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Difficulty: Players:  

 

Disable and Control cards: The decker starts the game with the Disable card in play (refer the 
flip side of the Disable card). Set the two drone Control cards aside (refer the flip side of the 
Control cards). The Control cards are put into play when the decker clears the tracks of the 
Disable card. 
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PLAYING WITH FEWER THAN FOUR RUNNERS

 

Take the top five cards of the Normal obstacle deck: Shuffle one of the set 
aside drone cards in with the bottom three cards, and shuffle the other set aside drone card in 
with the top two cards. Place these seven cards on top of the Normal obstacle deck. 

Take the top three cards of the Normal obstacle deck: Shuffle one of the set 
aside drone cards in with the bottom two cards, and shuffle the other set aside drone card in 
with the top card. Place these five cards on top of the Normal obstacle deck. 
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Normal Obstacle Deck 
Set aside the two green Tech Normal obstacles: Light Combat Drone and Aerial Combat Drone. 
 

Take the top six cards of the Normal obstacle deck: Shuffle one of the set aside drone obstacle 
in with the bottom three cards, and shuffle the other set aside obstacle in with the top three 
cards. Place these eight cards on top of the Normal obstacle deck. 

 

The Black Market 
Prep Work: At the start of the game, the decker may discard a card from the Black Market and 
replace it with a 2 or 3 cost HACKING card. 
 



    
        

  

All cards are made to be double sided (glue, fold & cut) 

DISABLE: 

 

 

 

 

Aerial Combat Drone 
 

Disabled 

 

 

 

 

Disabled 
 

 

Light Combat Drone 
 

 
 

DISABELING DRONE OBSTACLES 
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Aerial Combat Drone and Light Combat Drone  
Note the difference between drone obstacles and drone Control cards.  
The mission starts out with Aerial Combat Drone and Light Combat Drone obstacles from the base game (refer the Setup section of the 
mission sheet). Later in the game, when your decker hijacks these obstacles, you discard the obstacles and replace them with the Aerial 
Combat Drone and Light Combat Drone Control cards, which are two special cards that come with this mission:  

 



 
 

 
 
 
 
 

 
 
 
 
 
 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 

 

LIGHT COMBAT DRONE 
Decker only. Discard 4 nuyen to put the  

Light Combat Drone Control card into play 

 

 

DRONE SWARM 
Decker only. Discard 6 nuyen put the Light  

Combat Drone and Aerial Combat Drone  
Control cards into play 

 

 

 

 

AERIAL COMBAT DRONE 
Decker only. Discard 3 nuyen to put the  

Aerial Combat Drone Control card into play 

 

 

LIGHT COMBAT DRONE 
Decker only. Discard 4 nuyen to put the  

Light Combat Drone Control card into play 
 

 

 

DRONE SWARM 
Decker only. Discard 6 nuyen put the Light  

Combat Drone and Aerial Combat Drone  
Control cards into play 

 

 

 

 

 

AERIAL COMBAT DRONE 
Decker only. Discard 3 nuyen to put the  

Aerial Combat Drone Control card into play 
 

 

 

 

 
 

 

 

 

 

The upgrade stickers are not used in the Chummer 
missions, but give an option to add the drones to other 
missions by spending Karma and paying the nuyen cost.  
 
At the start of a round (before the Play Cards phase), the 
decker may put the drone Control card(s) into play by 
discarding the nuyen cost of the upgrade. 
 
(If adding drones to other missions, the Disable card is not 
used, only the upgrade stickers and the two Control cards 
are needed.) 

 

 

 
 

 
 

 
 

 
 

 


