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�

Attack Value
This value is how much damage the threat deals 
to you during the Threat Phase if active. The health 
of each threat is its attack value + defense value.

Example: Deadwood Stalker is a Bug 
threat from Virenos that deals you 3 
damage during the Threat Phase if active.

�

Defense Value
This value is how much extra damage you must 
deal to the threat to defeat it. The health of each 
threat is its attack value + defense value.

Example: Fugitive Gunslinger is a Viren 
threat from Mithras with 2 attack and 1 
defense for a total of 3 health.

Danger Level
These icons represent the current danger level. 
The danger level is the number in the danger 
marker’s space of the danger track on the boss mat.

Example: Commhacker is a Human 
threat from Ceres II with  defense. 
If the current danger level is 2, then it 
has 2 defense.

Threat Icons

Boss Icons

�
Boss Damage
Some bosses must be dealt a certain amount of 
boss damage. The ways you can deal boss damage 
are specified on their boss mat and/or boss cards.

Example: The Harbinger can be dealt 1 
boss damage when an Order Acolyte or 
Order Archivist enters your hand upon 
defeat.

Card Elimination
When the danger marker reaches this space, 
you may spend 1 credit to eliminate 1 card in 
your hand, in your discard pile, or in play.

Example: The Triumvirate has an 
optional card elimination effect when 
the danger marker reaches the first “2” 
space.

Market Cycle
When the danger marker reaches this space, you 
may move any number of upgrades from the market 
to the bottom of the deck, then refill the market.

Example: Duomo’s Menace has an 
optional market cycle effect when the 
danger marker reaches the first “1” space.

Normal Difficulty
If you are playing on Normal difficulty, skip all 
spaces with a green border when the danger 
marker advances.

Example: The Harbinger has 2 green-
bordered spaces that you skip on Normal 
difficulty.

Hard Difficulty
If you are playing on Hard difficulty, skip all 
spaces with a yellow border when the danger 
marker advances.

Example: The Triumvirate has 3 
yellow-bordered spaces that you skip 
on Hard difficulty.

Expert Difficulty
If you are playing on Expert difficulty, skip all 
spaces with a red border when the danger 
marker advances.

Example: Duomo’s Menace has 4 red-
bordered spaces that you skip on Expert 
difficulty.

Maximum Danger
If the danger marker reaches this space on the 
danger track, you lose!

Example: All bosses have this icon on 
the danger track.
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Many cards have effects that are represented by faction keywords.

These faction keywords have conditions or variables that are linked to the faction types of the cards in your 
hand and/or in play. Consider all cards in your hand and in your play area when evaluating a faction keyword.

A faction keyword is displayed on a card in bolded text followed by a colon and the remainder of the 
effect (e.g., “Conspire: Refresh 1 ally”).

Bargain

Bargain effects, which are optional, are always followed 
by a number. This is how many credits you must spend 
to use it. The cost is reduced by 1 for each card of the 
same faction as this card in your hand and/or in play 
(including itself). Costs cannot be reduced below zero.

Example: Hired Guns is a Junker tactic card with 
a “Bargain 3” effect. By default, the cost of this 
effect is reduced by 1 credit. But if you have at 
least 2 other Junker cards in your hand and/or in 
play, the cost is reduced to zero.

Conspire

Conspire effects trigger if there is at least 1 other card 
of the same faction as this card in your hand or in play. 
These effects do not scale upward with the number of 
other cards of the same faction.

Example: Royal Armorer is a Silver ally card 
with a Conspire effect to gain 2 health. This 
effect only triggers if you have at least 1 other 
Silver card in your hand or in play.

Focus

Focus effects refer to an “X” value. The value of X is 
equal to the number of cards of the same faction as this 
card in your hand and/or in play (including itself). X is 
always at least 1 for any card that has a faction type.

Example: Viren Strategy is a Viren tactic card 
with a Focus effect to deal X damage. If you have 
4 other Viren cards in your hand and/or in play, 
this effect deals 5 damage.

Unite

Unite effects refer to an “X” value. The value of X is 
equal to the number of unique factions present among 
the cards in your hand and/or in play (including 
itself). X is always at least 1 for any card that has 
a faction type. There are 4 factions now, but future 
releases could introduce more.

Example: Admiral Worley is a Council ally 
card with a Unite effect to deal X instances of 2 
damage. If you have a mix of Council, Junker, and 
Silver cards in your hand and/or in play, this effect 
deals 3 separate instances of 2 damage.

Some factionless cards, like the starting cards, have no faction type. These cards are ignored by 
faction keywords. If a factionless card receives an upgrade with a faction type, the card does not gain the 
faction type.

If a factionless card receives an upgrade with a faction keyword, the linked effect of the faction keyword 
might still resolve.

•	 Bargain: The effect still resolves but the cost cannot be reduced.
•	 Conspire: The effect cannot resolve because the card is factionless.
•	 Focus: The effect cannot resolve because the card is factionless.
•	 Unite: The effect still resolves based on your other cards.

FACTION KEYWORDS



18

Many cards have effects that are represented by threat keywords. Some threat keywords are passive 
effects that apply at all times while the threat is active, while others are effects that trigger in specific 
circumstances.

THREAT KEYWORDS

CRAZED X

Crazed threats become reckless when they 
sense desperation. When a Crazed threat is 
revealed for any reason, compare your current 
health value to the Crazed “X” value. If your 
current health value is equal to or lower than X, 
the Crazed threat deals itself 2 damage.

Example: Virenian Stag has the Crazed 
5 keyword. You defeat the current on-
deck threat, revealing a Virenian Stag 
on top of your deck. If you only have 4 
health when this occurs, it deals itself 2 
damage.

Fast threats overrun the battlefield with their 
speed. Fast threats do not count toward the 
limit of 3 active threats. During Setup or the 
Cleanup Phase, you must continue adding 
threats until there are 3 non-Fast threats on 
the battlefield and a non-Fast threat on top of 
your deck.

Example: There are only 2 active threats 
before you refill. The next threat, Junker 
Cyclist, has the Fast keyword. After adding 
it, you must also add the next threat, 
Ceresan Thief. Neither the Ceresan Thief 
nor the Commhacker revealed after that 
are Fast threats, so the refill is complete.

Rage threats wreak havoc on your allies. During the 
Threat Phase, for each Rage threat on the battlefield, 
you must discard 1 ally from play and put it in your 
discard pile. Both available allies and exhausted 
allies can be discarded this way by Rage threats.

Example: Backalley Blademaster has the 
Rage keyword. During the Threat Phase, if 
this threat is on the battlefield, you must 
discard 1 ally from play. If this threat is 
on top of your deck, you are unaffected.

Taunt threats command your attention. When at 
least 1 Taunt threat is on the battlefield or on top 
of your deck, you must target a Taunt threat with 
any damage effect unless stated otherwise. This 
restriction does not apply to non-damage effects.

Example: Sporeling is a threat with the 
Taunt keyword. While it is visible, you 
cannot damage other threats. Scrap 
Hunter, however, is a Junker ally with a 
damage effect that tells you to ignore 
the Taunt keyword.

Terror threats drain your steely resolve. When 
you target a Terror threat with an effect that 
deals damage, you lose 1 action point. If you 
have no action points left, the effect still 
resolves but the loss is ignored. This restriction 
does not apply to non-damage effects.

Example: Vinespider is a threat with 
the Terror keyword. Dealing damage 
to the Vinespider will lose you 1 action 
point. You can hit the Vinespider without 
penalty if you do so when you have no 
action points left.

Multiple instances of the same keyword can stack on a single threat. For the Crazed, Rage, and Terror 
keywords, the effect resolves once for each instance when triggered. For the Fast and Taunt keywords, 
multiple instances have no effect.
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