
ITEMS
There are 97 items in the Reichbusters core game. A Hero may 
carry up to 4 items on their dashboard. If they gain a fifth, then 
they must drop another item to make space for it.

The effects and bonuses granted by identical items with  
are not cumulative.

Example: A Hero who has 2 Helmet Item tokens does not add  
during their defence tests.

+

4x Ammo  • 
Add  to a ranged attack.

7x AP Rounds  • 
This ranged weapon gains armour piercing 
for the duration of the attack.

5x Bandages  • 
Discard up to 2 permanent wounds from 
Heroes in your area.

+

4x Body Armour  • 
Add  during defence tests.

3x Disguise Kit  • 
 If a Hero triggers an increase in the awareness 
level of a room or corridor, and is the only Hero 
with line of sight to that room or corridor, 
discard the Disguise Kit Item token to cancel 
the awareness level increase.

3 Dog Biscuits  • 
 Discard this item to cancel the attack of all 
dogs, Experiment 6XXs, and General Wolff in 
the same area until the end of the turn.

7x Grenade  • 
Target an adjacent area in the Hero’s line 
of sight. Inflict 1 wound on all units in that 
area. Heroes take 1 permanent wound. Note 
that some Action cards allow Heros to throw 
grenades with no need for this item.

++

5 Helmet  • 
Add  during defence tests.

5x Keys  • 
An Unlock or Open door action performed 
by this Hero can open a locked door. During 
a campaign, any Keys Item tokens obtained 
during a mission can only be used during that 
mission. Discard them at the end of the mission.

+

2x Knuckledusters   • 
Add  to unarmed melee attacks.

4x Medic’s Bag • 
Discard 1 permanent wound from all Heroes 
in the Hero’s area.

3x Pain Killers  • 
 Discard 1 permanent wound from a Hero in 
your area. That Hero may ignore the effects 
of other wounds until their next turn starts.

4x Radio  • 
Once per action, you may re-roll blank results 
obtained during non-noise tests.

3x Smoke Grenade  • 
Target an adjacent area in the Hero’s line of 
sight. Place a  in that area. Line of sight 
can no longer be drawn into, out of, or through 
this area until the end of the next enemy turn. 
Melee attacks in the area are still possible.

4x Stick Grenade Bundle  • 
Target an adjacent area in the Hero’s line of 
sight. Inflict 1 wound on all units in that area. 
Heroes take 1 permanent wound. This attack 
is armour piercing.
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VRIL ITEMS

2x Vril Goggles  •  • 
 Target the same or an adjacent tile, ignoring 
line of sight, and reveal a number of items, 
room features or Spawn tokens equal to the 
vril result.

:  Reveal all room features, Item tokens and 
Spawn tokens on the tile.

:  Remove the Vril Goggles Item token from 
the game.

2x Vril Healing Potion  •  • 
Remove a number of permanent wounds from 
a Hero in your area equal to the vril die result.

:  Remove all permanent wounds from the 
targeted Hero.

3x Vril Injection  •  • 
Re-roll blank results for all your tests until 
the start of your next turn.

:   Add  to all tests until the start of your 
next turn.

: Ends this effect.

11x Vril Orb  • 
Use the orb during a Ready Equipment 
action to remove a . You can also use it 
to vril-enhance a weapon (see Rulebook, Vril 
enhancement, p. 19).

3x Vril Shield  • • 
The Hero chooses:
Add  to defence tests, OR if the shield is 
not , add 

 to defence tests, OR if the shield is 
 and 

 to defence tests, OR if the shield is 
 to a defence test.

:  Replace all damage from the attack with 
the Surge effect.

:  Ignore all damage from the attack.

OBJECTIVE ITEMS

3x Demolition Charge objective 
A Hero may use a Give Item action to plant 
a demolition charge on a faceup False 
Objective token.

1x Detonator objective 
Needed to complete a mission that uses 
Demolition Charge objective tokens.

1x Dossier objective 
A Hero that finds this Objective token may 
place it on their dashboard.

1x Escort objective 
 A unit with the escort keyword can be 
escorted by a Hero (see Player Guide, p. 7).

3x False objective 
This objective is a red herring. Keep looking!

4x Objective Complete 
 A Hero that can draw line of sight to an 
Objective Complete token may add it to an 
item slot on their dashboard.

ALIEN ITEMS
These Item tokens are from the Not of this Earth! expansion.

3 Acid Sac   • 
The Hero’s melee weapon gains armour 
piercing for the duration of the attack.

3 Adrenaline  •  • 
Remove a number of permanent wounds from 
a Hero in your area equal to the vril die result.

Remove all permanent wounds from 
the target Hero.

1 Alien Egg Objective   • 
A Hero with this token may exit the map once 
the mission objective has been completed.

6 Alien Heart  • 
Use this item as part of a Ready Equipment 
action to remove a .

2 Alien Pheromones  • 
Target an adjacent area in the Hero’s line of 
sight. Inflict 1 wound on each alien unit in 
that area. For each alien wounded, inflict 1 
wound on a non-alien enemy unit in that area.

2 Psychic Brain Stem  • 
 Target an adjacent area in the Hero’s line of 
sight. It is .

2 Spiked Chitin  • 
Add 

Spiked Chitin
 to unarmed melee attacks.  
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ENEMY KEYWORDS
In brown: Keywords from enemy units in the Not of this 
Earth! expansion.

Ablative Shield
The unit is immune to grenade attacks and to Tracking 
Bombers that explode in its area.

Armoured
An armoured unit cannot be wounded unless the attack is 
armour piercing.

Bodyguard
Heroes are unable to target officers or Vrilmeisters while 
a bodyguard unit is in the same area as the officer or 
Vrilmeister. Additionally, this unit gains +1 ranged attack/
melee attack/support when on the same tile as an officer 
or a Vrilmeister.

Bomber
If an enemy unit with the bomber keyword performs 
a melee attack or is wounded by a ranged attack, it 
explodes. This causes a  and inflicts 1 wound on all 
units in its area. Heroes take 1 permanent wound. The 
unit with the bomber keyword is destroyed. Note that a 
bomber does not explode if it is wounded in melee.

Chain Fire
This ranged attack targets all Heroes in the target area.

Coward
This unit will not move into the same area as a Hero. 
Additionally, it will move out of an area containing a 
Hero during the Action Stations! phase. The unit will 
stay in the area if it is unable to move. Coward takes 
precedence over guard.

Crush
Heroes wounded as a result of a melee attack by this unit 
are knocked down in addition to any other wound effects.

Detect
Increase all noise test results in this unit’s area by .

Dug In
This unit has +1 defence while at a guard point.

Elusive
This unit cannot be targeted while there is an enemy unit 
without the elusive keyword in its area. In addition, this 
unit can only be wounded by spending a  result.

Encourage
This unit adds its support value to each attack by another 
unit in its area that has the no hands keyword.

Enhance!
Zombies and experiments gain +1 attack and support in 
this unit’s area.

Fast
This unit moves two areas instead of one during the Action 
Stations! phase.

Fixed
This unit cannot move.

Guard
If this unit begins its activation in an area with a guard 
point or a captured Hero, count how many guard units are 
in that area. If there are fewer than 5 guards in total, the 
unit will remain in the area.

Incendiary
This attack is piercing and affects all units in the area. 
Compare the attack total against the defence of each unit 
in the targeted area.

Meatshield
When an area contains an enemy unit with the meatshield 
keyword, Heroes may not make ranged attacks against 
other enemy units in the meatshield’s area while it is a 
valid target.

No Hands
This unit cannot open or unlock doors.

Overwhelm
When spawning this unit, place two units on the map 
instead of one.

Piercing
All 
PiercingPiercing
All  count as  count as  during defence tests against this 
attack.

Pounce
When this unit moves into an area, any Heroes in that area 
are knocked down.

Psychic Blast
This ranged attack targets all Heroes in the target area. 
This is a versatile attack.

Psychic Shield
This unit gains +4 defence against ranged attacks.

Reinforce!
Sturm Angriffe, Sturm Kanoniere, Übersoldaten, sentry 
flamers, sentry guns and all armoured units gain +1 
defence while on this unit’s tile.
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Relentless
This unit ignores  effects.

Repulse
Heroes who are wounded by this unit are knocked back in 
addition to any other wound effects.

Ruthless
If this unit is in range and line of sight of a Hero at the 
start of the Action Stations! phase, it will make a ranged 
attack instead of moving.

Scuttle
This unit gains fast if it has a line of sight to a Hero before 
or after moving during the Action Stations! phase.

Smash!
Heroes who are wounded by this unit in melee combat 
are knocked back and then knocked down, in addition to 
any other wound effects.

Unique
This unit can only spawn or be placed once per game. All 
Vrilmeisters are unique.

Unstable
When this unit is removed, all enemy units in its area 
take 1 wound. Heroes take 1 permanent wound. This 
causes a .

Unstoppable
This unit ignores doors and locks when moving. Open any 
doors and locks that it passes through.

Vril acid
You cannot use items during defence tests against the 
unit’s ranged attacks.

Vrilmeister
Heroes may not spend heroism points when attacking a 
Vrilmeister. All Vrilmeisters are unique.

Xenobiologist
Alien units in this area gain +1 ranged attack/melee 
attack/support.

X Handler
When spawning this unit, also spawn 1 (X) unit in the 
same area.

X Wounds
This unit can sustain up to X wounds before dying.

HERO SKILLS
Auf Deutsch
Once per non-weapon noise test, you may spend a Once per non-weapon noise test, you may spend a  to 
reduce the awareness in the nearest room or corridor by 
one level.

Bitter
When you draw a Wound card, you may also draw an 
Action card.

Counter
Once per defence test, you may spend a  to make an 
attack against a unit that attacked this Hero.

Crowd Control
Once per attack test, you may spend a Once per attack test, you may spend a  to move all 
enemy units in the target’s area 1 area further away from 
this Hero.

Decoy
You may decide to make this Hero the target of an attack 
in place of another Hero in their area. The decoy must be 
a legal target for the attacker.

Deadly
Once per attack test, you may spend a Once per attack test, you may spend a  to add  to add  to 
the attack total.

Die Hard
This Hero’s attacks gain  and lethal when there are no 
other Heroes in their area.

Dual Wielding
When performing a ranged attack, a Hero may target up 
to 2 enemy units located in their area. Compare the attack 
test total against the total defence of the two enemy units. 
If the test is successful, the Hero wounds both targets.

Evasive
After being attacked by an enemy unit, this Hero may 
move to an adjacent area, away from the attacker.

Fire Support
Add 
Fire Support
Add  to all attack tests by other Heroes in the same 
area as your Hero.

Focused
This Hero may re-roll  per attack action.

Frenzy 
Once per turn, during a melee attack test, you may spend 
a 
Once per turn, during a melee attack test, you may spend 
a  to make an additional melee attack. Resolve the 
second melee attack after completing the first.

4



Genius
When performing the Draw 2 cards action, draw 3 cards 
from your Action deck into your hand. Then discard 1 
Action card.

Guardian
You may spend Action cards with a defence modifier to 
modify the defence tests of other Heroes in the same area.

Heavy Infantry
Once per defence test, you may spend a  to add  to 
the defence total.

Hit The Deck!
Once per defence test, you may spend a  to ignore all 
damage from an attack.

Iron Hide
Once per defence test, you may spend a  to add  to 
the defence total.

Lone Wolf
This Hero gains  and resilient when there are no other 
Heroes in their area.

Mech Implants
Once per defence test, you may spend a  to add  to 
the defence total. In addition, if the defence test fails, draw 
2 Wound cards, choose one to apply and discard the other.

Opportunist
After Turn Order tokens have been handed out, you may 
swap your Turn Order token with another player.

Quick Shot
Once per turn, when the Hero makes a ranged attack, you 
may spend a 
Once per turn, when the Hero makes a ranged attack, you 
may spend a  to make an additional ranged attack. 
Resolve the second attack after completing the first.

Rage
Once per melee attack test, you may spend a Once per melee attack test, you may spend a  to add 

 to the attack total.

Recon
Once per non-weapon noise test, you may spend a  to 
ignore the top effect of the Noise card.

Resilient
You may re-roll each  and  result once when this 
Hero makes a defence test.

Silent
Once per non-weapon noise test, you may spend a  to 
ignore all effects of the Noise card.

Sleight of Hand
Once per non-weapon noise test, you may spend a  
to draw 2 Noise cards, choose one to apply and discard 
the other.

Sneaky
When making a non-weapon noise test, reduce the noise 
value by .

Special Ops
Once per non-weapon noise test, you may spend a  to 
draw 1 Action card.

Squad Leader
This Hero may spend an Action card from their own hand 
to modify the attack test of another Hero in the same or 
an adjacent area.

Stealthy
You may re-roll  when making a non-weapon noise test.

Strong
This Hero gains  on unarmed attack tests. In addition, 
you may re-roll  during their defence tests.

Vengeance
Once during their turn, this Hero may move 1 if this 
allows them to move into an area containing one or 
more enemy units.

Vril Enhanced
Once per action, you may spend a Once per action, you may spend a  to recover one of 
your Action cards that has been removed from the game. 
Place it on top of your discard pile.

Vril Experiment
You may add  to any non-noise test. You may also 
spend 
You may add 
spend  to remove 1 permanent wound from your Hero, 
or inflict 1 wound on an enemy unit in the same area.

Vril Implants
Once per action, you may spend a Once per action, you may spend a  to change a  to change a  
result to a 
Once per action, you may spend a 
result to a .

Vril Tolerance
After you draw a Wound card when resolving a , 
resolve the top effect only, then discard it.

Withdraw
After applying the effects of a Wound card, the Hero may 
immediately move 1 (if possible).
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WEAPON KEYWORDS
Accurate
Accurate attacks can target an enemy unit even if the 
line of sight passes through other enemy units. In 
addition, accurate attacks ignore the bodyguard and 
meatshield keywords.

Armour Piercing
Attacks with armour piercing can wound an armoured 
unit. Armour piercing attacks against units without the 
armoured keyword inflict 2 wounds.

Burst
Once per attack test, you may spend a Once per attack test, you may spend a  or  or  or  to add  
to the attack total.

Once burst has been triggered, the attack can wound 
multiple targets in the same area. Some rules and 
keywords may restrict your choice of targets.

Calculate your attack total as normal. Apply this total to 
the initial target, and then to the other targets in the same 
area, one after the other. Each time a target is wounded, 
reduce the total by the amount needed to wound it, and 
move onto the next target. Continue until you fail to 
wound a target.

Example: A burst is triggered during an attack with a final 
total of 23. The target is a zombie with a defence of 7, in 
an area with 3 other zombies. The first zombie is wounded 
by the first 7 points of the attack total, leaving 16. This 
is enough to wound a second zombie in the area. Now, 9 
points remain. These wound a third zombie. Only 2 points 
are left. This is not enough to wound the final zombie, 
which survives the attack.

Critical Hit
Once per attack test, you may spend a Once per attack test, you may spend a  or  or  to 
immediately wound the targeted enemy.

Deadly
Once per attack test, you may spend a Once per attack test, you may spend a  to add  to add  to 
the attack total.

Double Tap
Once per attack test, you may spend a Once per attack test, you may spend a  to add  to 
the attack total.

Firestorm
This attack affects all units in the area. Compare the 
attack total against the defence of each unit in the 
targeted area.

Lethal
You may re-roll each You may re-roll each  and  and  result once when the 
Hero makes an attack test.

Lifedrain
Once per attack test, you may spend a Once per attack test, you may spend a  or  or  to 
immediately remove 1 permanent wound from this Hero.

Overload
Once per attack test, you may spend a Once per attack test, you may spend a  or  or  to make 
an additional attack with the same weapon. Resolve the 
second attack after completing the first.

Precise
For all attacks, each For all attacks, each  and  and  adds  adds  to the total.

Shockwave
Once per attack test, you may spend a Once per attack test, you may spend a  or  or  to target 
all other units in the area.
Compare the total attack score against the defence of 
each unit in the area.

Splash
Once per attack, you may spend a Once per attack, you may spend a  to apply the attack 
total to a second unit in the same area as the target.

Stunned
Once per attack test, you may spend a Once per attack test, you may spend a  to  the 
target’s area until the next Hero turn.

Unreliable
An unreliable weapon or item will always become jammed 
(mark it with a ) when it is used, unless a 

 weapon or item will always become jammed 
) when it is used, unless a  is spent on 

it during that action.

Jammed weapons cannot be used while they have a .

Versatile
Versatile weapons can make ranged attacks against 

enemy units in the same area as the Hero.
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KEYWORDS
Alert

Highest Awareness level of an enemy unit (see 
Rulebook, Awareness levels, p. 22).

Spawn/Spawning enemy units
Replace Spawn tokens with enemy units (see Rulebook, 
Spawning enemy units, p. 21).
Note: The expression Generate/Generating enemy units is 
also used.

At Ease
Lowest Awareness level of an enemy unit (see Rulebook, 
Awareness levels, p. 22). Enemy units that are At Ease 
have no Awareness token.

Awareness
Awareness represents the level of alertness of enemy 
units. There are 3 awareness levels: At Ease (no token), 
Suspicious ( ) and Alert ( ) (see Rulebook, Awareness 
levels, p. 22).

BANG!
Pre-alarm, when a  occurs, immediately 
advance the round marker by 1 round. The alarm 
is triggered if the end of the pre-alarm section 

of the mission tracker is reached.

Post-alarm, if a occurs, draw a Noise card and resolve 
the bottom effect.

Barracks
 are used to indicate the area in which 

enemy units are spawned by post-alarm Noise 
cards. When an enemy unit spawns and leaves 

a barracks, it is placed in the area shown by the arrow.

BOOM!
Pre-alarm, when a  occurs, immediately 
advance the round marker by 2 rounds. The 
alarm is triggered if the end of the pre-alarm 

section of the mission tracker is reached.

Post-alarm, if a  occurs, draw a Noise card and resolve 
both the top and bottom effects. If the  was triggered 
by an enemy unit, resolve the bottom effect only.

Captured
A Hero is captured when they are downed and in an area 
containing no other Heroes and 4 or more enemy units 
(see Rulebook, Captured Heroes, p. 19). Enemy units can 
capture multiple Heroes, but captured Heroes cannot 
be targeted by an enemy attack. Enemy units that have 
captured a Hero are still able to attack.

Cleared
Place a  in a room or corridor into which a 
Hero moves or ends their turn, if it contains no 
enemy units. (No more than one token per 

room/corridor). Enemy patrols cannot spawn in a room or 
corridor that contains a . However, if an enemy unit 
enters a room or corridor that contains a , remove the 
token from the map (see Rulebook, Cleared token, p. 15).

Downed
A Hero that has sustained 4 or more permanent wounds 
is considered downed. Place their miniature on its side 
to show this status. If a Hero is downed during their own 
turn, then their turn ends as soon as the current action is 
finished. If a Hero is healed so that they no longer have 
4 or more wounds, then they are no longer downed. A 
Hero who starts their turn downed must spend both of 
their basic actions to recover. When a Hero recovers, 
discard all but 2 wounds cards of your choice. Stand their 
miniature up again. You may once again play Action cards 
in the normal way. Downed Heroes cannot be targeted by 
enemy attacks.

Drained
Certain items and weapons can be . To 
remove a , the Hero must perform the Ready 
Equipment action and discard a Vril Orb Item 

token from their inventory (see Rulebook, Ready 
Equipment, p. 17).

Enemy patrols
Some Noise cards cause enemy patrols to appear. Patrols 
may take the form of enemy miniatures or Spawn tokens 
(see Rulebook, Enemy Patrols, p. 23).

Escort
This unit can be escorted off the map by a Hero in 
the same area. Heroes may spend a basic action 
to escort a unit, placing its 
the same area. Heroes may spend a basic action 
to escort a unit, placing its  in an item slot.

A Hero can place the 
to escort a unit, placing its 

A Hero can place the  in one of their item slots even 
when enemy units are in the same area.
When not assigned to a Hero’s dashboard, the When not assigned to a Hero’s dashboard, the  will 
move with its associated miniature.
Escorted units must move with the escorting Hero. If 
the Hero is knocked back, they must Drop the 
Escorted units must move with the escorting Hero. If 

, they must Drop the  before 
moving back.
Escorted units do not count as Heroes or enemy units. 
Captured Heroes automatically drop any 
Escorted units do not count as Heroes or enemy units. 

 Heroes automatically drop any .
A Hero may use the Give Item action to transfer a A Hero may use the Give Item action to transfer a  to 
another Hero. If the Hero drops the 
A Hero may use the Give Item action to transfer a 
another Hero. If the Hero drops the   for any reason, 
the token remains with the escorted unit until it is 
picked up again.

The 

picked up again.

The  is always placed faceup and causes .
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Guard point
Enemy units with the guard keyword will not 
move if they are activated in an area that 
contains a  (see Rulebook, Guard Point, p.25) 

and fewer than 5 enemy units.

Heroism Points
A Hero’s attack or defence 
test will be an automatic 
success, depending on the 

type of heroism point spent (see Rulebook, Heroism 
Points, p. 11). A Hero collects a Heroism Point token 
whenever they pacify a room or corridor (see Rulebook, 
Pacifying a room or corridor, p. 11) or rescue a hero (see 
Rulebook, Captured Heroes, p. 19).

Jammed
Certain items and weapons can be . To remove 
a , the Hero must perform the Ready 
Equipment action (see Rulebook, Ready 

Equipment, p. 17).

Knocked Back
Heroes that are knocked back must move 1 area away 
from the unit that caused the effect, and that player must 
discard one of the Hero’s Action cards. If the Hero has no 
more Action cards or is unable to move, they are knocked 
down. Knocked down and downed Heroes cannot be 
knocked back.

Knocked Down
Place the Hero’s miniature on its side. A Hero who is 
knocked down must spend 1 movement to stand up 
again before they can move further or perform any other 
actions. Unlike downed and captured Heroes, they may be 
targeted by enemy attacks. Enemy units can draw a line 
of sight through Heroes who have been knocked down.

Loot
An Item token that can be 
dropped by an enemy unit. 
The type of loot dropped by 

the unit is shown on the Faction card and Unit card (see 
Rulebook, Loot from enemy units, p. 16).

Obscured
Line of sight cannot be drawn into, through or 
out of an area that is . Melee attacks in the 
area are made in the normal way.

Pacify
A room or corridor with 4 or more enemy units in it is 
pacified when a Hero kills all the enemy units. The 
Hero must do this during their turn, without spending 
any Heroism Points (see Rulebook, Pacifying a room or 
corridor, p. 11). A Hero who pacifies a room or corridor 
may collect a randomly drawn Heroism Point token (see 
Rulebook, Heroism Points, p. 11).

Suppressed
Enemy units do not activate and will immediately 
end their activation in an area that is .
Remove any  from the map at the end of the 

enemy turn.

Surge
The  causes a catastrophic backfire. For each 
remaining , the Hero must immediately draw 
a Wound card and apply its permanent effect. 

The item or weapon is  (see Rulebook, Vril, p. 11).

Suspicious
The medium awareness level of an enemy unit 
(see Rulebook, Awareness levels, p. 22).

Vril
Whenever a Hero uses vril weapons or items, you must roll 
the number of vril dice shown on the equipment, and add 
them to the relevant test result (see Rulebook, Vril, p. 11).

Wound/Permanent wound
A Hero who suffers a wound applies the effect from the 
top of the Wound card. A Hero who suffers a permanent 
wound applies the top effect and then the bottom effect 
of the Wound card (see Rulebook, Defence, p. 26).
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