:
1. Avenger Phase
2. Battle Phase
3. Foe Phase

Foe Deck Card List

Avenger Phase

Draw 1 card from the Hero deck and put it in your
hand. If the deck runs out, shuffle the discard and
draw from it. Max hand is 9 cards. Discard excess
cards

Battle Phase

Add up the value of the Foe card and the Plot cards:
This is the Foe Meld. To defeat the Foe you must play
a Combo from your hand with a Combined value equal
to or greater than the Foe Meld. A Combo can contain
any number of cards but all cards in the Combo must
be of different Types.

For example: A Combo can have an Iron man card
and a Hulk card, but Not 2 Iron man cards or 2 Hulk
cards. Discard all the cards in the Combo. Discard the
Plot cards but keep the Foe card in your Victory Pile.

Foe Phase

If you captured a Foe this turn, flip over a new Foe
and 3 Plot cards.

Card List Notation

Join Flip over another Foe card who joins this one in
the Meld

Card Name: Force Notes:

Loki
Space Phantom

5
3

Submariner 4

Team Up

Lava Men

Dr Zemo

Melter

Black Knight
Enchantress
Radioactive Man
Executioner

Kang the Conqueror
Wonder Man

R NN = = =W

Plot Card List

Flip
Join
Join

Join
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over 2 more Foes for the Meld



AVENGERS ASSEMBLE: HULK SMASH!

Hero Cards

The WSSBoG - Tome 2

Card Name:

Hulk Out of Control

Hulk on Rampage
Thought Projection
Revenge

Supernatural Observation

Diabolical Scheme
MNlusions

Mental Powers
Wizardry

Traps

Magic Incantation
Icy Shield
Supernatural Grip
Mental Image
Multiple Images
Energy Aura
Cause Confusion
Steal Identity
Send to Limbo
Sow Distrust

Expose Secret Identity

Smoke Screen
Whirlpool
Command Ship
Emery Dust Pellet
Gamma Rays
Sonic Blast
Crushing Blow
Bang Up Fight
Petrification Ray
Loyal Warriors
Lowly Minions
Energy Rays
Fearless Foe
Hostage
Invasion
Cave-In
Powerful Potion
Antigravity Ray
Sub Space

Time Travel

Force

ot
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Notes:

Play no Hulk Hero Cards
Play no Hulk Hero Cards

Play no Iron Man Cards

Play no Hulk Cards

Card Name: Force Type

Whirling Hammer
Greenskin

Red, White, & Blue
Incredible Strength

3

o w W
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Thor
Hulk
Captain America
Hulk
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AVENGERS ASSEMBLE: HULK SMASH!

Card Name: Force Type

Powerful Leaps 3 Hulk

Teen Brigade 1 Ally

God of Thunder 5 Thor

Mighty Hammer 4 Thor

Courage 3 Captain America
Astonishing Powers 3 Ant Man

Flying Ant Relays 1 Ant Man

Flying 2 Wasp

Army of Ants 2 Ant Man
Maddened 4 Hulk

Sense Presence 2 Wasp

Lure 3 Wasp
Leadership 4 Captain America
Brute Force 4 Hulk

Perfect Timing 4 Team

Set Trap 3 Team
Enchanted Mallet 4 Thor

Water Spout 2 Thor

Acrobatics 3 Captain America
Bright Lightning 3 Thor

Hulk Smash! 5 Hulk

Magnetic Pull 3 Thor

Radio Messages 1 Iron Man

Avengers Assemble Discard to Draw 2 Cards

Pinpoint Accuracy 4 Iron Man

Metal Suit 4 Iron Man

Cosmic Bolt 4 Thor

Ant Swarm 3 Ant Man

Shield Block 2 Captain America

Change Size 3 Ant Man

Bulldozer Punch 3 Iron Man

Missile Launcher 3 Iron Man

Throw Shield 4 Captain America

Radar Scanner 2 Iron Man

Electrical Grasp 3 Iron Man

Giant Man 4 Ant Man

Image Projector 2 Iron Man

Spider Man 3 Ally

X-Men 5 Ally

Fantastic Four 4 Ally

Bruce Banner Scientist 2 Hulk

Anthony Stark Inventor 3 Iron Man

Energy Deflection 3 Thor

Magnetic Repulsor 4 Iron Man

Cunning 3 Ant Man

Headquarters 2 Team

Spinning Disc 4 Captain America
Villain Variant Turn Sequence: Players take turns. Each turn has

4 Phases:
2 Player game. One Player is the Avengers, the 1. —Draw Phase: Draw 2 cards.

other is the Villain. Mix the Foe & Plot Decks Together 2. —Attack Phase: Discard a card from your hand
to be used by the Villain. to cause a target card of
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AVENGERS ASSEMBLE: HULK SMASH!

Opponent’s that is in play with same force to be dis-
carded.

3. —Plot Phase: Play 1 card face up to the table.

The Villain player can only play 1 Foe card. (Foes that
Join are the exception) The Villain can have multiple
Plot cards in play, but none of them may have the same
force. The Avenger player can have multiple cards in
play, but none of them may be of the same type. Re-
cruit Rule: If you did not attack in Attack Phase, you
may put a second card into play.

The WSSBoG - Tome 2

~57~

4. —End Phase: Max hand size is 3 cards. Discard
excess cards.
You may discard any of your own cards in play. If you
ever have 5 or more cards in play and your total Force
is Greater than your opponent’s, you win one Victory
Point (VP). When a VP is won, discard all cards in play.
The first person to win 3 VP wins the game.

Card Set Available
Another Cool set by Ron: Click Here
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Away Team SKirmish

Introduction

Board & card game for 2 players. Abstract skir-
mish level combat with Star Trek theme. Each figure
represents a single man (or alien).

Disclaimer

Star Trek is a licensed, trademarked, copy-righted
property. This is merely a fan site.

Victory

You win if you kill all opposing men.

The Cards

Players share a common deck.

The Map

Use an 8x8 chessboard.

The Men

Use chits or miniatures to represent men (units).
The counters or figs must identify race and officer type.

Away Teams
Each team has 8 men.

Team Composition

There are 4 types of teams: Federation Klingon Ro-
mulan Borg Each player chooses one type of team at
the start of the game.

Federation Teams

The team has the following composition of races: 3
Humans, 1 Vulcan, 1 Betazoid, 1 Trill, 1 Bolian, and 1
Andorian. The team has the following composition of
officers: 1 Command officer 1 Medical officer 1 Science
officer 1 Engineering officer 4 Security officers At the
start of the game decide which officers belong to which
races.

Klingon Teams

All team members are of the Klingon race. The
team officer composition is the same as that of the
Federation.
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Romulan Teams

All team members are of the Romulan race. The
team officer composition is the same as that of the
Federation.

Borg Teams

All team members are of the Borg race. There are no
officers. All team members are Drones. Borg Drones
use all Attack, Tactics, Device, and Skill cards for:
Assimilate: Turn adjacent enemy unit into a Borg

Skill Cards

SKill cards can be used with officers to produce dif-
ferent types of effects: Command officer: Leadership:
Draw 2 cards Science officer: Audio Decoy: Negate
attack Engineering officer: Bypass Security: Move like
a knight in chess Security officer: Unarmed Combat:
Attack of Range = 1 Medical officer: Medical Tricorder:
Heal wound of adjacent man

Tactics Cards

Tactics cards can be used with officers to produce
different types of effects: Security officer: Marksman:
Attack of Range = 5 Medical officer: Neural Disrup-
tor: Attack of Range = 1 Engineering officer: EMP
Grenade: Opponent must discard 2 cards Command
officer: Strategy: Look at opponents hand Science
officer: Holographic Projector: Negate attack

Device Cards

Device cards can be used with officers to produce
different types of effects: Medical officer: Hypospray:
Heal wound of adjacent man Engineering officer: Re-
mote Mine: Attack of Range = 4 Security officer: Prox-
imity Mine: Attack of Range = 2 Science officer: Tri-
corder: Look at opponents hand A Command officer:
Communicator: Draw 3 cards and discard 2

Race Cards

Race cards can be used to produce different types
of effects: Human: Adaptable: Draw 2 cards and dis-
card 1 Vulcan: Nerve Pinch: Attack of Range = 1 or
Mind Meld: Look at opponents hand Trill: Experience:
Draw 2 cards Bolian: Strength: Attack of Range =
1 Betazoid: Empathy: Look at opponents hand An-
dorian: Enhanced Hearing: Look at opponents hand
Klingon: Close Combat: Attack of Range = 1 or Tough-
ness: Negate a non-Phaser attack Romulan: Cloaking



AWAY TEAM SKIRMISH: MAN TO MAN TREK COMBAT.

Band: Negate an attack or Cunning: Draw 2 cards and
discard 1 Borg: Personal Shield: Negate Phaser Attack

Setup

Players choose their team types. Each player places
one man on each square of his back row. Men may not
stack.

Turn Sequence

Players take turns. Each turn has 3 phases:
1. Tactics Phase

2. Move Phase

3. Fire Phase

Tactics Phase
Draw 3 cards. Max hand size = 5 cards. If the deck
runs out, shuffle the discard and draw from it.
Discard excess cards.

Move Phase

Play (discard) a Move card to move one of your men.
The move card has a number. This is the number of
spaces the man moves.

Moves can be diagonal or orthogonal. Instead of
moving just one man in any direction, you have the

Away Team Card List

option of moving up to 2 men the indicated number of
spaces using a single move card.

Fire Phase

Play (discard) an Attack card to have a man attack.
The attack card has a number. This is the range of the
attack.

Attacks can be diagonal or orthogonal. Your oppo-
nent may play Defense cards to negate your attacks.

Wounds

Every time a man is damaged (hit/attacked) flip a
coin. On heads the man is killed. (removed from play)
On tails the man is wounded. Use counters to identify
wounded status.

If a man receives 2 wounds, he is Kkilled.

Card List Notation

Movement

Attack

Defense

Special card

Race card

as a Knight would move in Chess
Copies of that card in the deck
Type Purpose of card

*RPOY P2

Hold out Phaser 3 1 A Sprint 5 4 M
Phaser 4 2 A Tactical Transport 2 5 M
Phaser Rifle 3 3 A Maintenance Shaft 1 K M
Heavy Phaser Rifle 2 4 A Dodge 2 - D
Hand-to-Hand Combat 5 1 A Cover 2 - D
Phaser Overload 1 2 A Zero-G Maneuver 1 - D
Concussion Grenade 2 K A Skill 3 - S
Walk 5 1 M Tactics 3 - S
Jog 5 2 M Device 3 - S
Run 5 3 M Race 6 - R
R N\
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‘Babylon 5 Empires

Introduction

Babylon V Theme. Module for the Warp Empires
system. You must use the Warp Empires system to
play this game.

Dice
Six-sided dice are needed in this scenario.

Map

Spaces are also called Territories or Zones. Over
half the territories are empty space. Revenue generat-
ing spaces are planetary systems.

Other territory types include: Supernovas & Black-
holes: No entry possible Nebulas: Ships must stop
upon entering Babylon V: Neutral Zone Some systems
may begin with Jumpgates.

Victory
You win if you control over 60% of the systems on
the map.

Races

Each player picks a race: The Centauri Empire The
Earthforce Alliance The Minbari Federation The Narn
Regime

Setup

Each player starts with a Homesystem with 10 ran-
dom units and a hand of 5 cards. Each Homesytem
has a Jumpgate.

Units & Action Deck

Players share a common Action deck and unit chit
pile.

Draw Phase

First discard any cards you don’'t want. Each player
draws 3 action cards. Draw an extra card for each
Diplomat you have that is located on an enemy system
or Babylon 5.

You cannot have more than one Diplomat on a sys-
tem. Max hand size = 7. Discard excess cards. If the
deck runs out, shuffle the discard and draw from it.

Unit Deck
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Move Phase

Use Action cards to move stacks or units in stacks.
A Fast unit can move 1-3 spaces. A Medium speed
unit can move 1-2 spaces.

A Slow unit can move 1 space. Leaders must travel
with other units. Units can move into but not through
opposing stacks.

Colonies & Shipyards & Stargates cannot move
(Move = 0). Your opponent can only look at the top unit
of your stacks You can move your units at a Jumpgate
you control to any other Jumpgate you control as a
move of 1 space.

Exploration Phase

Include an exploration phase after movement phase.
When entering an unexplored system for the first time
roll three six sided dice to determine The presence of

Resources.
1D6 Resources: Revenue:

1-2  Poor 1
3-4 Moderate 2
5-6 Rich 3

Revenue Phase

Each system with a colony generates revenue equal
to its Resource level. Homesystems generate 10 Rev-
enue points per turn.

Recruit Phase

Units must start at your Homeworld or a planet
with a Shipyard. You may build a colony on a system
you control. A system can have a maximum of 1 colony
and 1 shipyard.

A system must first have a colony before a shipyard
can be built. A system must first have a colony before
a Jumpgate can be built.

Battle Rules

Opposing stacks in the same space do not have to
attack each other if they both declare that they are on
Diplomatic missions. Treat Leaders like other units
with respect to casualties. When attacking a Homesys-
tem controlled by an enemy the defender will get +20
Force.

Diplomats cannot attack or be attacked.



BABYLON 5 EMPIRES: NARNS, CENTAURI, AND MINBARI.

Name #
Capitol Ship 8
Cruiser 12

Fighter Complement 16

Capable Commander 8

Seasoned Diplomat 8 F

Other Markers

Name # Move F Notes:
Colony X - 5 Costs b
Shipyard b4 = 5 Costs b
Jumpgate X - 1 Costs 10
Control Marker x = =

You can only build a Jumpgate if you play a Quan-
tium 40 card.
X as needed

Race Notes

The Earthforce Alliance: Special Card: Use as a
Peace treaty, Heavy Trade, or Research card Earth

Action Deck Card List

Card Name #
Tactical Move Order 15
Strategic Move Order

Notes
Move 1 Stack
Move 2 or 3 Stacks

Long Range Barrage
Surround Foe
Ambush
Dogfighting
Deception 2

Heavy Weapons
Armored Hull
Intrigue

Sabotage

Raiding

Espionage
Assassination
Reconnaissance
Special Card

The Shadows Emerge
Intelligence
Security

Peace Treaty
Diplomacy

Steal

Critical Hit

Point Defense
Increase Production
Heavy Trade
Research
Quantium 40

The WSSBoG - Tome 2
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Battle:
Battle:
Battle:
Battle:

Battle:
Battle:

Move F Notes:
S 10 Ship
M 6 Ship
F 2 Fighters
10 Leader
- Costs 10

Force Fighters have +6 Force

The Narn Regime: Special Card: Use as a Steal,
Espionage, or Sabotage card All Narn Ships & Fighters
have +2 Force

The Minbari Federation: Special Card: Use as a
Strategic Move, Increase Production, or Security card
Minbari Capitol Ships have +4 Force Minbari do not
have Cruisers, they treat Cruiser Counters as Capitol
Ship counters

The Centauri Empire: Special Card: Use as a Diplo-
macy, Intelligence, or Intrigue card Centauri Capitol &
Cruiser Ships have +3 Force

Each ship Gains Force +2
Each Ftr & ship Gains Force +1
Gain Force +2D6

Each Fighter Gains Force +2

Each Capitol ship gets Force +4
Gain Force +6 or negate one casualty

Take 1 random card from opponent

Opponent must discard 2 Cards

Opponent generates 5 less Revenue points this turn

Look at opponents hand

Kill Target Commander or Diplomat
Look at target stack
Specific to Race

Destroy target stack not on Homeworld or B5
Look at next 7 cards in deck
Negate an Espionage, Sabotage, Steal, or Recon card

Opponent cannot attack you this turn
Negate Target Move

Battle:
Battle:

Take 2 revenue points from target player

Destroy 1 Ship
Destroy 1 Fighter

Gain 5 extra Revenue points this turn

Gain 1 extra Revenue this turn per system you control

Draw 2 cards
Needed to build a Stargate
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BABYLON 5 EMPIRES: NARNS, CENTAURI, AND MINBARI.

Card Name # Notes

Revolt
Intercept
Retreat

1

Warp Empires Ruleset

Introduction

Generic ruleset for a series of empire build-
ing/conquest games.

Map
The map depicts an irregular, interlocked set of
territories.

Control Markers
Use chits to represent control markers.

Units

Use chits to represent units. Units include Leaders
& non-leader units.

Deck

Players share an action deck. In some games, each
player will have their own action deck. The action deck
cards allow you to move your units.

Setup

Most Leader units will be in play. Others will be
mixed into the unit chit pile. Each player will start
with several non-leader units in play.

Starting points of units will be determined by the
scenario.

Turn Sequence

Players take turns. Each turn has 7 phases: Draw
Phase Move Phase Battle Phase Revenue Phase Recruit
Phase Upkeep Phase Control Phase

Draw Phase

First discard any cards you don’t want. Each player
draws 5 action cards. Max hand size = 7. Discard
excess cards.

If the deck runs out, shuffle the discard and draw
from it.

Move Phase

Use Action cards to move stacks or units in stacks.
A Fast unit can move 1-3 spaces. A Medium speed
unit can move 1-2 spaces.

A Slow unit can move 1 space. Units can move into
but not through opposing stacks. Fortifications cannot
move (Move = 0).

Your opponent can only look at the top unit of your
stacks

The WSSBoG - Tome 2
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Target Non-Homeworld System no revenue 1D6 turns
2 Move 1 Stack any time during opponents Move Phase
2 Battle: Neither side suffers casualties

Battle Phase

When two opposing stacks occupy the same terri-
tory there will be a battle. Each unit has a force value.
Add up the total Force values for each side.

Players may play action cards to increase their force
value. If one stack has a Leader and the other does not,
the stack with the leader gets an additional 5 Force.
The side with the highest force value wins.

The losing stack must retreat one space. The losing
stack loses half of its units. The winner picks the first
unit lost, the loser picks the remainder. Fortification
units in the losing stack are destroyed automatically.

The winning stack loses units with a force equal to
at least half the force total lost by the losing stack. The
winner decides which units are lost. Destroyed units
are returned to their chit pile. Captured leaders are
set aside and not returned to the chit pile.

After a battle both sides replenish their hands to 7
cards.

Revenue Phase

Gain revenue points for every revenue generating
territory you control.

Recruit Phase

Draw 5 random units from the unit chit pile. Pur-
chase units. A units cost is equal to its Force value. If
you purchased all the drawn units, draw another 1D6
random units.

Revenue may be saved from turn to turn. Discard
unpurchased units back to your unit chit pile. Units
start in any revenue generating territory you control.

Upkeep Phase

Number of Units that automatically receive upkeep
= 5 x total Revenue. Discard excess units. Example:
You generate 10 revenue points per turn...

You may have up to 50 units.

Control Phase
Place a control marker on every revenue generat-

ing territory occupied by one of your units. Only one
control marker per space.

Unit Deck Abbreviations
S Slow

M Medium speed

F Fast

F Force

F Fortification

# Number of that unit in the chit pile.

Lloyd Krassner & a Few Others
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Barbarella

Introduction

Card game for 2-4+ players. Gin Rummy/Poker
type mechanics. Barbarella Theme.

Disclaimer

Barbarella is a copyrighted, licensed property. This
is merely a fan site.

Victory

The first player to reach 10 points wins the game.

The Deck

Players share a common deck.

Setup

Shuffle the deck. Deal each player 7 cards. The
deck is face-down.

The discard is face-up Turn over the top card of
the deck and place it Face-up to be the first card of

the discard. The player who most looks like Barbarella
or Who is wearing a black lame space suit goes first.
Failing that flip a coin.

Turn Sequence
Players take turns. Each turn has 4 phases:
1. Draw Phase
2. Score Phase
3. Reward Phase
4. End Phase

Draw Phase

Take the top card of the deck or the discard and
Put it in your hand. If the deck ever runs out, shuffle
the discard and Play with it as the new deck.

Score Phase

You may play a Combo. A Combo will contain 6
cards in one of 4 possible combinations:

Combo Points Notes

Pairs 1 3 Pairs

Threes 2 2 Three-of-a-Kinds
Flush 3 All from 1 Suite
Straight 4

Keep track of the points you score.

Reward Phase

If you played a Meld this turn, draw 6 cards to refill
your hand.

End Phase

Max hand size is 6 cards. Discard excess cards.

Card List

Type: Card Name:
Astronautical Aviatrix

Barbarella Disrobing

Barbarella in Feather Boa

W Wwwwww

Barbarella in Spacesuit

Barbarella on Shag Carpet

Barbarella in Fishnet Stockings

Barbarella in Secret Uniform
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1 from each of the 6 different Suites

Card List Notation

Barbarella
Allies

Foes
Places
Events
Things

v W

Type: Card Name:

Tau Ceti Ice Fields
Forests of Weir
Crystal Mountains
Deep Space

The Labyrinth
The City of Night
Chamber of Birds

' ' v W "W W o



BARBARELILA: QUEEN OF THE GALAXY!

Type: Card Name: Type: Card Name:

Barbarella the Innocent Ornithanthrope’s Nest

Barbarella in Provacative Outfit Chamber of Ultimate Solutions

Queen of the Galaxy Chamber of Dreams
Denizens of the Maze
Pygar the Blind Angel
Dildano

Professor Ping

The Catchman
Guardian Angel

Rebel Leader

Alpha 7 Ship Computer
The Black Queen
One-Eyed Wench

Cruel Children

Flesh Eating Robot Dolls
Blackguards

Leather Men

Patrol Ships

Sogo Ruffians

The Great Tyrant

The Concierge

Message from the President
Suspended Animation
Magnetic Storm

Stabilizer Malfunction
Spaceship Crash
Crucifixion

Exaltation Transference Pills
Love the Modern Way

Love the Old Fashioned Way
Rockslide

Old Earth Weapons

Tongue Box

Essence of Man

Energy Box

Radio Transmitter

Escape Chute

The Excessive Machine
Force Field

Positronic Ray

R T R T R TS S S S S e - S o I ool v

Durand Durand
Mathmos Released
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Invisible Key

Cardset Available
Thanks Ron!
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‘Batman

Introduction

Card game for 2 players. One Player is Batman, the
other is the Nemesis player

The Decks

The Batman player uses the Batman Deck. The
Nemesis player has 3 decks: The Villains Deck The
Location Deck The Action Deck

Object
The first player to accumulate 10 Victory points
wins.

Turn Sequence

Each turn consists of 5 phases: Draw Phase Crime
Phase Hunt Phase Confrontation Phase Victory Phase

Draw Phase

Players first discard down to 3 cards. Both play-
ers fill their hands to 7 cards from their own decks.
The Nemesis player must draw 1 Villain card and 1
Location card, the remainder may be from the Action
deck.

If a players deck runs out, shuffle the discard and
draw from it.

Crime Phase

The Nemesis player plays one Villain card to the
table face up and one Location card face down.

Batman Deck Card List

Card Name: Force
Batman 8
Batman 9
Batman 10
Batman 11
Batman 12
Batman 13
Batman 14
Batman 15
Bat Girl 6
Bat Girl 7
Bat Girl 8

66

Hunt Phase

The Batman player must guess the Location card
(there are 5). If he is wrong, he may discard a clue
card to guess again. If he cannot guess it, the Nemesis
player gains the advantage.

If he does guess it, Batman gains the "Advantage"
(+15).

Confrontation Phase

All cards with a number value are called Force
cards. Both players play all their force cards to the
table simultaneously. The Batman player can only
play: one ‘Batman’ one ‘Robin’ one ‘Bat Girl’ and one
‘Bat Vehicle’ card.

When certain cards are played, this causes other
specific opposing cards to be discarded. For example:
If the Batman player plays antidote, or gas mask, this
causes all gas cards and poison cards to be discarded.
Each player adds up his cards numbers to get his
Force Total.

The side with the Advantage gets +15 to his Force
Total. Compare totals. The higher total wins. Flip a
coin to resolve ties.

Victory Phase

The winner of the confrontation gets a victory point
(VP). If the Nemesis won and he had a crime card out,
he gains 2 more VP. If Batman wins by more than
double the Force, or he wins and then plays a capture
card, he gains 2 more VP.

If the Nemesis negates the capture card, Batman
may play another. Discard all played cards.

Notes (Sub title):

Bruce Wayne - Socialite Millionaire
Boxer & Acrobat

Scientist

Master of Disguise
Detective

Code of Justice

Master of Martial Arts
The Dark Knight

Barbara Gordon
Gymnast

Innovative Detective Work



BATMAN: CLEAN UP GOTHAM CITY ONCE AND FOR ALL.

Card Name: Force Notes (Sub title):
Robin 5 Dick Grayson
Robin 6 Trapeeze Artist
Robin 7 The Boy Wonder
The Dynamic Duo 21 Considered both a Batman and a Robin card
Batglider 3 Bat Vehicle

Batsub 4 Bat Vehicle
Batcycle 5 Bat Vehicle
Batmobile 6 Bat Vehicle
Batcopter 7 Bat Vehicle
Batwing 8 Bat Vehicle

Net 2 Capture

Batarang 2 Capture

Grappling Hook 3 Capture

Batcuffs 2 Capture

Bat Shurikens 4

Smoke Pellets 4

Rebreather 2 Negate Gas, Poison
Antidote 1 Negate Gas, Poison
Caltrop Spikes 2 Capture

Bat Cave - Clue

Bat Computer = Clue

Athletics 4

Gymnastics 5

Alfred the Butler - Clue; Ex-British Secret Agent
Bolos 2 Capture

Shadows 4

Darkness 5

Wayne Enterprises - Draw 3 cards

Bat Signal = Clue

Viki Vale - Clue; Reporter, Love Interest
Detective Skills = Clue

Comissioner Gordon - Clue

Eye Witness = Clue; Innocent Bystander
Calling Card - Clue

Modus Operandi - Clue

Routine Bat Patrol - Clue

Criminology = Clue

Cryptic Message - Clue

Surprise 6

Forensics - Clue

Gotham City Police 5

Utility Belt 3 Capture

Bat Senses 5 Clue

Scale Buildings 3

Disarm 1 Negate Weapon
Superhero 7

Bulletproof Costume 3 Negate Firearms
Security 1 Negate Trap
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BATMAN: CLEAN UP GOTHAM CITY ONCE AND FOR ALL.

Villains Deck Card List
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BATMAN: CLEAN UP GOTHAM CITY ONCE AND FOR ALL.

Card Name: Force Notes (Sub title):
Man Bat 5 Villain; Scientist Kirk Langstrom
Scarecrow 3 Villain; Jonathan Crane
Poison Ivy 4 Villain; Pamela Lillian Isley
Cat Woman 5 Villain; Mutual attraction with Batman
Harley Quinn 6 Villain; Jokers Girlfriend
Riddler 7 Villain; Computer and electronics genius
Joker 7 Villain; Clown Prince of Crime
Two Face 4/10 Villain; Flip a coin to determine Force
Penguin 8 Villain; Oswald Cobblepot
Mr. Freeze 9 Villain; Dr.Victor Fries
The Mad Hatter 4 Villain;
The Ventriloquist 2 Villain;
Clayface 6 Villain;
Killer Croc 7 Villain;
Location Deck Card List
Card Name: Force Notes (Sub title): Card Name: Force Notes (Sub title):
Hideout 5 Location On the Run 4 Location
Crime Spree 3 Location Incognito 1 Location
Next Logical Target 2 Location
Note: the deck contains 2 of each card
Action Deck Card List
Card Name: Force Notes (Sub title):
Wild Animals 4 +3 if paired with Cat Woman
Laughing Gas 3 Trap, +3 if paired with Joker; Smilex
Freeze Ray 6 Weapon, +3 if paired with Mr, Freeze
Fear Gas 4 Trap, +3 if paired with Scarecrow
Deadly Umbrella 5 Weapon, +3 if paired with the Penguin
Dynamite 4 Trap
Hand Grenade 3 Weapon
Molitov Cocktail 2 Weapon
Ninja 5 Thugs
Hoodlums 1 Thugs, +3 if paired with Two-Face
Clowns 3 Thugs, +3 if paired with Joker
Freaks 4 Thugs, +3 if paired with Penguin
Street Gang 2 Thugs
Acid 3 Trap
Whip 2 Weapon, +3 if paired with Cat Woman
Trip Wire 1 Trap, Negate Capture
Guillotine 3 Trap
Revenge 4 +3 if paired with Two-Face
Hijacking - Crime
Blackmail - Crime
Bank Robbery - Crime, +1 VP if paired with Two-Face
Arson = Crime
Hostages - Crime
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BATMAN: CLEAN UP GOTHAM CITY ONCE AND FOR ALL.

Links

Card Name:

Bomb Threat

Lab Break In
Jewelry Heist

Art Theft
Kidnapping

Cat Burglary

Trap Door

Laser Gun

Rocket Launcher
Helicopter

Red Herring

Wild Goose Chase
Ambush

Cage

Conveyor Belt
Firearms
Knockout Gas
Mind Control
Sword

Game of Cat & Mouse
Disguise

Fun House Mirrors
Misdirection
Criminally Insane
Escape Arkham Asylum

Criminal Mastermind

Batman the Animated Series

The WSSBoG - Tome 2
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Notes (Sub title):
Crime, +1 VP if paired with Riddler
Crime, +1 VP if paired with Mr. Freeze

Crime, +1 VP if paired with Harley Quinn
Crime, +1 VP if paired with Joker

Crime

Crime, +1 VP if paired with Cat Woman
Negate Capture

Weapon
Weapon

Negate Capture
Negate Clue
Negate Clue

Trap
Trap
Trap

Weapon, +3 if paired with Two-Face

Trap

Weapon

Negate Clue

Trap, +3 if paired with Joker

Trap

Negate Capture

Can only be played with a Villain of 7+ Force
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‘Batman’ is a copyrighted/trademarked property.
This is just a fan site.
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Battle For Hoth

Introduction

Board & card game for 2 players. Battle between
Rebels & Imperial troops on the Icy World of Hoth.
Takes place in the Star Wars Universe.

Each figure represents a hero, vehicle or unit of
troops.

Disclaimer

‘Star Wars’ is a copyrighted/trademarked property.
This is just a fan site.

Victory
The Rebels win if they destroy all the AT-AT Walk-
ers. The Empire wins if they destroy the Ion Cannon

Rebel Unit Table

Name # Move Range Notes

Luke in Speeder 1 1-6 1-3 Hero
Luke on Foot (0] 1-2 1 Hero
Shield Generator 1 0 0] Target
Ion Cannon 1 0 0 Target

Notes: Luke can move or attack twice per turn. You
start the game with "Luke in Speeder". If this unit
takes a hit it Becomes "Luke on Foot". If this unit

Empire Unit Table

Name # Move Range Note

AT-AT Walker 4 1-3 1-4
AT-AT Scout 2 1-4 1-3
Probe Droid 2 1-5 1

Notes: The Blaster Team cannot move and attack
in the same turn AT-AT Walkers can make 2 attacks
per turn. Probe Droids can move twice per turn.

Setup

Each player places one unit on each square of his
back two rows. Units may not stack.

The Cards

Players share a common deck.

Turn Sequence

Players take turns. Each turn has 3 phases:
1. Orders Phase
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& the Shield Generators.

The Map

Use an 8x8 chessboard.

The Men

Use chits or miniatures to represent units.

Units Table Notation

# Number of that type of unit each player has in
setup.

Move The types of Move Cards the unit can use.

Range = The types of Attack Cards the unit can use.

Name # Move Range Notes

Snow Speeders 5 1-6 1-3
Laser Turrets 2 (0} 1-4
Rebel Troops 6 1-2 1-2

takes a hit Luke beats a hasty Retreat off the Board.
Targets cannot move or attack.

Name # Move Range Notes
Snow Troopers 6 1-2 1-2
Heavy Blaster Team 2 1-2 1-3

2. Move Phase
3. Battle Phase

Orders Phase

Draw 3 cards. If the deck runs out, shuffle the
discard and draw from it. Max hand size = 5 cards.
Discard excess cards.

Move Phase

Play (discard) a Move card to move one of your
units. Units cannot move through other units except
for Snowspeeders. The move card has a number.

This is the number of spaces the unit moves. The
Unit tables list what type of Move cards each unit can
use. Moves are diagonal or orthogonal.



BATTLE FOR HOTH: STAR WARS SCENARIO.

Instead of moving just one unit in any direction,
you have the option of moving one or more units for-
ward the indicated number of spaces using a single
move card. Units with a Move range of 5 or better can
use the Skim card.

Battle Phase

Play (discard) an Attack card to have a unit attack.
The attack card has a number. This is the range of the
attack.

Attacks are diagonal or orthogonal. The enemy unit
that is the target of the attack is automatically killed
and removed from the map. (except for AT-AT Walkers
and Scouts) It takes 4 hits to destroy an AT-AT Walker.
It takes 2 hits to destroy a Scout.

Units cannot attack through other units. Only Luke
can use the Light Saber card. Only Snow Speeders can
use the Tow Cable card.

The Tow Cable Card can be used to automatically
destroy an AT-AT Walker or Scout. The Light Saber
Card can be used to automatically destroy any target
unit.

Luke

The Rebel player may discard any Move card from
his hand to negate an attack made against Luke on
Foot. If Luke is "Hit" and the attack is not negated,
Luke decides its time to retreat and hit the high road
for Degobah.

Card List Notation

M Movement

A Attack

Type Purpose of card

# Number of that type of card in the deck
K as a Knight would move in Chess

Card List
Move 5 1 M Blaster 5 1 A
Move 5 2 M Blaster 5 2 A
Move 5 3 M Blaster 5 3 A
Move 4 4 M Blaster 5 4 A
Move 3 5 M Tow Cable 3 1 A
Move 2 6 M Light Saber 1 1 A
Skim 2 K M
R0 N\
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Battle For Naboo

Introduction

Board & card game for 2 players. Battle between
the Gungan & Federation Armies on Naboo. Takes
place in the Star Wars Universe (Episode I).

Each figure represents a Leader, Vehicle, or Unit of
Troops.

Disclaimer

‘Star Wars’ is a copyrighted/trademarked property.
This is just a fan site.

Victory

If the Shield Generator Beast is destroyed, the
Robots win. The game ends automatically after you go
through the deck twice when young Anakin Destroys

Gungan Unit Table

Name #
Jar Jar Binks

Gungan General
Gungan Shieldmen

Gungan Cavalry
Gungan Catapult

1
2
8
Gungan Slingers 4
6
2
Gungan Shield Beast 1

Federation Unit Table

Name # Hits Move Range Note
Battle Droids 16 1 2 2

Droidekas 4 2 3 2 Shields
Hover Tanks 4 3 4 4

Setup

Each player places one unit on each square of his
back three rows. Units may not stack.

The Cards

Players share a common deck.

Turn Sequence

Players take turns. Each turn has 3 phases:
1. Draw Phase
2. Move Phase
3. Fight Phase

Hits

3
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the Federation Carrier Ship, which shuts down all the
Robots. The Gungan player wins at this time.

The Map

Use an 8x8 chessboard.

Figures
Use chits or miniatures to represent units.

Units Table Notation

# Number of that type of unit each player has in
setup.

Move The types of Move Cards the unit can use.

Range = The types of Attack Cards the unit can use.

Move Range Notes
4 2 Leader
4 2 Leader
2 1 Shields
2 2
4 1
2 4
2 - Shields

Draw Phase

Draw 3 cards. If the deck runs out, shuffle the
discard and draw from it. Max hand size = 5 cards.
Discard excess cards.

Move Phase

Play (discard) a Move card to move one of your units.
Units cannot move through other units except. The
move card has a number.

This is the number of spaces the unit moves. The
Unit tables list what type of Move cards each unit can
use. Moves are diagonal or orthogonal.

Instead of moving just one unit in any direction,
you have the option of moving one or more units for-
ward the indicated number of spaces using a single
move card.

Fight Phase

Play (discard) an Attack card to have a unit attack.
The attack card has a number. This is the range of the
attack.



BATTLE FOR NABOO: GUNGANS VS DROIDS.

Attacks are diagonal or orthogonal. The enemy unit

that is the target of the attack takes one hit of damage.

Units with zero hits are killed and are removed from
the map.

Federation units cannot attack through other units.

(Direct fire blasters) Gungan units may attack through
other units. (Indirect fire energy balls) Play a defense
card to negate an attack. Only Shield type units can

Card List

Card Name: # Range Type

use the Shield defense card.

Card List Notation

Type Purpose of card
# Number of that type of card in the deck

M Movement
A Attack
D Defense

Card Name: # Range Type

Hand-to-Hand 6 1 A Advance

Short Range 5 2 A Ride

Medium Range 4 3 A Charge

Long Range 3 4 A Evade

Walk 6 1 M Shields
Qo N
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Battle Nations Outposts

Introduction

Deck Building Card game based on the Battle Na-
tions Video Game. Each player controls their own
outpost.

Disclaimer

Battle Nations is a copyrighted licensed property.
This is merely a fan site.

Victory

The player with the most Victory points wins. The
game ends at the end of the turn any common deck is
used up.

Victory Tokens (vt)

Victory tokens are earned by playing certain cards.
Place VT into your Victory Pile along with defeated
Threat cards.

The Decks

Each player gets his own small Imperial Basic Deck.
Players also share a 3 Common Decks:
1. Threat Deck (Missions and Invasions)
2. Building Deck
3. Unit Deck (Units and Characters)

Imperial Base Deck Card List

Name:

Lieutenant Morgan C
Scientist Floyd C
Mechanic Zoey C
Sergeant Ramsey C
Corporal Perkins C
Resource Depot B
Supply Drop B
Small Warehouse B
Logging Camp RB
Iron Mine RB
Coal Mine RB
Oil Pump RB
Stone Quarry RB
Pillbox
Bunker
Guard Post

O o g
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Type Build Fight
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Card Type Notation
C Character

B Building

U Unit

IT Invasion Threat
MT Mission Threat
VT Victory Tokens
TV Threat Value

RC Recruitment Cost
RB Resource Building
MB Military Building
SB Shop Building

DB Defense Building
DX Decoration

HB Housing Building
SU Soldier Unit

VU Vehicle Unit

FS Final Scoring

Card Traits

All cards have 2 basic Traits: Build and Fight. Build
is used to recruit Units, Characters, and Buildings.
Fight is used to defeat Threats.

Imperial Basic Deck

Each player has their own copy of the Imperial Base
Deck. The deck has 1 copy of each card listed.

Notes:

1 Leader x2

Science and Gain 1 VT
Fast Build

MG

Spy

RB’s get Build +1
Store

Build +1 for HB’s
Build +1 for Units
Power

Build +1 for Vehicles
Build +1 for DB’s

B W INO O OO OO O O~ B = -
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Name:

Blockhouse DB 0
Barracks MB 0
Hospital MB 0
Vehicle Factory MB 0
Repair Bay MB 0
Shelters HB 1
Camp HB 1
Hovels HB 1
Shacks HB 1
Scrap Houses HB 1
Farm SB 1
Tool Shop SB 1
Bakery SB 1
Orchard SB 1
Distillery SB 1
Construction Crew U 1
Troopers SU 0
Shock Troops SU 0
Grenadiers SU 0
Mortar Team SU 0
Gunners SU 0
Junior Officer SU 0
Scout Bike VU 0
Humvee \'A8} 0
Mini Tank VU 0
Recon VU 0
Light Artillery VU 0
Nanopods - 1
Gold - 3

Special Abilities

Besides the Build and Fight Traits, cards have ad-
ditional abilities including: Draw, Store, Replace, Heal
or Repair, Gain VP, and modifiers that Increase their
Traits or the Traits of other cards.

Leader Or Power Ability

When a card with the Leader or Power ability is
played draw one card from your deck and put it in
your hand.

Science Ability

When you play a card with the Science ability, you
may choose a card From the Building or Unit Spreads
and put it on the bottom of its Deck and then imme-
diately draw another card from the top of the Deck to
replace it.

Store Ability

Take a card in your hand or your discard and put it
in your Storage pile. At any time you may take a card
in your storage pile And shulffle it back into your deck.

The WSSBoG - Tome 2
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5 -
Build +3 for Soldiers
Heal 1 Soldier

Build +5 for Vehicles
Repair 1 Vehicle

Gain 1 VT

Gain 1 VT

Gain 1 VT

Gain 2 VT

Gain 2 VT

Build +1 for Soldiers
Draw 1

Gain 1 VT

Gain 1 VT

Characters get Fight +2
Build +3 for Buildings
Elite; Gain 1 VT
Indirect

Indirect

MG

All Units get Fight +1
Scout

MG

Armor Gun

Scout

Gun Indirect

Fast Build or Heal or Repair
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Scout Or Spy Ability

When you play a card with the Scout or Spy ability,
you may choose a card From the Threat Spread and
put it on the bottom of the Threat deck and Then im-
mediately draw another card from the top of the Threat
Deck to replace it.

Heal Or Repair Ability

When you play a unit of the indicated type, instead
of putting it into your discard pile, you may shulffle it
back into your deck.

Fast Build

When you Build a card, instead of putting it into
your discard, You may put it on top of your deck.

Mg
Machine Gun. When you play a Unit with the MG

ability you may discard cards from your hand to get
+1 fight for each card discarded.

Lloyd Krassner & a Few Others
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Fire & Chem

Units with the Fire or Chem ability are Fight +3
versus Animals.

Lightning
Units with the Lightning ability are Fight +2 versus
Raiders and Silver Wolves.

Freeze

Units with the Freeze ability are Fight +3 versus
Infected.

Sniper
Units with the Sniper ability are Fight +3 versus
Raiders.

Demolition

Units with the Demolition ability are Fight +2 ver-
sus Rebels and Silver Wolves.

Rail Gun

Units with the Rail Gun ability are Fight +3 versus
Silver Wolves.

Pacify
Units with the Pacify ability are Fight +3 versus
Frontier Enemies.

Drill & Crush

Units with the Drill or Crush ability are Fight +2
versus Rebels and Raiders.

Elite & Veteran

Units with the Elite or Veteran ability are Fight +3
versus PVP.

Indirect

Units with the Indirect ability are Fight +3 versus
Rebels.

The Wimp

If you play this unit 3 times from your hand it be-
comes experienced and it gets a +7 Fight Bonus for the
rest of the game.

Cold

Some Missions have the Cold attribute. Units
that do not have the ARCTIC ability have their Fight
value halved (rounding down) when used against Cold
Threats. Note that Bigfoots and Silver Wolf Units have
the Arctic ability.

The WSSBoG - Tome 2
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Setup

1. Each player shuffles their Basic Deck and draws
5 cards.

2. Shulffle the 3 Common Decks. All Decks are face-

down.

3. Place the top 4 cards of the Threat deck face-up

in a line in the
Middle of the Table. These 4 cards are known as the
Threat Spread. There must always be 4 cards in the
Threat Spread. If there is less, Immediately draw 1
from the common deck to fill in the gap.

5. Just like the Threat Spread, make spreads for the

Building and Unit Decks.

6. Roll high on a six sided die to see who goes first.
As play proceeds each player will have a modified Basic
Deck, a hand of Five cards, their discard pile, a Victory
pile (defeated Threats), and a Storage pile.

Turn Sequence

Players take turns. Each turn has 2 Phases:
1. Action Phase
2. Draw Phase

Action Phase

Play cards from your hand. (played cards are put
in your discard) Use Build points to recruit Buildings,
Units, and Characters from the Building and Unit
Spreads. The cost of a card in Build points is its Re-
cruitment Cost (RC) When a card is recruited, place it
in your discard pile. Use Fight points to defeat Threats
from the Threat Spread.

The cost to defeat a Threat in Fight Points is its
Threat Value (TV) Place defeated Threats into your Vic-
tory pile. At the end of the phase discard all un-played
cards from your hand.

Draw Phase

Draw 6 cards from your Deck to form your hand
for next turn. If you have no cards left in your deck,
shuffle your discard and Draw from it.

Threats

Threats come in two basic types: Missions and In-
vasions. A Mission you go looking for trouble. An
Invasion trouble comes looking for you.

Defensive Buildings can only be used vs Invasions.
Note: although the Threat cards and Recruit cards are
listed Separately, they are all shuffled together into the
Common Deck.

End Game Scoring

Add up your VT (Victory Tokens) plus the TV (Threat
Value) of all Threat cards in your Victory Pile, Deck,
Hand, and Discards.
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Recruit Ability

If you play this card and defeat a Threat of the
indicated type in the same Turn, you may put the
threat card into your discard instead of your Victory
pile. The Recruited Threat will now fight for you. They
are played like normal units. They have a Fight Trait
equal to their Threat Value.

Note that Recruited Threat cards in your Deck go

Threat Deck Mission Card List

Name:

Raid Outpost

Rival Base

Battle Flag Raised
Defend Frontier Town
Defend Recoil Ridge
Desert Waste

Recon Rescue

Boar Badlands
Great Boar Roundup
Raptor Nests

Raptor Valley

-
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Stomping Grounds 5
Northern Wastes 9
Southern Wastes 8
Central Wastes 10
Rival Base 6
Raider Encampment 6
Raider Sanctuary 7

Raider Depot 8
Raider Fortress 9
Ancient Construct 8
Ancient Construct 8
Ancient Sentinel 12
Ancient Sentinel 12
Spider Wasp Queen 10
Spider Wasp Nest 9
Goliath Tank 15
Rebel Bunker 7
Southern Frontier 5
Rebel Camp 4
Winter Wonderland 5
Bigfoot Country 4
Dead Snow 9
Installation 17 10
Mystery Troops

7
Out in the Open 9
New Haven 4
Benmoth 5
Northern Frontier 6
Silver Wolves Depot 7
Riot Control 2

The WSSBoG - Tome 2

Animals: War Mammoths

Raiders: Mammoth Riders

into your Victory pile for end game scoring.

Drop

Some Missions have the Drop attribute. After De-
feating them there is a 50% chance they go into your
discard instead of your Victory Pile. When played as
a unit it has the Fight value in parentheses, not the
Threat Value (TV) of the card.

Notes:

PVP: Target Opponent must discard 2 cards
PVP: Target Opponent must discard 2 cards
PVP: Target Opponent must discard 2 cards
Raiders: Grunts

Raiders: Fire Breathers

Raiders: Dust Walkers

Animals: Boars: Juvenile Hogs; Draw 1 card
Animals: Wild Boars

Animals: Boar Matriarch

Animals: Mini Raptors

Animals: Adult Raptors

Cold: Animals: Legendary Mammoth
Animals: Legendary Raptor

Animals: Legendary Boar

PVP: Target Opponent must discard a card
Raiders: Brawlers

Boom Booms & Champions

Raiders: Watch Towers & Warlord
Drop: Dexter Fragment (Fight = 5)
Drop: Sinister Fragment (Fight = 6)
Drop: Melee Fragment (Fight = 8)
Drop: Ranged Fragment (Fight = 9)
Drop: Spider Wasp Eggs (Fight = 6)
Animals: Spider Wasp Warriors

Drop: Phalanx Tank (Fight = 10)
Rebel Defenses

Rebel Patrols

Rebel Troops

Adult Bigfoots

Young Bigfoots

Cold: Infected: Maulers

Cold: Silver Wolf Troops

Laser Weapons

Silver Wolves: Thresher Tanks

Silver Wolves: Thugs and Pickups
Silver Wolves: Devastators & Armored Trucks
Cold: Silver Wolves: Grenadiers & Cruel Bus
Silver Wolves: Spartans & Rainmakers
Frontier: Pyros and Fireworks Truck
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Name: TV Notes:

People in Need 3
Don’t Hurt 'Em 4
Frontier Uprising 5

Threat Deck Invasion Card List

Name:

Enemy Raiders
Enemy Occupation
Hunker Down

Lake Side Property
Sarin Visit

Crazy Blades Visit
Tronk Visit

Yuzul Raptor Trainer
Shaman Kuros
Warlord Gantas Visit
Raptor Migration 5
Mammoth Herd
Empire vs Rebels
Rebel Occupation
Lieutenant Dorian
Sergeant Ludlow
Evaline Aceheart
General Ashe
Sandworm Eruption
Bigfoot Migration
Bigfoot Leaders

Wild Bunch

Dawn of the Dead
The Reanimation
Dread Rising
Resident Chaotic Evil
Un-undead Nightmare
Planet Terror

Silver Wolf Scouts
Silver Wolf Raiders
Doug Visit

Bronson Visit

Boss Enforcer Shrow
Doctor Vogel

Building Deck Card List

Name:
Metal Huts 1
Bunkhouses 2
Compound 3
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Frontier: Lumberjacks and Hunters
Frontier: Engineers and Tractors
Frontier: Minutemen and Chuckers

Notes:
PVP: Target Opponent must discard a card
PVP: Target Opponent must discard a card
Raiders: Warriors
Raiders:
Raiders:
Raiders:
Raiders:
Raiders:
Raiders:
Raiders:

Bombadiers
Outcasts
Dervishes

Big Bada Boom
Skirmishers
Sandworms
Falcon’s Nest

Animals: Young Mammoths
Rebel Forces

Rebel Army

Rebel Strategist

Rebel Vehicle & Defenses Expert
Rebel Air Force

Rebel Third Army

Animals: Elder Sandworms
Bigfoots
Bigfoots:
Animals:
Infected:
Infected:
Infected:
Infected:
Infected:
Infected:

Bigfoot Shamans

Assorted Critters: All Types
Creepers

Bullfrogs & Cannoneers
Stalkers

Hunters & Crawlers
Shreders

Colossus

Silver Wolves:
Silver Wolves:
Silver Wolves:
Silver Wolves:
Silver Wolves:
Silver Wolves:

0 0
1 0
1 0

Slingers & Crop Busters
Bombadiers & Chunooks
Punishers & Garbage Trucks
Scrappers & Crushers

Wolf Enforcers & Furies
Laser Wolves & Constructs

Build Fight Notes:

Gain 1 VT
Gain 1 VT
Gain 2 VT
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[Name: RC Type Build Fight Notes:

Tenements 4 HB 2 (0] Gain 2 VT

Row Houses 5 HB 2 0 Gain 3 VT

New Houses 5 HB 1 (0] Gain 4 VT

Dormitories 6 HB 3 0 Gain 3 VT

Hacienda 7 HB 2 (0] Gain 5 VT

Permits Office 2 HB 1 0 Build +3 Housing

Watch Tower 1 DB 0 2 -

Cannon Tower 3 DB 0 6 Guns

Garrison 4 DB 0 7 Soldier Units get +1 Fight
Armor Mulcher 4 DB 0 8 -

Lightning Tower 5 DB 0 9 Lightning

Armored Fortress 5 DB 0 10 Armor

Animal Trainer 2 MB 1 (0] Recruit Animals

Raider Training Camp 2 MB 1 0 Recruit Raiders

Infection Test Fac 2 MB 1 (0] Recruit Infected

Bigfoot Training Camp 2 MB 1 0] Recruit Bigfoots

Mercenary Vault 2 MB 1 0 Recruit Silver Wolf Units
Prestigious Academy 4 MB 1 0 Build +3 Elite Units

SpecOps Center 2 MB 1 0 Build +3 Veteran Units

Chem Weapons Lab 3 MB 1 0 Build +3 Chem Units

Armor Shop 3 MB 1 0 Build +3 Armor Units

Rocket Shop 3 MB 1 0 Build +3 Rocket Units

Gun Foundry 3 MB 1 0 Build +3 Gun Units

Optics Facility 3 MB 1 0 Build +3 Laser Units

Frontier HQ 2 MB 1 0 Recruit Frontier Units
Prestigious Academy 3 MB 1 0] Build +1 for Elites & Vets
Weapons Factory 2 MB (0} (0] Build +3 Any Unit

Research Lab 3 MB 1 0] Science

Greenhouse 2 SB 1 (0] Gain 1 VT

Field 1 SB 1 0 -

Brewery 3 SB 1 0 Gain 2 VT

Sweatshop 3 SB 2 0 -

Machine Shop 4 SB 4 0 -

Refinement Facility 5 SB 3 0 Gain 2 VT

Ancient Artifact 1 SB 1 (0] -

Feed Silo 1 SB 1 0 Pens and Ranches get +2 Build
Ancient Rubble 1 SB 2 (0] Resource Buildings get +2 Build
High Capacity Vault 3 RB 1 0 Store x2

Orphanage 2 SB 1 (0] Gain 1 VT

Lumber Mill 4 RB 3 (0] +2 Build with Log Camp
Concrete Plant 5 RB 4 (0] +2 Build with Quarry

Steel Mill 6 RB 5 0 +2 Build with Iron Mine

Coal Powerplant 3 RB 2 0 Power

Plasma Refinery 2 RB 1 0 Build +3 for Plasma Units
Sandworm Ranch 2 SB 1 0 +5 VT in FS per Sandworm Threat
Mammoth Pen 2 SB 1 0 +5 VT in FS per Mammoth Threat
Boar Pen 2 SB 1 0 +5 VT in FS per Boar Threat
Frontier Butcher 2 SB 1 0 +2 VT in FS per Animal Threat
Emperor Statue 2 DX 1 0 +2 VT in FS per Rebel Threat
Raider Victory Tree 3 DX 1 0 +2 VT in FS per Raider Threat
Festivus Tree 3 DX 1 0 Gain 3 VT

Sheriff Colt 4 C 1 2 Leader

Cassidy 4 C 1 3 Sniper
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Name: RC Type Build Fight Notes:

Aurora 2 C 1 0 Science

Dr. Harris 4 C 2 0 Science x2

Percival 3 C 1 1 Science

Bogan 4 C 1 2 Fight +4 vs Animals
Saboteur 5 C 0] 3 Spy Demolition

Elder Taos 4 C 1 2 Fight +4 vs Raiders
Raider Kids 3 (¢} 1 1 Spy

Ma Pierce 4 C 1 0 Leader and gain 2 VT

Unit Deck Card List

Name: RC Type Fight Notes:

Arsonist 2 SU 1 Fire

Imperial Dragoon 2 SU 1 Lightning

Riot Trooper 4 SU 3 Pacify

The Wimp 2 SU 1 +7 if Experienced
Sharp Shooter 3 SU 2 Sniper

Heavy Gunner 4 SU 3 MG

Flame Troop 3 SU 2 Fire

Ranger 5 SU 3 Veteran Scout
Hornet 5 SU 4 Rocket

Sniper 4 SU 3 Veteran

Bazooka 4 SU 3 Rocket
Marksman 6 SU 4 Sniper Elite
Commando 7 SU 5 MG Veteran
Laser Trooper 5 SU 3 Laser

RPG Troop 6 SU 4 Rocket Veteran
Laser Sniper 7 SU 4 Sniper Laser Elite
Demolitionist 5 SU 4 Demolition

MG Turret 5 VU 4 MG

Peace Keeper 5 SU 4 Pacify

Agent 8 SU 5 Demolition Elite Spy
Rail Gun Sniper 7 SU 4 Sniper Rail Gun Arctic
Bio Grenaider 6 SU 4 Chem Indirect
Chem Trooper 6 SU 5 Chem

Lightning Trooper 4 SU 3 Lightning
Lightning Dragoon 5 SU 4 Lightning
Juggernaut 7 SU 5 Veteran Arctic
Peace Monger 6 SU 5 Pacify

Hitman 6 SU 4 Elite Spy
Armadillo 3 SU 2 Armor

Guerilla 6 SU 4 Demolition Veteran
Turtlesheller 5 SU 3 Armor Indirect
Salamander 6 SU 5 Fire

Arctic Trooper 5 SU 4 Arctic

Cryo Trooper 5 SU 3 Freeze Arctic
Veteran 8 SU 7 Veteran

Plasma Trooper 7 SU 6 Plasma
Elemental Trooper 8 SU 5 Fire Freeze Arctic
Hailstorm 5 A8 3 Rocket Indirect
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Name:

Heavy Recon
Gun Truck
Dune Rider
Meerkat

Rail Gun Buggy
Tempest

Mortar Truck
Puma

Tank Killer
Firedrake
Brimstone
Basilisk

Dragon

Heavy Artillery
Rocket Truck
Arctic Tank
Heavy Arctic Tank
Light Tank
Medium Tank
Laser Tank

L7 Drill
Brutalizer

Rail Gun Tank
Heavy Tank
Heavier Tank
Chem Tank
Heavy Chem Tank
Frostbite
Trebuchet
Lightning Tank
Super Tank
Mega Tank
Plasma Artillery
Plasma Tank
Special Agent
Deadeye
Assassinator
Zombie Hunter
Laser Gunner
Aero Jetpack
Radio Tech
Shadow Agent
Weapon Tech
Mechanized Trooper
Heavy Grenadier
Bora Bora Hovercraft
Tank Crusher
Armored SUV
Nomad Rover

RC Type
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Fight Notes:

Rocket Scout

Gun

Indirect

Rocket

Rail Gun

Armor MG

Armor Indirect
Armor Elite

Armor Rocket
Armor Fire

Fire Indirect
Armor MG

Armor Fire Indirect
Gun Indirect
Rocket Indirect
Armor Gun Arctic
Armor Gun Arctic
Armor Gun

Armor Gun Veteran
Armor Laser
Armor Drill

Armor Crush
Armor Rail Gun
Armor Gun

Armor Gun

Armor Chem
Armor Chem
Armor Freeze
Indirect Chem
Armor Lightning
Armor Gun Elite
Armor Gun Rocket
Indirect Plasma
Armor Plasma
Elite Demolition
Elite Sniper

Elite Sniper

+5 versus Infected
Laser MG

Rockets

50% of Fight +9
Elite

Target Unit gets Fight x2
Armor Indirect Fire
Indirect

Armor Indirect MG
Armor Crush Rockets
Armor MG

Armor Freeze Fire Arctic
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Battlestar Galactica

Introduction

Board Game for 2 players. One player is the Cylons,
the other is the Battlestar Galactica.

Disclaimer

Battlestar Galactica is a licensed trademarked prop-
erty. This is merely a fan site.

Victory

The Cylons win if the destroy all the fighters on the
Battlestar Galactica. The Battlestar Galactica wins if
they make it to Earth with some Fighters left.

The Board

The board is a line of 100 squares (or spaces) in
a row. The starting space for the Galactica is all the
way to the right end. This is Caprica, Homeworld of
the Battlestar Galactica, its crew, and the ragtag fleet
following it.

At the opposite end of the path is the lost colony
of Earth. Every third square is considered to be a
‘Planet’ Space. Other Squares are considered to be
‘Deep Space’.

Dice
Six sided (D6) dice are needed.

The Battlestar Galactica

Use a pawn to represent the Battlestar Galactica.
Use 15 tokens to represent the number of Viper Fighter
squads on the Battlestar Galactica. Each squad token
represents 10 fighters.

Cylon Fleets

The Cylon player starts with 4 fleets. Cylon Fleets
are represented by numbered counters.

Setup

The Galactica and 4 Cylon Fleets start on Caprica.
Galactica starts with 15 Fighter squad tokens.

Turn Sequence

Each turn has 5 phases:
1. Draw Phase
2. Galactica Move Phase
3. Cylon Move Phase
4. Battle Phase
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5. Repair Phase

Draw Phase

Both players. You may discard any unwanted cards.
Next, fill your hand to 8 cards.

If your deck runs out shuffle the discard and draw
from it.

Galactica Move Phase

Galactica player. Move pawn 1D6 spaces forward.
This is the Move Roll.

You may discard a Scout card to add or subtract
one from your roll.

Cylon Move Phase

Cylon player. Move two fleets 1D6 (Roll for each)
spaces in any direction. On a roll of 1 you may move
any one of your fleets onto any unoccupied planet
space on the board.

Discard a Move card to move additional Fleets.

Battle Phase

If the Galactica is on a Space containing one or
more Cylon Fleets there will be a battle. The Galactica
player rolls 2D6. This roll is the Galactica Battle Total.
The Galactica player may play (reveal) one or more
Battle Cards to increase this number.

The Cylon player rolls 1D6 per Fleet present. This
roll is the Cylon Battle Total. The Cylon player may
play (reveal) one or more Battle Cards to increase this
number. Players reveal their Battle Cards simultane-
ously.

Only one copy of a Unique card may be played. The
player with the higher battle total wins the Battle If the
Galactica won roll:

1D6 Result:

1-3 Galactica loses O Fighters
4-6 Galactica loses 1 Fighter Squad

One opposing Cylon Fleet is destroyed (removed
from board). If the Cylons won roll:

1D6 Result:

1-2  Galactica loses 2 Fighter Squads
3-4 Galactica loses 3 Fighter Squads
5-6 Galactica loses 4 Fighter Squads

No opposing Cylon Fleets are destroyed. Discard
played cards.



BATTLESTAR GALACTICA: THE CYLONS ARE COMING!

Reinforcement Phase

The Galactica player may discard a Reinforcement
card to get back one Fighter Squad. If the Galactica is
on a planet and did not fight this turn it may get back
one Fighter Squad for free. The Cylon Player may play
a Fleet Reinforcement card to gain an additional Fleet.

Place the Fleet on any unoccupied planet space.

The Battlestar Galactica Card List

Card Name Type Notes

Commander Adama
Captain Apollo

Lt. Starbuck
Daring Raid

Alien Allies

Viper Fighter Pilots
Fleet Ships

Asp Scout

Clue:location of Earth

Pegasus

The Cylon Card List

Card Name:

Baltar

Gold Centurion
Cylon Raider Swarm
Cylon Base Ship
Pulsar Cannons
Alien Allies

Cylon Trap

The Galactica is Ablaze
Fleet Orders

Fleet Reinforcements
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1
# Type
3 BU
3 BU
10 B
6 B
2 B
4 BU
6 BU
2 BU
10 M
2 R

Card List Nomenclature
B Battle Card

M Movement Card

R Reinforcement Card

U Unique

BU  Battle Total +10
BU  Battle Total +9
BU  Battle Total +8
BU  Battle Total +7
BU  Battle Total +6

B Battle Total +5

R Get back one Fighter Token
M Add or Subtract one from Move Roll
M Add 1D6 to Move Roll
BU  Battle Total +20

Notes:

Battle Total +10

Battle Total +7

Battle Total +3

Battle Total +8

Battle Total +4

Battle Total +6

Battle Total +9

Battle Total +5

Move one Fleet 1D6 spaces

Gain one new Fleet on any empty Planet space

~85~ Lloyd Krassner & a Few Others



Besm Cards

Introduction

Anime Themed card game for 2+ players
BESM Big Eyes Small Mouth

Disclaimer

BESM is a copyrighted property. This is merely a
fan site.

Victory

Be the first player to capture 200+ Force points
worth of Foes

The Decks

Players share 2 common Decks: Foe Deck Friend
Deck

Foe Deck

Foes are the evil enemies of the good Characters in
the Friend deck Some Foes are described as Minions.
When put into play, a minion may be by itself or be
attached to another Foe.

Friend Deck

There several types of cards in the Friend Deck:

Card Type Abbreviation Notes

Event -
Character
Companion
Fight
Vehicle
Mech
Magic
Power

Tech
Attribute
Shape
Enhancer
Flaw

Gun

Sword
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Location

Events

Permanents stay in play. Events produce a tempo-
rary or instantaneous effect and are then discarded.
Bonuses provided by Events last until the end of the
turn.

Setup

Each player draws a hand of 7 cards from the
Friend Deck. Mulligan: Discard & Redraw if you got
no Characters. Draw the top card from the Foe deck &
put it face up in the middle of the table.

The youngest player goes first.

Turn Sequence

Each Turn has 4 Phases:
1. Fate Phase

Permanent
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Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

Permanent - Modifier for other Modifier cards
Permanent - Modifier for Opponents permanents
Permanent - Modifier

Permanent - Modifier

Permanent - Modifier

2. Friend Phase
3. Fight Phase
4. Foe Phase

Fate Phase

Draw 4 cards from the Friend deck & put 2 of them
into your hand; Discard the other 2. If the deck runs
out, shuffle the discard & draw from it.

Friend Phase

You may put Permanent cards from your hand into
play face up in front of you. A Modifier card must be
attached to a single Character card. Some Modifiers at-
tach to other Modifier cards or to Foes or to Opponents
permanents
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Fight Phase

You may form 1 or more of your characters into a
Team. A Team may Challenge any 1 Foe in play. This
is called a Battle. Compare the Force total of the Team
to that of the Foe.

If the Team Force is higher, you capture (defeat) the
Foe. Place the Foe into your Capture Pile, it counts
towards winning the game. You and your opponents
may play Event cards to change the Team or Foe Force
Totals.

If the Foe total is higher, the Foe wins and it re-
mains in play. Your characters & attached cards are
not discarded, win or lose. All foes have a Require-
ment: In order to defeat them, you must in addition

Card List

Card Name: Type: Force:

Girl Adventurer 5
Boy Adventurer

Girl Dynamic Sorcerer
Boy Dynamic Sorcerer
Boy Robot

Girl Robot

Girl Gun Bunny

Boy Gun Bunny

Girl Hot Rod

Boy Hot Rod

Magical Girl

Magical Boy

Boy Martial Artist

Girl Martial Artist

Boy Mecha Pilot

Girl Mecha Pilot

Girl Ninja

Boy Ninja

Girl Pet Monster Trainer
Boy Pet Monster Trainer
Male Samurai

Female Samurai

Sentai Team

Sentai Team

Shape Changer

Shape Changer

Girl Student

Boy Student

Girl Tech Genius

Boy Tech Genius
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Thirst for Excitement
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Wisdom +6
Dexterity +6
Intelligence +6
Alien +4
Honor +6
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to overcoming their Force, also do it using a card with
the required type.

Foe Phase

Draw the top card from the Foe deck & put it face
up in the middle of the table. You may form another
team and get another Fight Phase to challenge this Foe.
A Character that just fought cannot join another Team
in the same Turn.

Important: A Character can only fight in one Battle
per Turn. You may continue drawing new Foes & bat-
tling until you pass on a fight, or have no Characters
left who are able to fight.

Notes:

She may fight in 2 Battles per turn

He may fight in 2 Battles per turn
Attached Magic cards are Force +7

Attached Magic cards are Force +7

Attached Tech & Gun & Shape cards are Force +4
Attached Tech & Gun & Shape cards are Force +4
Attached Gun cards are Force +7

Attached Gun cards are Force +7
Attached Vehicle is F +10 & Tech Cards F+5
Attached Vehicle is F +10 & Tech Cards F+5

Attached Magic & Companions are Force +5

Attached Magic & Companions are Force +5
Attached Fighting cards are Force +7
Attached Fighting cards are Force +7
Attached Mecha is F +10 & Gun Cards F+5
Attached Mecha is F +10 & Gun Cards F+5
Attached Magic & Fighting cards are Force +5
Attached Magic & Fighting cards are Force +5
Attached Companions are Force +7

Attached Companions are Force +7

Attached Sword is F +10 & Fighting Cards F+5
Attached Sword is F +10 & Fighting Cards F+5
Attached cards are Force +2

Attached cards are Force +2

Attached Shape cards are Force +7

Attached Shape cards are Force +7

Other Team Members are Force +4

Other Team Members are Force +4

Attached Tech cards are Force +7

Attached Tech cards are Force +7

Character may fight in 1 extra Battle per turn

~87~
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Card Name: Type: Force: Notes:

Idol Singer A +5 -

Charisma A +5 Companions attached to Character are +2
Exotic Weaponry A - Martial Artist or Ninja gets Force +5
Flying P +6

Incredible Armor P +8

Rejuvenation P +6

Sixth Sense P +6

Heightened Awareness P +6

Mind Control P +10 Attach to Foe
Mystical Knowledge M +6

Hidden Energies M +5

Strange Artifact M +9

Exorcism M +8

Sorcery M +7

Witchcraft M +6

Alchemy M +7

Divination M +7

Elemental Magic M +8

Ancient Relic M +8

Acrobatics F +6

Lightning Reflexes F +6

Tremendous Skill F +6

Whirlwind Attack F +8

Evasion F +8

Teachings of the Master F +7

Combination Attack F +8

Secret Technique F +8

Unarmed Combat Expert F +6

Ki Power Attack F +9

Big Gun G +5

Bag of Guns G +5

Rocket Pistol G +6

Auto Fire G +5

Missile Launcher G +7

Dead Mans Gun G +8

Legendary Gun G +9

The Main Gun X +10 Attach to Mecha, Vehicle or Giant Robot
Giant Robot (0] +8 Also Tech but Not a Mecha
Pet Monster O +7 -

Little Dragon (0] +6 =

Mascot O +5 -

Familiar Servant (0] +3 Also Magic
Fire Monster (0] +5 -

Totem Monster (0] +5 -

Magical Cat (0] +6 Also Magic
Sentient Starship (0] +8 Also a Vehicle
Water Monster (0] +5

Ghost Form S +7

Dragon Form S +6

Giant Sized S +7

Metamorphosis S +6

Mimic S +6

Angelic Form S +6
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Card Name:
Digital Form
Flexibility

Beast Form
Transformer
Scout Mecha
Small Mecha
Large Mecha
Battle Mecha
Assault Mecha
Experimental Mecha
Super Mecha
Destroid
Motorcycle
Hovercycle

Street Machine
High Performance Machine
Dune Buggy

Off Road Racer
Racing Pod
Talking Sports Car
Super Stunt Car
Exoskeleton
Gizmo

Gadget

Invention
Contraption
Mechanical Genius
Remote Control
Tool Belt
Incredible Power Source
Black Box

Sword of Power
Ancient Sword
Rune Sword

Clan Sword
Magic Katana
Eldritch Blade
Mystical Blade
Cursed

Easily Distracted
Phobia

Co-Pilot
Navigator

Mentor

Tricked Out
Place of Power
Citadel

Ancient Temple
Dimensional Gate
Home Base
Personality Clash
Romantic Rivalry
Freeze Up

The WSSBoG - Tome 2

Type: Force:
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+7
+6
+6
+6
+5
+5
+7
+7
+8
+9
+10
+8
+6
+5
+6
+7
+5
+6
+6
+6
+9
+6
+5
+6
+7
+5
+8
+6
+5
+9
+7
+9
+8
+8
+8
+7
+6
+5
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Notes:

Attach to Mecha or Vehicle

Attach to any Modifier card

Magic cards attached to Character are +2

Attach to any Modifier card

Attach to Vehicle/Mecha

Attach to Vehicle

Attach to Companion

Attach to Vehicle or Tech card

Attach 