The next non-Aggressive crim that
enters the zone becomes Aggressive
instead.

“Those scrawny politician types aren’t
normally so riled up and ready to fight.”

REMAINS IN PLAY

The next crim that enters the zone
gains +1 to its Shoot and +1 to Defense
when targeted by ballistic attacks.

A crim may not have more than one
Combat Experience card on it.

Dodging bullets is a part of daily life in the
prison cities. Many crims have become
extremely adept at using firearms as well
as avoiding being shot by them.

REMAINS IN PLAY
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Play at the beginning of the Crim Phase.

Choose two unengaged crims that are

within 8 inches and line of sight of each

other. Those crims may do nothing this
n.

Roll a d10 for both crims if they are
within 2 inches of each other. Each
crim that rolls a 1-4 gains a Wound
Token. If a crim is eliminated in this
way, no hunter gains points for it.

“Fuck off! I’'m gonna be the one who kills
that hunter.”

““Like hell you are!”

KEEPER

The next crim that enters the zone
gains +1 to its Fight and +1 to Defense
when targeted by blunt attacks.

A crim may not have more than one
Combat Experience card on it.

After years of living in prison cities, crims
learn the ins and outs of fisticuffs and
fighting with improvised weapons such
as clubs and chair legs.

REMAINS IN PLAY

«illns Buipups s awiny

M SA3 YdIvw siyy Sunp pasidsuviy
Sby UOI1DD YdNW 0S 2A3][3q 01 pIvY S,3],,

The next crim that enters the zone
gains +2 to its Wound Maximum and
all its melee attacks gain +1 Damage.

“Look at the arms on that crim!”

REMAINS IN PLAY

The next crim that enters the zone

% gains +1 to its Shoot and +1 to

Defense when targeted by energy S

A crim may not have more than one
Combat Experience card on it.

In the prison cities, energy weapons are
relatively scarce. However, many crims
already had experience with them before
serving time.

REMAINS IN PLAY
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instead.

“That crim straight up outsmarted Blue
Beret! That’s gotta hurt her ego a bit!”

REMAINS IN PLAY

Play when a crim’s action would
cause them to disengage. The crim
doesn’t disengage, but instead takes
a Fight action.

“On second thought...” [whack!]

KEEPER
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The next crim with a Defense of 2 or
more that enters the zone will have a
-1 Defense.

“She’s moving more sluggishly than |
would have guessed. Perhaps she had a
bad gruel sandwich before the match.
Whatever the case is, she’ll need to move
more deftly than that if she wants to
avoid those shots from Hugo Strong.”

REMAINS IN PLAY

Play at any time. Choose a hunter
that has scored at least 1 point and
that is within range and line of sight
of another hunter. Roll a d8. That
hunter loses a number of points equal
to the result. A hunter may never be
reduced to less than 0 points.

“The officials are claiming that
Fastlane’s shot came too close to
hitting Castle Cane and are therefore
docking her 6 points. What a crock!”

KEEPER
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Play when a crim’s action would
cause them to disengage. The
crim  doesn't doesn’t suffer a
disengagement strike and adds 3
inches to their Move this turn.

“He just slipped right away from Neon
Leon’s grasp!”

KEEPER

Play when your hunter disengages
from one or more crim. That hunter
does not suffer an engagement strike.

“And just like that, he moved out of
striking range!”

KEEPER
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