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WHEN THIS CARD IS PLAYED, EACH HERO TARGET
IS DEALT X PSYCHIC DAMAGE BY LEGION, WHERE X IS
THE NUMBER OF ONGOINGS THAT HERO HAS IN PLAY.
AT THE END OF THE VILLAIN TURN, LEGION DEALS HER-
SELF 3 TOXIC DAMAGE.

INCREASE DAMAGE DONE BY LEGION BY 1.

REVEAL THE TOP CARD OF EACH HERO DECK. IF IT
IS A ONE-SHOT, PLAY IT, OTHERWISE DISCARD IT.

IF THE PLAYER CAN CHOOSE TARGETS FOR THE
ONE-SHOT, THEY MUST CHOOSE HERO TARGETS.

PLAY THE TOP CARD OF THE VILLAIN DECK.

“FATALITY RATE DUE TO CRANIAL

BLEEDING 98%. ONLY THREE SURVIVORS,
CODENAMES LEGION, VISIONARY AND TULPA”.
PROJECT COCOON REPORT # 6

“SOMETIMES YOU'VE JUST GOT TO DO
WHAT YOU FEEL. BESIDES, SOME OF THE NUNS
ON THAT BUS PROBABLY DESERVED [T.”
- RA, IN TWO MINDS #2
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WHEN THIS CARD IS PLAYED, LEGION DEALS
EACH HERO TARGET 2 PSYCHIC DAMAGE, AND
EACH LUNATIC REGAINS 2 HP.

AT THE START OF THE VILLAIN TURN, LEGION
DEALS EACH HERO TARGET 1 PSYCHIC DAMAGE,
AND EACH LUNATIC REGAINS 1 HP.

LEGION DEALS EACH HERO TARGET
{# - 1 PSycHIC DAMAGE.

DESTROY({) - 2 HERO ONGOING
CARDS.

“My HEAD ACHES, My NOSE IS
BLEEDING, AND I SUDDENLY DONT REMEMBER
WHERE T LIVE. WE NEED TO END THIS FAST!”
~BUNKER, IN TWO MINDS # U

“I'M PRETTY SURE I WAS SANE
ONCE... AH WELL, THINGS ARE MUCH

MORE INTERESTING THIS WAY.”
~CHIEF CARTER, IN TWO MINDS # 2
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EACH HERO DESTROYS ONE OF THEIR ONGOING/
EQUIPMENT CARDS.

WHEN THIS CARD IS PLAYED, PLAY A
RANDOM LUNATIC FROM BENEATH LEGION.

INCREASE DAMAGE DONE BY
LUNATICS BY 1.

THEN EACH HERO THAT DID REVEALS CARDS FROM THE
TOP OF THEIR DECK UNTIL THEY REVEAL AN ONGOING/
EQUIPMENT CARD. PLAY IT AND SHUFFLE THEIR DECK.

PLAY THE TOP CARD OF THE VILLAIN DECK.

“NORMALLY T'D BE HAPPY TO
HELP, MADAM POPE, BUT My NARWHAL

IS IN A TOWAWAY ZONE.
~ EXPATRETTE, IN TWO MNDS #2

“MYy NAME IS LEGION,
FOR WE ARE MANY...”
- THE PYROMANIAC, IN TWO MINDS #2
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EACH HERO DRAWS UNTIL THEY HAVE 5 CARDS.

FOR EACH HERO, LEGION DEALS THEM X PSYCHIC
DAMAGE, WHERE X IS THE NUMBER OF CARDS
THEY DREW.

PLAY THE TOP CARD OF THE VILLAIN DECK.

WHEN THIS CARD IS PLAYED, PLAY THE TOP
TWO CARDS OF THE ENVIRONMENT DECK.

INCREASE DAMAGE DONE BY THE ENVIRONMENT
BY 1.

“EVERYTHING IS GOING MAD! THE PECPLE,

THE BIRDS, THE RATS... EVEN THE TREES

ARE LOOKING AT ME FUNNY!”
HAKA - IN TWO MINDS # 3

“OH YESYESYES! I'M GONNA BURN
YOUR ASS, THEN GO AND PLAY

WOODSTOCK! I'M FEELING GOOOOD!”
- ARGENT ADEPT, IN TWO MINDS #2
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LEGION DEALS THE HIGHEST HP HERO X
PSYCHIC DAMAGE, WHERE X IS (fl} PLUS
THE NUMBER OF CARDS IN THEIR HAND.

LEGION DEALS THE HIGHEST HP HERO X
PSYCHIC DAMAGE, WHERE X IS (fl) PLUS
THE NUMBER OF CARDS IN THEIR HAND.

VISIONARY “THEY DONT MEAN TO HURT you!
EXPATRIETTE “AND A RABID DOG DOESN'T MEAN
TO BITE YOU. IT STILL GETS PUT DOWN.”
~IN TWO MINDS # 9

VISIONARY “THEY DONT MEAN TO HURT you!
EXPATRIETTE “AND A RABID DOG DOESN'T MEAN
TO BITE YOU. IT STILL GETS PUT DOWN.”
~IN TWO MINDS # 9
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LEGION IS IMMUNE TO DAMAGE.

WHENEVER THE PSYCHOGENIC COCOON IS DEALT
DAMAGE, IT DEALS EACH HERO TARGET X
DAMAGE, WHERE X IS THE DAMAGE IT

WAS DEALT MINUS 2.

LEGION DEALS THE HIGHEST HP
HERO TARGET (I} PSYCHIC DAMAGE.

THAT TARGET THEN DEALS EACH OTHER
HERO TARGET 2 MELEE DAMAGE.

AS LEGION'S MIND BLOSSOMED,
HER ORIGINAL BODY BECAME AT FIRST
UNNECESSARY, THEN EVENTUALLY A
LIABILITY TO BE PROTECTED.

“THEIR COMMAND IS My WISH...”
- TEMPEST, IN TWO MINDS #5
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LEGION DEALS THE HIGHEST HP
HERO TARGET {fl} PSYCHIC DAMAGE.

THAT TARGET THEN DEALS EACH OTHER
HERO TARGET 2 MELEE DAMAGE.

EACH HERO DISCARDS THEIR HAND, THEN
DRAWS AS MANY CARDS As THEY
DISCARDED.

PLAY THE TOP CARD OF THE VILLAIN DECK.

“DO YOU HEAR THEMZ DO YOU SEE
THEMZ THEY'RE ALL COMING FOR ME!”
- TAYCHON, IN TWO MINDS #1

“THEIR COMMAND IS MY WISH...”
- TEMPEST, IN TWO MINDS #5
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JULIALONG JULIALONG

EACH PLAYER DISCARDS 2 CARDS, THEN
MOVES 1 CARD FROM THEIR TRASH INTO
THEIR HAND.

PLAY THE TOP CARD OF THE VILLAIN DECK.

LEGION DEALS EACH HERO TARGET
@ - 1 PROJECTILE DAMAGE.

DESTROY(#) - 2 EQUIPMENT CARDS.

WE SUSPECT LEGION IS \ ‘ “T SEE MYSELF DOING THINGS

DEVELOPING LEVEL OMEGA TELEKINETIC
POWERS. IF SHE WAKES FROM SEDATION, THE I WOULD NEVER DO - TORTURING,
KILLING... WINNING...”

WALLS WON'T BE ABLE TO HOLD HER...
PROJECT COCOON REPORT § 7 ~ WRAITH, IN TWO MINDS #3
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LEGION DEALS EACH NON-VILLAIN TARGET
1 TOXIC, 1 LIGHTNING, AND 1 INFERNAL DAMAGE.

UNTIL THE START OF THE NEXT VILLAIN TURN,
INCREASE ALL DAMAGE DEALT BY 1 AND
CHANGE THE DAMAGE TYPE TO RADIANT.

LEGION DEALS EACH NON-VILLAIN TARGET
1 TOXIC, 1 LIGHTNING, AND 1 INFERNAL DAMAGE.

UNTIL THE START OF THE NEXT VILLAIN TURN,
INCREASE ALL DAMAGE DEALT BY 1 AND
CHANGE THE DAMAGE TYPE TO RADIANT.

“T DON'T RECALL LOADING THIS
WITH RAINBOW SHELLS...
- EXPATRIETTE, IN TWO MINDS #5

“T DON'T RECALL LOADING THIS
WITH RAINBOW SHELLS...
- EXPATRIETTE, IN TWO MINDS #5
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PLAY A RANDOM LUNATIC CARD
FROM BENEATH LEGION.

PLAY A RANDOM LUNATIC CARD
FROM BENEATH LEGION.

THE MERE PRESENCE OF LEGION
STRIPPED SHARDS FROM OTHER MINDS,
STRENGTHENING HER GESTALT AND
LEAVING: THEM DERANGED.

THE MERE PRESENCE OF LEGION
STRIPPED SHARDS FROM OTHER MINDS,
STRENGTHENING HER GESTALT AND
LEAVING: THEM DERANGED.
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PLAY A RANDOM LUNATIC CARD
FROM BENEATH LEGION.

PLAY A RANDOM LUNATIC CARD
FROM BENEATH LEGION.

THE MERE PRESENCE OF LEGION
STRIPPED SHARDS FROM OTHER MINDS,
STRENGTHENING HER GESTALT AND
LEAVING: THEM DERANGED.

THE MERE PRESENCE OF LEGION
STRIPPED SHARDS FROM OTHER MINDS,
STRENGTHENING HER GESTALT AND
LEAVING: THEM DERANGED.
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IF THERE ARE LESS THAN @ - 2 LUNATICS
IN PLAY, PLAY A RANDOM LUNATIC
FROM BENEATH LEGION.

OTHERWISE, EACH LUNATIC GAINS 3 HP.

IF THERE ARE LESS THAN @ - 2 LUNATICS
IN PLAY, PLAY A RANDOM LUNATIC
FROM BENEATH LEGION.

OTHERWISE, EACH LUNATIC GAINS 3 HP.

“CODENAME LEGION ABSORBED THE MIND!
OF PSYCHOTICS, MASOCHISTS, SCHIZOPHRENICS, TWO
SERIAL KILLERS, AND THE LUNCHLADY. THE MIX HAS
DRIVEN HER, OR RATHER THEM, INSANE...”
~PROJECT COCOON REPORT #5

“CODENAME LEGION ABSORBED THE MIND!
OF PSYCHOTICS, MASOCHISTS, SCHIZOPHRENICS, TWO
SERIAL KILLERS, AND THE LUNCHLADY. THE MIX HAS
DRIVEN HER, OR RATHER THEM, INSANE...”
~PROJECT COCOON REPORT #5



oeYAIOTIA COI21T

IF THERE ARE LESS THAN @ - 2 LUNATICS
IN PLAY, PLAY A RANDOM LUNATIC
FROM BENEATH LEGION.

OTHERWISE, EACH LUNATIC GAINS 3 HP.

“CODENAME LEGION ABSORBED THE MIND!

OF PSYCHOTICS, MASOCHISTS, SCHIZOPHRENICS, TWO
SERIAL KILLERS, AND THE LUNCHLADY. THE MIX HAS
DRIVEN HER, OR RATHER THEM, INSANE...”
~PROJECT COCOON REPORT #5
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VESSEL OF INSANITY |

Dept o DefeDce

PLACE ALL LUNATICS BENEATH LEGION. THEY DO NOT
COUNT AS IN PLAY.

PLAY {f]) - 2 RANDOM LUNATICS FROM UNDER LEGION.

LEGION CANNOT B& DESTROY&ED.

START OF THE VILLAIN TURN: IF THERE ARE NO
LUNATICS IN PLAY, PLAY A RANDOM LUNATIC FROM
BENEATH LEGION.
THEN, IF LEGION HAS O OR LESS HP, HER MIND FLEES
THE BROKEN VESSEL, FLIP THIS CARD.

AFTER RESOLVING
THE CARD ITSELF, IF THE /' AND/OR (@ ICONS ARE ON
THE VILLAIN CARD, RESOLVE THE MATCHING EFFECT ON
EACH LUNATIC (\/ THEN ®).

THE LUNATIC IS
KNOCKED OUT, REMOVE THEM FROM THE GAME.

I AN PR
‘ Lo X

INCREASE ALL DAMAGE DONE BY VILLAIN TARGETS
BY 1.
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DISEMBODIED MIND |

Dept. of Derence

WHEN FLIPPED

DESTROY ALL VILLAIN ONGOINGS.

PLACE ALL LUNATICS REMOVED FROM THE GAME BACK
UNDER LEGION. 'PLAY@ - 2 RANDOM LUNATICS FROM
UNDER LEGION. RESTORE LUNATICS TO FULL HP, THEN
FLIP A RANDOM LUNATIC TO THE POSSESSED SIDE.

B —

LUNATICS (NOT POSSESSED) ARE IMMUNE TO DAMAGE.

IF THE Y AND/OR
@ ICON IS ON THE VILLAIN CARD, PUT THAT CARD IN
THE TRASH INSTEAD OF PLAYING IT.

IF YOU DO SO, RESOLVE THE MATCHING EFFECT ON EACH

LUNATIC AND POSSESSED (\JJ THEN @ )-

REMOVE THE
POSSESSED FROM THE GAME. IF THERE ARE NO OTHER
VILLAIN TARGETS IN PLAY, LEGION'S MIND HAS NOWHERE

TO FLEE, THE HEROES WIN!
OTHERWISE, LEGION'S MND SLIPS TO ANGTHER HOST,
FLIP A RANDOM LUNATIC TO THE POSSESSED SIDE.
— — —_—
*
ADVANCED L | =

REDUCE ALL DAMAGE DONE TO POSSESSED BY 1.

VILLAIN, LUNATIC

Y : THE AGORAPHOBE DEALS THE HIGHEST HP
HERO 2 PROJECTILE DAMAGE AND GAINS 2 HP.

@: THE AGORAPHOBE DEALS THE HIGHEST HP
HERO TARGET 2 PROJECTILE DAMAGE, THE NEXT
HIGHEST 2 PROJECTILE DAMAGE, AND THE NEXT
HIGHEST 1 PROJECTILE DAMAGE.

“THE WORLD IS DEADLY. THAT'S WHY T PUT AS
MUCH METAL BETWEEN ME AND IT AS POSSIBLE.”
- BUNKER, IN TWO MINDS #14

. VILLAIN

{ DISEMBODIED MIND > ’
‘ )

@ : THE AGORAPH
FIRE DAMAGE.

GY DAM

e




TUE MANIAT

VILLAIN, LUNATIC

U : THE MANIAC DEALS EACH HERO TARGET 1
MELEE DAMAGE.

@ : THE MANIAC DEALS THE HIGHEST HP HERO
TARGET 1 MELEE DAMAGE. REPEAT THIS TWICE.

“FASTERQUICKERSMARTERBETTERCANTSTOPWONT
STOPGETYOUGETYOUGETYOUGETYOUGETYOU”
- TACHYON, IN TWO MINDS #z

TUE MONDMATIAC i

a

lI] : EACH VILLAIN TARGET GAINS 2 HP.

@) : THE MONOMANIAC DEALS THE HIGHEST HP
HERO TARGET 2 IRREDUCIBLE FIRE DAMAGE.

“DO NOT TAKE THIS PERSONALLY - T STILL HAVE
THE GREATEST ENTHUSIASM FOR OUR MISSION.”
- OMNITRON X, IN TWO MINDS #12

VILLAIN, POSSESSED 6

THE FIRST TIME EACH TURN THE MANIAC WOULD
BE DEALT 4 OR MORE DAMAGE, REDIRECT THAT
DAMAGE TO THE HIGHEST HP HERO TARGET.

/. THE MANIAC DEALS EACH HERO TARGET 3
SONIC DAMAGE.

@: THE MANIAC DEALS THE HIGHEST HP HERO
TARGET X MELEE DAMAGE, WHERE X IS TWICE THE
NUMBER OF CARDS WITH THE@ SYMBOL IN THE
VILLAIN TRASH.

[ ] & 'A:' I" 4 |

1% viLLAIN, POSsSESSED

WHENEVER THE MONOMANIAC IS DEALT DAMAGE,
IT BECOMES IMMUNE TO THAT TYPE OF DAMAGE
TILL THE START OF THE NEXT VILLAIN TURN.

IF THE DAMAGE WAS DEALT BY A TARGET, IT
DEALS THAT TARGET 2 DAMAGE OF THAT TYPE.

lp: THE MONOMANIAC DEALS EACH HERO TARGET
1 PROJECTILE, 1 MELEE AND 1 TOXIC DAMAGE.

@: DISCARD THE TOP 6 CARDS OF THE VILLAIN
DECK. THE MONOMANIAC DEALS THE HIGHEST HP
HERO TARGET X ENERGY DAMAGE, WHERE X IS
TWICE THE NUMBER OF @ CARDS DISCARDED.

P : THE MESSIANIC DEALS THE HERO WITH
THE SECOND HIGHEST HP 1 MELEE AND 1
RADIANT DAMAGE.

@): THE MESSIANIC DEALS EACH HERO TARGET
1 RADIANT DAMAGE, AND EACH VILLAIN TARGET
REGAINS 1 HP.

“NONE ARE WITHOUT SIN, AND NO SIN SHALL GO
UNPUNISHED...”
- FANATIC, IN TWO MINDS #2

Y : THE MYSOPHOBE DEALS THE HIGHEST HP
HERO TARGET 2 PROJECTILE DAMAGE. LEGION
AND ANY POSSESSED REGAIN 2 HP.

: DESTROY A HERO ONGOING/EQUIPMENT
CARD AND THE MYSOPHOBE GAINS 2 HP.

“YOU'RE ALL FILTHY! T MUST MAKE YOU CLEAN, T
MUST MAKE IT ALL CLEAN...”
- DOC HAVOC, IN TWO MINDS #5

VILLAIN, POSSESSED ‘.. 7

THE FIRST TIME IN THE GAME THE MESSIANIC
WOULD BE REDUCED TO O OR LESS HP, INSTEAD
RESTORE HER TO 1O HP.

Q: SET THE MESSIANIC TO 1 HP. THEN SHE
DEALS THE HIGHEST HP HERO TARGET 11 RADIANT
DAMAGE.

@ : pEsTROY (@) HERO ONGOING CARDS, ({}
EQUIPMENT CARDS, & (fJ} ENVIRONMENT CARDS.

AT THE END OF EACH HERO TURN, THE
MYSOPHOBE GAINS 2 HP.

\J: THE MySOPHOBE DEALS THE () - 2
HIGHEST HP HERO TARGETS 4 FIRE DAMAGE
EACH. THEY CANNOT PLAY HERO CARDS UNTIL
THE START OF THE NEXT VILLAIN TURN.

@) : THE MYSOPHOBE DEALS EACH HERO TAR-
GET 3 RADIANT DAMAGE AND REGAINS 3 HP.
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VILLAIN, POSSESSED A h VILLAIN, LUNATIC
WHEN THE NIHILIST IS DEALT DAMAGE, REDUCE P : THE PARANOIAC DEALS THE HIGHEST HP
DAMAGE DEALT TO HIM By 1 UNTIL THE START oF |NERSRASCHEPRg on=ol IR i iR e o) WHENEVER DAMAGE WOULD BE DEALT TO THE
THE NEXT VILLAIN TURN. THE TOP CARD OF THE VILLAIN DECK. IF IT HAS PARANOIAC, DISCARD THE TOP CARD OF THE
e T e A\ sSyMBOL, SHE DEALS U DAMAGE INSTEAD. VILLAIN DECK. IF IT HAS A JJ SyMBOL, PREVENT
. : THE NIHILIST DEALS EACH HERO TARGET 2
I = @) : THE PARANOIC DEALS THE HIGHEST HP HERO |GG e

: THE NIHILIST DEALS THE HIGHEST HP HERO MELEE DAMAGE.
= TARGET 2 PROJECTILE DAMAGE AND DESTROYS /. THE PARANOIAC DEALS THE LOWEST HP HERO
TARGET 2 INFERNAL DAMAGE. THE FIRST TIME EACH HERO TARGET DEALS ONE OF THEIR ONGOING/EQUIPMENT CARDS
DAMAGE BEFORE THE NEXT VILLAIN TURN, THEY TARGET 6 IRREDUCIBLE PROJECTILE DAMAGE.
N THIS WORLD, IT’S THE SMART ARE CYNICS. THE S O AT PR NE OF US HAS BEEN KILLED & REPLACED. IF T (D= T SUNARESNE DR DO .
“IN THIS WORL! IT'S TI IART Al CYNICS. “O o Kl L
4 " HERO TARGET 6 PSYCHIC DAMAGE. THEY MAY NOT
LUCKY ARE IDIOTS, AND THE LUCKIEST ARE DEAD.” | SR NGIEE =TI NI (el = 0 DONT DO THIS, IN A WEEK IT'LL BE ALL OF US”. Ber wieg il T e VﬁAN L
- TITAN, IN TWO MINDS #16 TARGET 5 INFERNAL & 2 FIRE DAMAGE. - TANGO ONE, IN TWO MINDS #10 :

Y : THE SECOND HIGHEST HP HERO TARGET IS
DEALT 1 MELEE DAMAGE BY EACH OTHER

VILLAIN, POSSESSED

\y
} ,
THE FIRST TIME THE PSYCHROPHILE IS DEALT

i.‘ N \
14 VILLAIN, POSSESSED \ VIECAINECUNATIC DAMAGE EACH TURN, HE DEALS EACH HERO
P: THE PSYCHROPHILE DEALS THE TWO HIGHEST |IRUNSI= SRR YN VINA=RN o TN I 1

JJ : THE PSYCHOPATH DEALS EACH HERO THE FIRST TIME EACH TURN THE PSYCHOPATH IS HP HERO TARGETS Z COLD DAMAGE EACH, AND
TARGET 1 PROJECTILE DAMAGE. DEALT 3 OR MORE DAMAGE BY A HERO TARGET, |ReiNERN RN : THE PSYCHROPHILE DEALS THE HIGHEST HP

VILLAIN, LUNATIC

O: PREVENT THAT DAMAGE. HERO TARGET W FIRE DAMAGE & THE NEXT
HERO 1;1‘1-:2;:17 cqu:g?E;iAELsti:?HEsT = ®) : THE PSYCHROPHILE DEALS EACH HERO HIGHEST HP HERO TARGET 4 COLD DAMAGE,
i : THE PSYCHOPATH DEALS THE HIGHEST HP TARGET 1 COLD DAMAGE. THEN GAINS U HP.

HERO TARGET Y PROJECTILE DAMAGE, THEN
ANOTHER U4 PROJECTILE DAMAGE. : EACH HERO MUST DESTROY ONE OF THEIR

“EVERY TIME SOMEONE DIES WHO ISN'T ME, T “IF YOU CANT COME IN FROM THE COLD, You ONGOING CARDS, THEN THE PSYCHROPHILE

FIGURE My ODDS GET THAT MUCH BETTER.” @ : THE PSYCHOPATH DEALS THE 3 HIGHEST GOTTA GROW ICE OVER YOUR HEART...” DEALS EACH HERO TARGET X COLD DAMAGE,

- EXPATRIETTE, IN TWO MINDS #9 HP HERO TARGETS 2z FIRE DAMAGE EACH. - ABSOLUTE ZERO, IN TWO MINDS #13 WHERE X IS THE NUMBER OF ONGOING CARDS
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VILLAIN, LUNATIC

Y : THE PYROMANIAC DEALS THE HIGHEST HP
HERO TARGET 3 FIRE DAMAGE.

: THE PYROMANIAC DEALS EACH NON-VILLAIN
TARGET X FIRE DAMAGE, WHERE X IS THE
NUMBER OF ENVIRONMENT CARDS IN PLAY.

“OF COURSE | FIGHT FIRE WITH FIRE. | FIGHT
EVERYTHING WITH FIRE!!”
- RA, IN TWO MINDS #1

& M\
VILLAIN, POSSESSED

THE FIRST TIME THE PYROMANIAC IS DEALT
DAMAGE BY A TARGET EACH TURN, HE DEALS
THAT TARGET 2 FIRE DAMAGE.

: THE PYROMANIAC DEALS THE HERO WITH THE
MOST CARDS IN HAND 8 FIRE DAMAGE.

@ : THE PYROMANIAC DEALS THE HIGHEST HP
HERO TARGET 5 FIRE DAMAGE, AND EACH OTHER
HERO TARGET 2 FIRE DAMAGE.

: THE SADIST DEALS THE LOWEST HP HERO
TARGET 2 IRREDUCIBLE MELEE DAMAGE.

@: THE SADIST DEALS THE HIGHEST HP HERO
TARGET 2 MELEE DAMAGE, AND THE NEXT
HIGHEST 1 MELEE DAMAGE.

“yOU WORK FOR HALBERD, DONT YOUZ OH, T
KNOW SO MANY WAYS TO MAKE YOU HURT...”
- QUICKSILVER, IN TWO MINDS #7

VILLAIN, POSSESSED ‘&g
IF THE SADIST HAS 10 OR LESS HP, REDUCE

DAMAGE DEALT TO HER BY 1. IF SHE HAS 6 OR
LESS HP, REDUCE IT BY 2 INSTEAD.

. THE SADIST DEALS THE HIGHEST HP HERO
TARGET 6 MELEE DAMAGE. IF THEY HAVE 10 OR
MORE HP, SHE DEALS THEM 9 DAMAGE INSTEAD.

@: THE SADIST DEALS ALL HERO TARGETS 1
PROJECTILE DAMAGE, THEN DEALS THE HIGHEST
HP HERO TARGET 3z PROJECTILE DAMAGE, THEN
DEALS THE LOWEST HP HERO TARGET 3%
IRREDUCIBLE MELEE DAMAGE.

TUE GAVANT

VILLAIN, LUNATIC

U : THE SAVANT DEALS THE LOWEST HP HERO
TARGET 2 PROJECTILE DAMAGE.

@) : DESTROY A HERO ONGOING/EQUIPMENT
CARD.

“HRM. NO. NOT POSSIBLE TO PARAMETERIZE WITH
THESE. MUST REMOVE THE VARIABLES.”
- PARSE, IN TWO MINDS #6

p
VILLAIN, POSSESSED m

WHENEVER A HERO PLAYS A CARD FROM THEIR
HAND, DISCARD THAT CARD AND PLAY THE TOP
CARD OF THAT HEROES DECK INSTEAD.

II}. THE SAVANT DEALS THE HERO WITH THE MOST
CARDS IN PLAY 7 IRREDUCIBLE PROJECTILE
DAMAGE.

@: THE HERO WITH THE MOST CARDS IN HAND
DISCARDS ALL BUT ONE CARD AND THE SAVANT
DEALS THEM X PROJECTILE DAMAGE, WHERE X IS
THE NUMBER OF CARDS DISCARDED.

FZ0vuRENIC 11

i

Y : PLAY THE TOP CARD OF THE
ENVIRONMENT DECK.

@ : THE HERO WITH THE MOST CARDS IN PLAY

DEALS 1 LESS DAMAGE UNTIL THE END OF THEIR
NEXT TURN.

“IT'S ALL TOO LOUD! T CAN'T SLEEP, T CAN'T
THINK! SHUT UP! ALL OF YOU, SHUT UPPPPP!”
- CRICKET, IN TWO MINDS #z

VILLAIN, POSSESSED

THE FIRST TIME EACH TURN THE SCHIZOPHRENIC
WOULD BE DEALT DAMAGE, REDIRECT IT TO THE
HIGHEST HP ENVIRONMENT TARGET.

J: DESTROY ALL ONGOING/EQUIPMENT CARDS
OF THE HERO WITH THE MOST CARDS IN PLAY.
THE SCHIZOPHRENIC DEALS THAT HERO 2 SONIC
DAMAGE FOR EACH CARD DESTROYED THIS WAY.

@: DISCARD CARDS FROM THE TOP OF THE
VILLAIN DECK TILL YOU DISCARD A @ CARD.
THE SCHIZOPHRENIC DEALS EACH HERO TARGET X
+ 1 SONIC DAMAGE, WHERE X IS THE NUMBER OF
CARDS DISCARDED THIS WAY.
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% .- - VILLAIN, POSSESSED @
@ viLLAIN, PossESSED @A VILAIN; (LUNATIC
) : THE SOLIPSIST DEALS EACH HERO TARGET B pis g U : THE TRISKAIDEKAPHOBE DEALS EACH THE FIRST TIME THE TRISKAIDEKAPHOBE WOULD
1 MELEE DAMAGE. THE FIRST TIME EACH TURN THE SOLIPSIST WOULD HE DEA T DAASE EAoinn meomERT s
BE DEALT 3 OR LESS DAMAGE, REDIRECT IT TO o R e D G A ENADEASS R ‘ RS
. B . 5 -VILLAIN TARGET.
@) : THE SOLIPSIST DEALS THE HERO WITH THE T SO B SAAERT EACH NON-VILLAIN TARGET 1 INFERNAL DAMAGE. |[SNCRRYNFANRyNICT

MOST CARDS IN PLAY 1 MELEE DAMAGE. REDUCE

THE DAMAGE THEY DEAL BY 1 UNTIL THE START J/: THE SOLIPSIST DEALS THE HEROC WITH THE

OF THE NEXT VILLAIN TURN. MOST CARDS IN HAND 5 IRREDUCIBLE
PROJECTILE DAMAGE. THEN, IF THAT TARGET
HAS 5 OR LESS HP, DESTROY THAT TARGET. @ : THE TRISKAIDEKAPHOBE DEALS HERSELF

“AM T INSANEZ OR IS THE WORLD MAD AND I @ : THE SOLIPSIST DEALS THE 2 HIGHEST HP “IF YOU KNEW WHAT I KNEW, YOU'D THANK ME AND THE HIGHEST HP HERO TARGET 5 INFERNAL

SANEZ OR ARE YOU ALL JUST A DREAMZ2” HERO TARGETS 5 COLD DAMAGE EACH. FOR SPARING YOU THE HORROR TO COME...” DAMAGE EACH.

- MISTER FIXER, IN TWO MINDS #8 - NIGHTMIST, IN TWO MINDS #15

@) : THE HERO WITH THE LEAST CARDS IN HAND (JRVEZRRISI=R  JEPONIT-NIN T Tty ToVER || IO
CANNOT PLAY HERO CARDS UNTIL THE ENVIRONMENT, ONGOING OR EQUIPMENT CARDS,
BEGINNING OF THE NEXT VILLAIN TURN. THEN DEALS HERSELF 13 INFERNAL DAMAGE.

VILLAIN, LUNATIC r At &/
VILLAIN, POSSESSED AL
lIl : THE XENOPHOBE DEALS EACH HERO
e e Ry WHENEVER THE XENOPHOBE WOULD BE DEALT 2
OR MORE DAMAGE, REDUCE THAT DAMAGE BY 2.

@ : THE XENOPHOBE DEALS THE 2 HIGHEST HP v

HERO TARGETS 3 PROJECTILE DAMAGE EACH. U : THE XENOPHOBE DEALS THE HIGHEST HP

INCREASE DAMAGE DEALT TO THE XENOPHOBE HERO TARGET 6 PROJECTILE DAMAGE. PUT THEIR

BY 1 TILL THE START OF THE NEXT VILLAIN TURN. NON-CHARACTER CARDS ON THE TOP OF THEIR
DECK.

@) : THE XENOPHOBE DEALS THE HIGHEST HP
“ALIEN SCUM! GET OFF MAERYN, OR T’LL SEND HERO TARGET 5 LIGHTNING DAMAGE, THE NEXT
YOUR ASHES BACK TO THE STARS!” HIGHEST U LIGHTNING DAMAGE, AND THE NEXT
- TEMPEST, IN TWO MINDS #11 HIGHEST 3 LIGHTNING DAMAGE.




