
 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



    

    



Mental Attack / Power 

PsiPsiPsiPsi    
ScreamScreamScreamScream 

Deal 1d6 Mental Damage . 
< or > 

Add 1d6 to  target die roll.  
Play when base card is played. 

Mental Attack / Incapacitating Attack 

PsychicPsychicPsychicPsychic    
LobotomyLobotomyLobotomyLobotomy 

Deal 1d6 Mental damage . 
< or > 

Opponent may not play cards 
until the end of their next turn. 

Mental Attack 

MindMindMindMind    
BombBombBombBomb 

Deal 1d6 Mental Damage . 
Opponent may discard 

a card to negate this card 

Mental Attack 

PsionicPsionicPsionicPsionic    
BlastBlastBlastBlast 

Deal 1d6 Mental damage . 
Attacker loses 2 Mental points. 

Mental Attack 

MentalMentalMentalMental    
BlowBlowBlowBlow 

Deal 1d6 Mental Damage . 

Mental Attack 

IdIdIdId    
InsinuationInsinuationInsinuationInsinuation 

Deal 1d6 Mental damage . 

Mental Attack 

MindMindMindMind    
TwistTwistTwistTwist 

Deal 1d6 Mental Damage . 

Mental Attack / E.S.P. 

DreamDreamDreamDream    
StalkerStalkerStalkerStalker 

Deal 1d6 Mental  
damage  as Attack. 

< or > 
Scry as E.S.P. 



Mental Attack 

MindMindMindMind    
StabStabStabStab 

Deal 1d6 Mental Damage . 

Mental Defense 

MindMindMindMind    
WallWallWallWall 

Prevent 1 Mental, Special Mental 
or Incapacitating Attack. 

Mental Attack 

EgoEgoEgoEgo    
WhipWhipWhipWhip 

Deal 1d6 Mental Damage . 

Mental Defense 

MindMindMindMind    
BarrierBarrierBarrierBarrier 

Prevent 1 Mental, Special Mental 
or Incapacitating Attack. 

Mental Defense 

TranceTranceTranceTrance    
StateStateStateState 

Prevent 1 Mental, Special Mental 
or Incapacitating Attack. 

Mental Defense 

IntellectIntellectIntellectIntellect    
FortressFortressFortressFortress 

Prevent 1 Mental, Special Mental 
or Incapacitating Attack. 

Mental Defense 

ThoughtThoughtThoughtThought    
ShieldShieldShieldShield 

Prevent 1 Mental, Special Mental 
or Incapacitating Attack. 

Mental Defense 

Tower of Tower of Tower of Tower of     
Iron WillIron WillIron WillIron Will 

Prevent 1 Mental, Special Mental 
or Incapacitating Attack. 



Regeneration 

DeltaDeltaDeltaDelta    
WavesWavesWavesWaves 

Regain 1d6 Mental Points. 

Special Mental Attack 

MindMindMindMind    
TrapTrapTrapTrap 

You may play this card when an  
opponent looks at your hand. 

Deal 1d6 Mental Damage  
to that opponent. 

Special Mental Attack 

DrainDrainDrainDrain 

Steal 1d6 Mental Points 
from an opponent. 

Special Mental Attack 

PsychicPsychicPsychicPsychic    
VenomVenomVenomVenom 

Opponent takes 1 point of 
Mental damage during their 

Power Phase for the 
next 1d6 turns. 

Special Mental Attack 

PsychicPsychicPsychicPsychic    
VampireVampireVampireVampire 

Steal 2 random cards 
from an opponent. 

Special Mental Attack 

MemoryMemoryMemoryMemory    
LapseLapseLapseLapse 

Opponent discards 
3 random cards. 

Special Mental Attack 

Mind Mind Mind Mind 
SwitchSwitchSwitchSwitch 

Switch hands with an opponent. 

Special Mental Attack 

AmnesiaAmnesiaAmnesiaAmnesia 

Opponent discards 
3 random cards. 



Special Mental Attack 

Mind Mind Mind Mind     
WipeWipeWipeWipe 

Opponent discards 
1d6 random cards. 

Physical Attack 

Enery Enery Enery Enery     
BoltBoltBoltBolt 

Deal 1d6 Physical damage. 

Physical Attack 

ElectrokinesisElectrokinesisElectrokinesisElectrokinesis 

Deal 1d6 Physical damage. 

Physical Attack 

TelekineticTelekineticTelekineticTelekinetic    
BlowBlowBlowBlow 

Deal 1d6 Physical damage. 

Physical Attack / Incapacitating Attack 

CryokinesisCryokinesisCryokinesisCryokinesis 

Deal 1d6 Physical damage. 
< or > 

Opponent may not play cards 
until the end of their next turn. 

Physical Attack 

TelekinesisTelekinesisTelekinesisTelekinesis 

Deal 1d6 Physical damage. 

Physical Attack 

PyrokinesisPyrokinesisPyrokinesisPyrokinesis 

Deal 1d6 Physical damage. 

Physical Attack 

MolecularMolecularMolecularMolecular    
AgitationAgitationAgitationAgitation 

Deal 1d6 Physical damage. 



Physical Attack / Mental Attack 

Mind over Mind over Mind over Mind over 
MatterMatterMatterMatter 

Deal 1d6 Physical damage . 
< or > 

Deal 1d6 Mental damage . 

Physical Attack / Physical Defense 

TemporalTemporalTemporalTemporal    
StasisStasisStasisStasis 

Deal 1d6 Physical damage. 
< or > 

Prevent 1 Physical Attack. 

Physical Attack 

BrainBrainBrainBrain    
BurnBurnBurnBurn 

Deal 1d6 Physical damage. 

Physical Defense 

Combat Combat Combat Combat 
SenseSenseSenseSense 

Prevent 1 Physical Attack. 

Physical Attack / Incapacitating Attack 

SuggestionSuggestionSuggestionSuggestion 

Deal 1d6 Physical damage. 
< or > 

Opponent may not play cards 
until the end of their next turn. 

Physical Defense 

LevitationLevitationLevitationLevitation 

Prevent 1 Physical Attack. 

Physical Attack / Incapacitating Attack 

DominationDominationDominationDomination 

Deal 1d6 Physical damage. 
< or > 

Opponent may not play cards 
until the end of their next turn. 

Physical Defense 

InvisibilityInvisibilityInvisibilityInvisibility 

Prevent 1 Physical Attack. 



Physical Defense 

TeleportTeleportTeleportTeleport 

Prevent 1 Physical Attack. 

Defense 

NeutralizeNeutralizeNeutralizeNeutralize 

Play at any time  to 
negate any one card play. 

Rejeneration 

RejuvinationRejuvinationRejuvinationRejuvination 

Regain 1d6 Physical Points. 

Defense 

ReflectionReflectionReflectionReflection 

Damage/Effect from any  
one Attack against you is  

applied to attacker. 

Defense 

SenseSenseSenseSense    
AuraAuraAuraAura 

Prevent any 1 attack. 

Incapacitating Attack 

MesmerizeMesmerizeMesmerizeMesmerize 

Opponent may not play cards 
until the end of their next turn. 

Defense 

AntiAntiAntiAnti----PsiPsiPsiPsi 

Prevent any 1 attack. 
Discard 1 additional card 
when you play this card. 

Incapacitating Attack 

Fugue StateFugue StateFugue StateFugue State 

Opponent may not play cards 
until the end of their next turn. 



Incapacitating Attack 

InflictInflictInflictInflict    
PainPainPainPain 

Opponent may not play cards 
until the end of their next turn. 

Incapacitating Attack 

ConfusionConfusionConfusionConfusion 

Opponent may not play cards 
until the end of their next turn. 

Incapacitating Attack 

FearFearFearFear 

Opponent may not play cards 
until the end of their next turn. 

Incapacitating Attack 

ImagesImagesImagesImages 

Opponent may not play cards 
until the end of their next turn. 

Incapacitating Attack 

SeizureSeizureSeizureSeizure 

Opponent may not play cards 
until the end of their next turn. 

E.S.P. 

AstralAstralAstralAstral    
ProjectionProjectionProjectionProjection 

Search the draw deck, 
put 1 card in your hand. 

Incapacitating Attack 

ParalysisParalysisParalysisParalysis 

Opponent may not play cards 
until the end of their next turn. 

E.S.P. 

AstralAstralAstralAstral    
SightSightSightSight 

Scry, look at next 2  
cards in the draw deck. 



E.S.P. 

ClarivoyanceClarivoyanceClarivoyanceClarivoyance 

Scry, draw 1 card. 

Power 

PsiPsiPsiPsi    
CapacitorCapacitorCapacitorCapacitor 

Add 1d6 to target die roll. 
Play when base card is played. 

E.S.P. 

PrecognitionPrecognitionPrecognitionPrecognition 

Look at next 5 cards 
In the draw deck. 

Power 

PsiPsiPsiPsi    
LensLensLensLens 

Add 1d6 to target die roll. 
Play when base card is played. 

E.S.P. 

TotalTotalTotalTotal    
RecallRecallRecallRecall 

Search the discard pile, 
Put 1 card in your hand. 

E.S.P. 

MentalMentalMentalMental    
ProbeProbeProbeProbe 

Scry and discard one 
of opponent’s cards. 

E.S.P. 

TelepathyTelepathyTelepathyTelepathy 

Scry all opponents 

E.S.P. 

BrainBrainBrainBrain    
StormStormStormStorm 

Draw 3 cards. 



Power 

PsionicPsionicPsionicPsionic    
SurgeSurgeSurgeSurge 

Add 1d6 to target die roll. 
Play when base card is played. 

Power 

PsionicPsionicPsionicPsionic    
AmplifierAmplifierAmplifierAmplifier 

Add 1d6 to target die roll. 
Play when base card is played. 

Power 

RealityRealityRealityReality    
SpikeSpikeSpikeSpike 

Add 1d6 to target die roll. 
Play when base card is played. 

Power 

EnergyEnergyEnergyEnergy    
WaveWaveWaveWave 

Add 1d6 to target die roll. 
Play when base card is played. 

Power 

MentalMentalMentalMental    
ReservesReservesReservesReserves 

Add 1d6 to target die roll. 
Play when base card is played. 

Power 

SharpSharpSharpSharp    
FocusFocusFocusFocus 

Add 1d6 to target die roll. 
Play when base card is played. 

Power 

PsionicPsionicPsionicPsionic    
EchoEchoEchoEcho 

Add 1d6 to target die roll. 
Play when base card is played. 

RRRRulesulesulesules    
Setup: 

Players begin with 20 Mental points and 20 
Physical points. If either is reduced to 0 at 
any time, that player is out of the game. 

Players each draw 3 cards from the deck. 
Determine who goes first at random. 

Play: 
First player must discard 1 card before start-

ing. (optional in larger games) 
Power Phase: 

Draw 2 cards. Discard down to 7. 
ESP Phase: 

You may play 1 E.S.P. or Regen. card. 
Attack Phase: 

You may play 1 Attack card. 
Defender may play 1 Defense card. 

 
Reshuffle and use the discard pile as needed. 
 
Power cards may be played before any die 

role. Certain other cards specify that they 
can be played at non-standard times. 

 
Full Rules from:  

www.angelfire.com/games2/warpspawn/ 


