Band

· Student (all): Groups get 1 extra movement space free (passive)

· Student (all): They can stack any number of Students on a tile however only 3 can attack or defend. (passive)

· College: Drum Major: Allows a group they are in to participate in 4 Student combat.

· Teacher: Music Teacher: Allows all groups on a tile an extra movement.

· Base: Band room

· Special: Equipment room: Provides Baton. This allows that person or group that person is a free movement space, does not stack.

· Purchasable: 5c Symbol's: Allows Free pushing for the whole turn. (Is used immediately)

Youth Group

· Student (all): Immune to all combat specials. (passive)

· College: (Student name): Has 1 combat special from another player. (choose when created)

· Teacher: Biology: Nulls all passive specials on tile.

· Base: Home Economics.

· Special: Horticulture: Powerfully scented flowers allow holders to negate all incoming attacks on a tile for all players, it allows players to pass though one another freely (only when one player lands on another is a push created). Limit = Number of Opponents

· Purchasable: 5c Frisbee, Limit 1, May be “thrown” From one Student to another along with an item within 5 spaces. (does not count as an item)

Drama

· Student (all): Gives enemies a -1 per Student attacking them. (combat)

· College: Performing Arts Student: Good acting will bring tears to anyone. When someone Defeats your college Student/group containing college student they must also send someone to suspension.

· Teacher: Great Actor: This Student may teleport once freely taking up to 3 students with them. The may also be targeted in combat.

· Base: Stage

· Special: Prop Storage: Grants a counter that may be used before combat to prevent all damage.

· Purchasable: Prop Skull Serves as a Unyielding single unit that can be placed anywhere. It has 1 hit point.

Urban

· Student (all): Can move diagonal.

· College: Street Savy: May push for free.

· Teacher: Basket Ball Coach: Anyone holding an item at the start of the turn gets 3 free movement who stand on the same tile.

· Base: Detention.

· Special: Bathroom: This allows 3 students (per turn) to move anywhere in the hall. 

· Purchasable: 5c Basket Ball. Allows them and their group 1 free movement and counts as holding an item.

Emo

· Student (all): Takes +1 moves for someone to move next to a emo. This applies to groups. Groups will have to use multiple moves per Student so a group of 3 will have to spend 3 additional point to move past a emo. This ability activates on every side, not just once per emo

· College: When they are in a group who is defeated in combat they become a regular student instead of anyone dieing.

· Teacher: Raises the Push cost to 2 for the tile.

· Base: School Storage.

· Special: Boiler Room: Re-roll a cheer leader. Forces users back to base.

· Purchasable: Spike Bracelet.  Raises Movement Penalty for others to 2. (does not stack) Counts as a item.

Nerds.

· Student (all): Nerds can sucker punch. If nerds roll a 10 they can move 5 spaces, attack, then move the SAME guy 5 more spaces. They CANT attack anyone more than once from any one guy. If a nerd who has sucker punched target A joins a group of 1 or 2 who ALSO attacks that group will not receive a bonus from the nerd who has already attacked.

· College: May sacrifice a fellow student to lock a room.

· Teacher: Grants Mind Control. You may spend movement to move enemy Students on the teachers tile.

· Base: Computer Lab

· Special: Library: Counts as a second base.

· Purchasable: Robot! Limit 1 at a time. Combats as a group of 3, moves as a group of 1, has 3 hit points.

ROTC

· Student (all): May re-roll 1 die per turn.

· College: When alone, combats as a party of 2.

· Teacher: Allows all friendly Students

· Base: Study Hall:

· Special: Provides a counter that can be used to provide a reroll during combat. If a group has more than one they can only use one at a time.

· Purchasable: Espionage. Does not count as holding an item. If defeated  the wielder loses this item and joins the nearest  group of 2 or single student.

Audio Video (AV)

· Student (all): When they touch a cheer leader one IMMEDIATELY spawns.

· Student (all): Moving in and out of class rooms does not count as a space.

· College: May sacrifice another student in their group to break doors open.

· Teacher: Unlocks all doors, Friendly and Unfriendly on same tile.

· Base: AV lab.

· Special: Photography class: Provides them with a “camera” which can snapshot (ie) steal a cheer leader without engaging in combat.

· Purchasable: Digital Camera: May be used to Instantly capture a cheerleader being carried by your group. Counts as holding an item.

Jocks

· Student (all): Each pep team they have gives them an extra 5 to movement. (max 70)

· College: Free Pushing, Gets 1 free movement for clearing a space.

· Teacher: Free Pushing for all Jocks on tile.

· Base: Locker Room

· Special: Weight Room Provides a guy with a +1 to combat

· Purchasable: Foot Ball Helmet. 5c

Track and field.

· Student (all): Soft cap for movement is increased to 15

· College: Starts turn with 5 Free Movement.

· Teacher: All TaF on same tile get 3 free spaces to start turn.

· Base:Gym

· Special: Exorcise room: After a quick stretch entering this room will grant a counter that can be spent to move the holder ANY number of spaces regardless of limits.

· Purchasable: Tennis Shews. 3 Free Movement for wearing a them. Does not count as an item.

Shop 

· Student (all): Each Student a shop team has will give them a +1 to their dice roll, (per square not global)

· College: Doubles Combat and Special Bonus's when in a group of 1 or 2.

· Teacher: All Students on tile have Special Effect.

· Base: Shop Class

· Special: Auto body: Provides -1 to enemy dice rolls Per Student with a counter, Counters are granted upon entry.

· Purchasable: Tool Belt. Allows Student to hold 2 items (does not count as a item)

Preps

· Student (all): Preps can stack 4 Students as apposed to 3 giving them a total of 5d6

· College: 

· Teacher: 

· Base: Cafeteria

· Special: Student Store: School jacket. The school jacket lets groups of preps move as groups of fewer members. For example, a group of 4 moves as a group of 3 and a group of 3 moves as 2 and 2 moves like 1. Single Students do not however receive a bonus.

· Purchasable:

