Doomtrooper LunaTics Expansion

Versionen: 


1.0 
(28.08.2001) 
32 Karten

1.1 
(16.11.2001) 
50 Karten

1.2
(21.11.2001)
59 Karten

1.3
(27.11.2001)
64 Karten

1.4.e
(28.11.2001)
78 Karten

Alliance:

0

Equipment:
17

Bestie:

1

Mission:

5

Fortification:
2

Ki:

0

Warrior:

16

Warzone:

4

Relic:

5

Special:

28

EQUIPMENT

BAUHAUS BRÄU

EQUIPMENT/Bauhaus

Beer. Attach to any Pub. All other Beer of this Pub are discarded. Beer of this Pub gives: +2 to F and +1 to A.

Brewed by Bauhaus purity codex.

STARSTRIPE BEER

EQUIPMENT/Capitol

Beer. Attach to any Pub. All other Beer of this Pub are discarded. Beer of this Pub gives: -1 to F, +1 to S and A.

MOTOR OIL

EQUIPMENT/Cybertronic

Beer. Attach to any Pub. All other Beer of this Pub are discarded. Beer of this Pub gives to non-Cybertronic Warriors : -1 to F, S and A and to Cybertronic Warriors +1 to F, S and A.

Hey what’s this? That stuff goes down like oil! 

TICS

EQUIPMENT/Cybertronic

POISON. ATTACH TO ANY WARRIOR AND PAY 5 D.  ALL Values, Boni, Mali concerning this warrior are doubled (except Tics). At the beginning of your next turn the warrior (Cointoss) is wunded if heads, killed if tails. This cannot be prevented. No Points.

Such a trip costs you more than just CC.

ROYAL BEER

EQUIPMENT/Imperial

Beer. Attach to any Pub. All other Beer of this Pub are discarded. Beer of this Pub gives: +1 to F, +2 to S and -1 to A.

ASAHI BEER

EQUIPMENT/Mishima

Beer. Attach to any Pub. All other Beer of this Pub are discarded. Beer of this Pub gives: +2 to F, +1 to S and -1 to A.

SCOUT BAT

EQUIPMENT/Dark Legion

Give to any warrior. May never be affected by any other cards (except attacking warrior cards). Discard the bat and look at any number of a player’s hand cards. Pay 2 D per card looked at.

APPLEJUICE

EQUIPMENT/General
Beer (without foam). Attach to any Pub. Beer of this Pub gives only to REI and KDL: +3 auf N, S und P.

Pure clear applejuice.

BANANA

EQUIPMENT/General
Attach as 2 actions (Ape 1 action). +1 to F and S. Discard in a combat to cancel that combat and let the opponent slip on the banana’s skin. He attacks himself with his own F. No Points.

BARSTOOL

EQUIPMENT/General

ATTACH TO ANY WARRIOR IN A PUB. Gives in a pub brawl +2 to F. After that the broken barstool is discarded.

BEER MUG

EQUIPMENT/General

Attach to any warrior in a pub. Gives in a pub brawl +1 to F. After that the broken beer mug is discarded.

BILLARD QUEUE

EQUIPMENT/General

Einem Krieger in einer Kneipe zuordnen. Gibt bei einer Kneipenschlägerei +1 auf N und bei einem Billardspiel +1 auf S.

CRACKERBARREL

EQUIPMENT/General

Attach to any pub. Warrior can sit down at the crackerbarrel as 2 actions. They don’t have to leave the pub.

Sit down, old friend!

MORPHIUM

EQUIPMENT/Brudersdchaft

Poison. Give to any Mortifikator. Until the beginning of your next turn, this warrior sleeps, can’t do anything, retailiate in combat nor use any warzone. If he receives another dosis of morphium he dies and is discarded. No Points.

PIPE OF PEACE

EQUIPMENT/General

Attach to any warrior. -3 to F and S (not in peace time). As 1 action this warrior can hand over the pipe of peace to any other warrior in play, receive -3 to F and S (in peace time) and receive normal values at the beginning of his player’s next turn.

SHOOT BLANKS

EQUIPMENT/General
Attach to any Fight/Shoot weapon. In the combat the weapon is used, it has no effect. After that this card is discarded.

I just wanted to make som noise.

SPACEBALL BAT

EQUIPMENT/General
Attach to any warrior. Gives in a pub brawl +1 to F. In spaceball games you roll with 2D20+5 for your result.

WATER BOMB

EQUIPMENT/General

Attach to any warrior. discard in a combat and roll 1D6: 1:hit yourself: opponent receives First strike. 2-4: no hit. 5,6: opponent hit: First strike.

BEAST

PEACE DOVE

Bestie/General

-2/-/+1/+1

ATTACH TO ANY WARRIOR. The warrior doesn’t dare any shoot combats/socratic discussions anymore, he could hit his dove. 

DARK SYMMETRY

UNDEAD LIVER

Dark Symmetry /Dark Legion

DARK SYMMETRY GIFT. The warrior has to rest only half the normal time. 

MISSION

THE INQUISITION IS WATCHFUL

Mission/Brotherhood

ATTACH TO ANY PLAYER WITH BROTHERHOOD WARRIORS. At the beginning of his turn, this player has to swear by the Cardinal's Crown, to only concentrate on the fight against the Dark Legion, otherwise one of his Brotherhood warriors looses all affiliations and special abilities. This mission is never fulfilled, but discarded, when no Brotherhood players are in play anywhere.

The  Brotherhood is always there. Always.

GUILD

Mission/General

ATTACH TO ANY PLAYER WITH AN WORKER IN PLAY. This player's workers demand 1 D at the end of that players turn (directly on the warrior, can be spent for beer.), otherwise the not paid workers quit and take their heels to the discard pile. This Mission is never fulfilled, but is discarded, when this player has no workers in play.

SPACEBALL SOLARSYSTEM LEAGUE

Mission/General

Attach to the Game. At the beginning of each players turn that player and the next player play a league game. Each one rolls 2D20 for his teams result. Count it! Only the winner receives 1 D. This mission is never fulfilled, but when SPACEBALL FINALS is played.

SPACEBALL FINALS

Mission/General

Attach to the Game. The best players of league play turn to a final series. So long their warriors (fans) may not attack each other. At the beginning of that players turns they play a series game. Each player rolls 2D20 for his result. A draw repeats the dice roll. Count it! The winner receives 1 PP.  The player winning three games, is SPACEBALL SOLARSYSTEM CHAMPION and receives 5 PP! 

WAGE

Mission/General

ATTACH TO ANY PLAYER WITH WARRIORS. This player's warriors demand 1 D at the end of that players turn (directly on the warrior, can be spent for beer.), otherwise the not paid warriors desert into the discard pile. This Mission is never fulfilled, but discarded, when this player has no warriors in play.

FORTIFICATION

DRUNKEN’S CELL

Fortification/General

ATTACH TO AN AREA. As 1 action each, you may imprison a drunken warrior here. For each drunken beer, he has to rest 1 action and can't do anything. Then he returns to his respective area.

PUB

Fortification/General

Attach to the game. Warriors can go into the pub as 1 action. There they don’t have any influence on the game. Only cards, stating to be played on warriors in pubs may be played on them. As 2 actions warriors may leave the pub. Beer of this pub (1 D each) gives +1 to F and A to one of a players warriors in this pub until the beginning of that players next turn. After three turns a warrior is thrown out of the pub.

WARRIOR

MISS COMMUNICATION

Warrior/Capitol

1/1/1/3

PERSONALITY. While in play, no

Misscommunication or Misscommunication6

cards may be played. For 3 D she may bring

a just discarded special card back into its

owner's hand.

Schönheitskönigin mit merkwürdigem Namen.

MISS UNIVERSE

Warrior/Capitol

90/60/90/100

Personality. Has to be mustered as 1 action and always has to be paid. She may receive no cards from you, but other players may play specials on her. Can only attack once per turn and never kills automatically.

TITNEY SPEARS

Warrior/Capitol

2/-/1/1

PERSONALITY. Can scare all your opponents as 1 action. This gives them -2 to F and S until the beginning of your next turn. Is just too dumb for shoot combat. Who attacks her, receives 1 P and 2 D.

Famous Blond-Clone of Capitol.

GODZILLA

Warrior/Mishima

15/15/15/15

Sacrifice one of your Mishima warriors in play, to muster Godzilla and pay 15 D. Each by Godzilla killed warrior is annihilated from game and gives Godzilla +1 to F, S and A. Godzilla may not receive equipment.

WARRIOR OF LIGHT (WOL)

Warrior/Brotherhood/Cybertronic

3/3/3/3

Personality. Mortificator. Twitcher. Can cast all aspects of the Art. Can never transfer.

Only known Art-able Cybertronician. He is rumoured to have contacts to the Dark Legion.

BLESSED VESTAL LARO

Warrior/Brotherhood

PERSONALITY. VALKYR. Laro may cast all aspects of the Art. While he is in play, every 1D spent by VALKYRIES on a Changeling or Premonition spell count as 2 D.

Can you also do this with with ONE eye?

HERETIC MARCUS, THE ACADEMIC

Warrior/Dark Legion

2/5/4/4

PERSONALITY. HERETIC. FOLLOWER OF ALGEROTH. As 4 actions Marcus may create an IMMACULATE SPAWN in your kohort. As 2 actions he may heal an IMMACULATE SPAWN or FURY.

REINCARNATION OF ABSOLUTE EVIL (REI)

Warrior/Dark Legion

3/3/7/0

Personality. Follower of all Apostles. Generates in a Wind of Insanity 2 additional points of damage. Earns at the first chance for victory 1 PP less than needed.

SPIKY WHITE MICE

Warrior/Dark Legion

1/-/1/1

Follower of Ilian. May never be affected by any cards (except attacking warrior cards) or perform Attack actions. Can bring by the Scout Bat inspected warrior cards into your hand. Ahhhhhh! Mice! Save me!

TWINCHILD OF lLIAN

Warrior/Dark Legion

2/5/4/4

PERSONALITIES. FOLLOWER and CHILDREN OF ILIAN. May use two copies of a card. Attached cards even just give half the effects (round up) if applicable, if not attached twice.

Buhuuu! I want to have that, too!

APE

Warrior/General

6/6/6/8

His F, S and A are doubled until the end of a combat, if the controller screams and punchs his breast like an ape at the beginning of that combat. The Ape can’t use weapons or vehicles.

BARMAID

Warrior/General

1/1/1/3

WORKER. Can freely go into a pub, where there is no other Barmaid and doesn't have toleave that pub. In the pub she can persuade a warrior to a beer. That costs him 1 D and gives him the beer bonus of that pub.

COACH

Warrior/General

4/4/4/4

Worker. In Spaceball games you roll 2D20 +10 for your result. You may only employ 1 Coach.

COOK

Warrior/General

3/3/3/3

WORKER. Can freely go into a pub, where there is no other Cook and doesn’t have to leave that pub. For 3 D warriors can order Fodder, which gives them permanently +1 to F, S and A. For 2 D Rasputin warriors can order Pulp, which also gives them permanently +1 to F, S and A.

HOST

Warrior/General

2/2/2/4

Worker. Can freely go into a pub, where there is no other Barmaid and doesn’t have to leave that pub. You earn all D spent in that pub for beer, Fodder or Pulp. 

LOCAL DEVASTATOR

Warrior/General

5/5/5/1

PERSONALITY. FREELANCER. May only earn D. May never become a heretic.

Where he is – rules chaos. Fortunately he can’t be everywhere. For example in a cohort.

WARZONE

LUNA CITY

Warzone/General

+2/-2/+2/+3

Attach to your Squad. Warriors with artillery may freely discard a fortification.

MAZE

Warzone/General

-/-/-/-

Attach to an area. The combat ends, since the warriors can’t find each other. They need each a full turn to return to the respective areas. Until then they can’t attack, be attacked or be equipped. Warriors in an airship or Jetpack are “immune” to this.

„That hedge is at least 5 metres high!“

PLANET OF THE APES

Warzone/General

+1/-1/+2/+3

Attach to your Squad. Players of Apes have to scream and drum their chest – but not that loud – when their Apes wish to defend from this warzone. Then Apes receive an additional +2 to F, S, A and V.

PUB QUARTER

Warzone/General

-2/-2/+2/+2

Attach to an area. For 2 D each the combating warriors receive (a beer) +1 to F and A. After that combat they have to rest an action per beer and can’t do or receive anything.

RELIC

FRAGMENT OF THE WRONG CHIP

Relic/Cybertronic

ATTACH TO ANY CYBERTRONIC WARRIOR. Now the warrior's F, S, A and V equal the lowest of the four values.

APOLOGY OF SOCRATES

Relic/General

Attach to any warrior. Receives in peace time –3 to S. This warriors friends are automatically comrades.

COLLECTIBLE CARD GAME

Relic/General

Attach to any player. From now on he is called a collectable card game player in a belittling manner.

COLLECTIBLE CARD 9ER FOIL

Relic/General

Attach to any player. From now on he is called a collectable card game collector in a belittling manner.

TIN MINIATURE

Relic/General

Attach to any player. From now on he is called a millimeter scale player in a belittling manner.

SPECIAL

ALCOHOLIC

Special/General

Poison. Give to a drunken warrior or Mortificator as 1 action. That warrior has to drunk a beer per turn. Else he looses permanently –1 to F, S and A. Per drunken beer he looses permanently –1 to V anyway. Is his V 0 or lower he is discarded.

I can drink, what I narmally eat.

ANOTHER CARD!

Special/General

Play at the beginning of your first Step. Take as long as you wish single cards from your draw pile in your hand. Once finished with X cards, X is your new hand limit. BUT: You have to hold them with one hand (not as a pile!). Once you drop a single card unintended you have to discard all except 5 cards (which is then your new limit) from your hand.

ARM PULLING

Special/General

Play as 1 action. Choose two players. Each player chooses one of his warriors in play, who arm pull against one another (compare base F). The winner receives the other warriors V in D (take the remainder from the pool) With a draw both warriors just got aching arms.

ARMISTICE

Special/General

Peace. Attach at any time to the game. At the beginning of each players turn all his warriors loose permanently –1 to F, S and A. When a warrior attacks, armistice is discarded (the modifiers stay!).

BILLIARD GAME

Special/General

Play as 1 action. Choose two players. Each player chooses one of his warriors in play, who play a game of pool against one another (compare base S). The winner receives the other warriors V in D (take the remainder from the pool) With a draw the just ruined the playing table.

 „Nine over Four and Seven into the right corner!“

HIRE AND FIRE

Special/General

PLAY ON ANY WORKER. That worker and all its

attachments are discarded. No Points.

After all the years you’re firing me?

BRIDGE BUILDING

Special/General

Attach to a player as 1 action. That player can ignore “Chasm!” cards.

BUSINESS TAKEOVER

Special/General

Play at any time. Pay the Value of all workers of a pub to its owner. You control these workers now. 

DIG OUT THE TOMAHAWK

Special/General

Play as 1 action. All cards with “peace” are discarded.

The peace is over! Let’s fight.

DRINKING BRAVENESS

Special/General

PLAY AT ANY TIME ON ONE OF YOUR WARRIORS IN A PUB and pay 1 D per beer. Each beer gives the pub's beer bonus until the beginning of your next turn. As 1 action the warrior leaves the pub and attacks. After the attack that warrior has to rest 1 action per drunken beer (actions are not used up) and can’t do or receive anything.

FEMINISM

Special/General

ATTACH AT ANY TIME TO THE GAME. Warrior’s names (not personalities) have to be announced in the feminine form. (e.g.: Infantress).

FLASH

Special/Cybertronic

Poison. Play on a warrior with Tics. That warrior is (coin toss) wounded if heads, killed if tails. No Points.

Damn Junkies!

FREE BEER

Special/General

Play at any time on a pub. With beer. Warriors can run this pub without any cost. And drink a beer for free each.

GIRLFRIEND

Special/General

Blindness. Give to a male warrior as 1 action. That warrior receives -2 to F and S.

Love blinds.

GIVE BACK MY BALL TO ME!

Special/General

Play immidiately after one of your warriors is taken away an equipment card. He may take control over any equipment card in play, regardless of restrictions.

LOST THE WAY

Special/General

Play on a warrior defending from a warzone. You may choose another warzone as the one to defend from.

MISCOMMUNICATION^6

Special/General

PLAY IMMIDIATELY AFTER A SPECIAL CARD IS PLAYED. This card counts as played (Roll 1D6)-times.  Each one repeats or cancels the effect of the before played one (your choice). First repeating cards, then cancelling cards.

Pardon?

PEACE

Special/General

ATTACH TO THE GAME AS 1 ACTION. Attacks are called discussions now. If the discussion value (F = Free / S = Socratic) of a warrior is LOWER than the A = Assert of his discussion partner, he becomes a friend (formerly wound). When a friend again becomes a friend he becomes a comrade (formerly dead) and is discarded onto the comrade pile. Points are earned from that.

The war is over! Let’s get friends.

PUB BRAWL

Special/General

Play at any time on a pub. All players can bring warriors into that pub for free but may not take warriors out of it. The player with the lowest sum of the base F of his warriors in the pub looses the brawl and has to pay the bill of 1 D per warrior involved. If he can’t one of his warriors stays an action per unpaid D in the pub to wash the dishes (actions are not used up). All other warriors are thrown out of the pub.

RAID

Special/General

PLAY AT ANY TIME ON A PUB. All warriors in this pub are captured (placed under this card). After a full turn they are released into their respective areas.

RAINY SEASON

Special/General

Attach to a player as 1 action. That player may ignore all „Heavy Fog“ cards.

RUT TIME

Special/General

Play at any time. Apes can only attack other Apes. Players with Apes have to scream and punch their breast like an ape at least once per turn. If not all Apes are discarded. This card is discarded after three turns. 

I STAND A ROUND!

Special/General

PLAY ON ANY WARRIOR IN A PUB. He spends a beer to every warrior in the pub (each 1 D). If he can’t pay, he stays an action per unpaid D in the pub to wash the dishes (actions are not used up). After that he is thrown out of the pub into his respective area.

TOAST

Special/General

Play at any time on a crackerbarrel. Place any comrades from your comrade pile around the crackerbarrel. Comrades never leave the pub.

TOO MUCH BLOOD IN MY ALCOHOL SYSTEM

Special/General

Play on a drunken warrior. This warrior has to rest 2 actions per drunken beer (actions are not used up) and can’t do and receive anything. These resting actions are cumulative with others.

TRUE ART

Special/Brotherhood

Attach to any player as 1 action. When that player’s warriors want to use the art, that player has to say a fitting Spell to use that art successfully. Else it produces the opposite effects (if applicable)

WHINE DINE

Special/General

Play at any time. You may force one of your and any other (also opposing) warriors (1 D each) from the same area for a beer into a pub. Gives all affected warriors the beer bonus of that pub.

YOU WIN!

 Special/General

Play when you have at least 3 P less than the needed amount to win. You receive another 3 P and win the game!

Congratulations!
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