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DEALER IN TERROR
EVERYONE BREAKS EVENTUALLY
YOUR MIND IS THE CRIME SCENE
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FEAR GAS             HALLUCINATORY PANIC              GAS GRENADES

CHEMICAL SPRAYERS              PROTECTIVE MASK

SFX: Breathe It In: When Mr. Fear uses Fear Gas to inflict emotional stress or create a fear-based 
complication, add d6 and step up the effect die.
SFX: The Worst Thing You Can Imagine: When a target already has emotional stress, trauma, guilt, or a 
personal fear-based complication, step up or double Hallucinatory Panic.
SFX: Crowd Panic: Against multiple targets in an enclosed or crowded space, add d6 and keep an extra effect 
die. Use the extra effect die to create a scene complication such as Stampede, Everyone Is Screaming, or No 
Clear Exit.
SFX: Contaminated Scene: Spend a doom die to create a persistent scene complication equal to the die 
spent, such as Fear Gas in the Air or Poisoned Ventilation.
SFX: Masked Against His Own Work: When reacting against gas, toxins, smoke, or fear-based chemical 
effects, add Protective Mask and step up the effect die.
Limit: Counteragent: When the heroes obtain an antidote, ventilate the room, use sealed suits, trigger 
sprinklers, deploy filters, or expose Mr. Fear’s chemical delivery system, add d6 to the doom pool and 
create Fear Gas Neutralized d8 as a complication against him.
Limit: Gear: Shutdown Fear Gas Arsenal and add d6 to the doom pool. Recover it by activating an opportunity 
or taking a transition scene to rearm.
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