ATTACK.

Hero Action: Exhaust a character under
your control — stun or confuse up to X
minions, where X is the ATK of that
character.

"Never would've thought you'd take a page from my
book, Murdock... I'm impressed!” — Punisher

BrLoop Hunt

CONDITION.
Forced Response: After you play
an ally from your hand, deal 1
damage to it and heal 1 damage
from your identity.

"Who will bite it?”

Hero Action: Discard a PERSONA support
under your control — Draw X cards
where X is 1 more than the cost of the
discarded card.

"Have you ever danced with the devil in the pale moon-
light?" — Joker
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Requirement ().

Forced Response: After you play a card
with a printed # resource, draw 1 card,
deal 1 damage to an enemy and deal 1
damage to Surge.

When Defeated: Take 1 damage and draw
1 card.

=/
AGGRESSION

DisGuise

Temporary.

Interrupt: When an enemy would
activate against you, change form.
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Forced Interrupt: When a character is : |

defeated, place 1 death counter here.
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Max 1 per deck.

Attach to the villain.

Your identity cannot thwart.
Your hero's attacks gain overkill.

Alter-Ego Action: Spend a te
resource — discard this card.
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Yes, Death claimed the ones who knew too much!
There were the three of them... Faul, Jerry and Roger!
And now there are none! "Who am 17" You ask... "and

how do | know?" Naturally | know, because | who have |
told you this story... | am Death!

PERSONA.

Response: After you are forced to
discard a card by an encounter card
effect, exhaust Bob Ross — draw 1
card.

"There are no mistakes. Just Happy Little Accidents” |
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After you spend this card to pay for
an ARMOR, ITEM or WEAPON upgrade,
attach this card to the upgrade.

Attached upgrade gains permanent.
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PREPARATION.
Interrupt: When any amount of threat
would be placed on the main scheme,
exhaust this card — place it here instead.
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Forced Interrupt: When this card would
ready or be discarded, move all threat
from this card to the main scheme.
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ADVANTAGE

METAGAME.

Uses (1 point counter). Max 1 per player.

Forced Response: After you take damage,
remove 1 point counter from here.

Forced Response: After you deal damage,
place 1 point counter here. Then, if there
are at least 4 point counters here, discard
this card — deal 6 damage to an enemy.
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TACTIC.
Hero Action: Search your discard pile

for X allies where X is equal to your DEF

and add them to your hand. The villain
s attacks you.

"All right, you freaks — just hold it! If you really want to
tangle with someone — why not try your luck against —

the Wolverine!"
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COSMIC ENTITY.
Forced Response: After you play Infinity
from your hand, shuffle this card into the
encounter deck (without looking).

When Revealed: Put Infinity into play
under your control.

Forced Response: After Infinity takes any
amount of damage, shuffle it into your deck.

L Action: Return attached ally to
2z

Attach to an ally. Max 1 per ally.

Attached ally gets +1 ATK, +2 hit
points and takes +1 consequential
damage after it attacks.

your hand.
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CONDITION. TEMPORAL.

Interrupt: When boost icons on an
encounter card would be counted,
discard the top card of the encounter
deck and count the number of boost
icons on that card instead.
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