Fram. Gr.

HAZARD

Wild: If the majority of tokens in your home system is not yours, send all tokens there (including your own) to the warp. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When this card enters your hand, take the Flares corresponding to all of your power cards. Look through the discard pile, the deck, other players’ hands (including the Miser’s hoard, etc.), and finally the unused Flare deck. While holding this card, you may use your powers only as their Wild Flares, if the Flare is in your hand. Super:

HAZARD

Wild: If you have tokens in the warp, you can count the warp as a planet base towards the win. Super:

Fram. Gr.

HAZARD

Wild: If you are attacked on a base that is occupied by tokens belonging to other players, you may add one point to your total for each of those tokens. Super:

Fram. Gr.

HAZARD

Wild: Make all players (including yourself) pass their Lucre to the left or right. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player, you may ooze your tokens into or out of a challenge (just as the Amoeba can) except you do so after allies are in but before cards are played. Super:

Fram. Gr.

HAZARD

Wild: You may discard all of your Attack cards and draw a new card from the top of the deck for each. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When you are a main player or an ally and another player tries to use a Wild Flare card, you may prevent him from doing so. Use this against only one Flare per challenge. Super:

Fram. Gr.

HAZARD

Wild: You may look through the deck and select one card from it for your hand, then discard this Flare. Super:

Fram. Gr.

HAZARD

Wild: If, as the defensive player, you lose to an attack, you may throw all offensive tokens (plus their allies) into the warp. In spite of winning, offensive players and their allies don’t get a base. Super:

Fram. Gr.

HAZARD

Wild: As a main player, tokens lost to your attack are imprisoned on your star disc. You may ransom them to their owners at the start of their turns by suggesting a deal which includes the tokens (see rules on deals). Imprisoned tokens go to the warp once this card is not in the hand of the owner of their star prison. Super:

HAZARD

Wild: On each challenge you may auction off your hand one card at a time until no one bids or you decide to stop. You may announce what each card is or its type (Edict, Flare, etc.) If you have no bidders at all on three auctions in a row, you must discard this card. Super:

Fram. Gr.

HAZARD

Wild: Collect all Lucre from other players. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may shuffle, reverse, and fan the deck so all players see what cards are coming up next. All cards must be taken from the new top of the deck. The revealed deck stays face up until all its cards are gone. Super:

Fram. Gr.

HAZARD

Wild: As a winning main player or ally, you may throw all other winning tokens into the warp after your win. Super:

Fram. Gr.

HAZARD

Wild: Pull all moons in the game into your home system. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may "hijack an armored car." Take all Lucre going to or from the box at one time. The player(s) get nothing for them. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may take Lucre from the box when not entitled. If you are caught, pay the Lucre you were trying to steal to the player who caught you and discard this card. Super:

Fram. Gr.

HAZARD

Wild: On each challenge, you may give a power card (picked at random from those not in the game) to another player who has not lost the use of his power(s). If he uses this power, he must pay you a Lucre. Whether the power is used or not, it is discarded at the end of the challenge. Super:

Fram. Gr.

HAZARD

Wild: When you are a main player in a challenge, each moon you occupy counts as one ally token for your side. Super:

HAZARD

Wild: At the start of your turn, you may remove up to 5 of your tokens from bases to the warp and take one Lucre from the box for each. Super:

Fram. Gr.

HAZARD

Wild: You may add your allies’ Lucre in a challenge. Super:

Fram. Gr.

HAZARD

Wild: At the end of any player’s turn, you may reshuffle the destiny pile with the destiny discard pile, and cut to determine whose turn will be next (as if just beginning the game). The order of turns will start over, beginning with that player. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Give your regular hand to another player and immediately draw a new one. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If your opponent in a challenge plays an Attack 7, you win the challenge. Also, if you lose a challenge by exactly seven points, you win instead. Super:

Fram. Gr.

HAZARD

Wild: Force all other players to discard their Flares. You pick them up. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may bet on a challenge without the Bookie. Before cards are revealed, pay one Lucre to the box, and announce the side you are betting on. If your side wins take two Lucre back. If a deal is made, take one Lucre back. Super:

Fram. Gr.

HAZARD

Wild: Whenever any of your tokens should be lost to the warp, you may keep them. (Return them to bases if necessary). Super:

Fram. Gr.

HAZARD

Wild: Toss two tokens (your choice) from every player (including yourself) into the warp. Discard after use. Super:

HAZARD

Wild: You may pay eight Lucre to the box, and establish a base anywhere. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Whenever any other player reveals a compromise card in a challenge, that player must immediately give you a base on a planet (your choice) where he or she has a token or must lose two tokens to the warp (the player’s choice). Under Emotion Control, you are considered to have revealed a compromise card. Super:

Fram. Gr.

HAZARD

Wild: As the offensive player you may force all other players to play a challenge card before you flip the destiny pile. After you have chosen the defensive player, all other players return their card to their hands. Super:

Fram. Gr.

HAZARD

Wild: You may secretly take a token from any other player’s base and put it into the warp, once per challenge, without showing this card. However, if you get caught in the act, the token is not lost and you replace the token, pay a Lucre, if you have any, to the player who caught you, and discard this card. You may not take a Zombie token. Super:

Fram. Gr.

HAZARD

Wild: As a main player, once challenge cards are played, call "odd" or "even". When the cards are revealed, if their total is as you predicted, your opponent’s card value is now reduced by the value of your card. If you were wrong, your card is reduced by the value of his. Super:

Fram. Gr.

HAZARD

Wild: While you hold this card, your turn is limited to one challenge. Super:

Fram. Gr.

HAZARD

Wild: If you win your first challenge against a planet base, instead of drawing from Destiny for your second challenge, you may attack one of the adjacent planets. Super:

Fram. Gr.

HAZARD

Wild: Whenever a vote is taken, you may offer one other player anything possible under normal deal conditions to vote the way you want him to. You make the initial offer, and the player may make one counter offer, which you must accept or reject. Super:

Fram. Gr.

HAZARD

Wild: When your color is actually flipped in the destiny pile, each of your tokens may "Cannibalize" another player’s tokens from a base that you share with him. Remove one of his tokens from that base to the warp for each token you have on the base. Discard after use. Super:

HAZARD

Wild: As a main player, if both sides play Attack cards, you may draw one card from the deck for every 5 point difference in the final totals. Super:

Fram. Gr.

HAZARD

Wild: As a winning defensive ally, you may choose to take any combination of cards, tokens from the warp, or Lucre as defensive rewards. Super:

Fram. Gr.

HAZARD

Wild: Force all players who have one to play a challenge card. High card gets them all. In the case of a tie, all players keep their cards. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may halve the value of the tokens on your opponent’s side before calculating his total. For rewards or consolation tokens have full value. Super:

Fram. Gr.

HAZARD

Wild: You may hold a "book burning. Force all players to discard all cards of any one category (Attack cards, Compromise cards, Edicts, Flares, Kickers, Reinforcements, or Hazard Cards/Safeties). Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may ask one of the main players in a challenge how many Edicts, Flares, Kickers, Reinforcements, Safeties, Attack cards, or Compromise cards he has. He must tell you. Super:

Fram. Gr.

HAZARD

Wild: You may pass this card to the player on your left, and draw a card at random from his regular hand. This Flare may be used only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: If you are required to involuntarily return all of your Lucre to the box, you may discard this card instead. Super:

Fram. Gr.

HAZARD

Wild: Collect all power cards in the game. Shuffle them and redeal so that each player ends up with the same number he started with. Discard after use. Super:

HAZARD

Wild: On each challenge, you may cancel the first flip of the destiny pile and cause the next disc to be turned up. Super:

Fram. Gr.

HAZARD

Wild: Collect up to double the usual number of consolation cards, if your opponent has sufficient cards. Super:

Fram. Gr.

HAZARD

Wild: You need not pay taxes or fees of Lucre or tokens. Super:

Fram. Gr.

HAZARD

Wild: If you collect defensive rewards or consolation in a system other than your own, all of your tokens on planet bases in that system count towards the number of cards or tokens from the warp that you may take. Super:

Fram. Gr.

HAZARD

Wild: Force all players (including yourself) to exchange one Alien Power card for a new one taken at random. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Free all tokens from the Warp. Players return them to bases. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you have more than one of any Attack card you play, you may discard them all after the challenge. Super:

Fram. Gr.

HAZARD

Wild: When this card enters your hand, discard a Flare (other than this one, unless you have no other), an Edict, and an Attack card (if possible), and retrieve up to 5 of your tokens from the Warp to bases. Super:

Fram. Gr.

HAZARD

Wild: You may discard one of your alien power cards and draw 2 new ones at random. Choose one of them to replace the one you discarded. Discard after use. Super:

HAZARD

Wild: As the offensive player in a challenge, after cards are down, you may draft all of any one player’s tokens from the defensive base to be your allies if that player is not already allied on the defensive side in the challenge or the defensive player in the challenge. Super:

Fram. Gr.

HAZARD

Wild: While this card is in your hand, you must attempt to ally in every challenge in which you are invited. Super:

Fram. Gr.

HAZARD

Wild: You may take a card at random from each other player’s regular hand and discard it along with this card. Super:

Fram. Gr.

HAZARD

Wild: If you have tokens on at least one other player’s star disc, you may count it as one base towards your win. Super:

Fram. Gr.

HAZARD

Wild: You may discard all of your Compromise cards and take a Lucre from the box for each. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may "change channels" causing all powers, hands, and Lucre to shift one position to the right or left. This card may be used only once per turn. Super:

Fram. Gr.

HAZARD

Wild: If the sum of the Attack cards in your regular hand is greater than 50, you may take a base anywhere. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When this card enters your hand, return all of your Lucre to the box. Super:

Fram. Gr.

HAZARD

Wild: Draw a Flare from the Flare deck for each moon you occupy. While you occupy a moon, you may use the wild Flare associated with it. If you land on a moon after this card is in your hand, draw a Flare for it. If the moon is secret, you may keep the Flare secret and reveal it independently. Super:

HAZARD

Wild: While this card is in your hand, you may not use your power(s). Super:

Fram. Gr.

HAZARD

Wild: Between challenges, you may rearrange your tokens among your bases as you wish. Super:

Fram. Gr.

HAZARD

Wild: Once per challenge, you may use any other Wild Flare in your hand as its Super, unless the Super Flare is an enhancement of the original power. Super:

Fram. Gr.

HAZARD

Wild: At the start of your turn, collect all players’ regular hands. Shuffle them together and redeal them so that each player ends up with the same number of cards as they started with. Super:

Fram. Gr.

HAZARD

Wild: You do not have to point the cone until allies are committed. Super:

Fram. Gr.

HAZARD

Wild: You can not be attacked in your home system. If no other legitimate challenge is possible in your system, the offensive player must flip the destiny pile again. Super:

Fram. Gr.

HAZARD

Wild: When challenged on a base occupied by tokens of another player (except the offensive player) you may delegate that player as the defensive player. You are not involved in that challenge as a main player. Super:

Fram. Gr.

HAZARD

Wild: If a player fails to deal with you, sacrifice two of his tokens (your choice) to the warp. This is in addition to the tokens lost normally. Super:

Fram. Gr.

HAZARD

Wild: As offensive player, you may challenge all tokens on the defensive planet. You pick one player who has token(s) there to be defensive player. All tokens there count toward the defensive player’s total, and will go to the warp if you win, but no defensive allies are permitted. Super:

HAZARD

Wild: Take one Lucre from the box each time your color is actually flipped in the destiny pile. Super:

Fram. Gr.

HAZARD

Wild: Force all other players to discard their Edicts. You pick them up (Despite the Vulch). Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you actually flip your own color in the destiny pile, you may take the star disc. Later on, between challenges you may put it back into the destiny discard pile in exchange for one challenge anywhere. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: For the rest of a challenge in which a player stops you from using your power(s), he may not use his. Super:

Fram. Gr.

HAZARD

Wild: At the end of your turn, you may make one extra challenge. Super:

Fram. Gr.

HAZARD

Wild: Once the color on any disc has been determined, you may propose an alternate color. All players now vote on which it is with one vote each. Ties are decided by you. (Votes overpower normal Dictator commands.) Super:

Fram. Gr.

HAZARD

Wild: Once per challenge, you may confront any player who has offended you (in your opinion). You both must deal (see rules) or lose 3 tokens to the warp. Play then continues. Super:

Fram. Gr.

HAZARD

Wild: Make all other players as a group discard (if possible) one: Flare, Edict, Moon, Token to warp, Attack, Compromise, Kicker, and Alien Power (if multiple powers). If the players can’t agree upon how to do so in two minutes, then each player must discard the entire list (or as much as possible) alone. Use once and discard. Super:

Fram. Gr.

HAZARD

Wild: You may divide the number of Lucre on your opponent’s side by the number of Lucre on your side before he adds them in a challenge. Super:

HAZARD

Wild: Whenever you would normally put tokens into the cone, instead of doing so, you may secretly write down the number you want to put in and on which side. When the outcome is being determined, reveal what you wrote and it is counted in. Now dispose of your tokens as if that number had been in the cone. Super:

Fram. Gr.

HAZARD

Wild: You may double the value of any Attack card you play. Super:

Fram. Gr.

HAZARD

Wild: You may take one Lucre from the box for each Lucre you currently have, thus doubling your number. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may discard cards from your hand (despite the Visionary). You pay one Lucre to the box for each card you discard in this manner. If the Dragon is in the game, pay the Lucre to the Dragon. Super:

Fram. Gr.

HAZARD

Wild: You may force any two players (including yourself) to fight a duel. They must play a challenge without tokens or allies. The winner gets this card. If players deal or fail to deal, keep this card. Use only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: Nullify a deal made by other players after it is agreed to. They can not make another. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may declare one planet in your home system to be a Black Hole. All tokens there are removed from the game and the planet is destroyed. Place your star disc over it. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you are a main player, you may remove one token from any base (your pick) to the warp from any player who does not say "Sir" or "Ma’am" (whichever is appropriate) each time he speaks during that challenge. Super:

Fram. Gr.

HAZARD

Wild: You may be hired for Lucre to ally on either side of a contested non-planet challenge. If your side wins thec challenge, you get defensive rewards (even if you allied offensively). Super:

HAZARD

Wild: As a main player in a challenge, after cards are played, but before they are revealed, you may throw any number of your tokens from home bases into the Warp, adding one point to your total for each. Super:

Fram. Gr.

HAZARD

Wild: You may prevent a non-main player from participating in a challenge. He may not ally or play cards during the challenge. Super:

Fram. Gr.

HAZARD

Wild: You may hold a "slave auction". Auction off tokens held on your star disc one at a time until no one bids. Bids are made in Lucre. If a player buys his own token, he returns it to a base; if he buys another player’s, he places the token on his star disc. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may beam up to 2 of your tokens from another player’s star disc back to your home bases. Super:

Fram. Gr.

HAZARD

Wild: At the start of your turn, you may "invest" some of your Lucre. Put them in the box. At the end of the turn, the investment matures. If you still have this card, retrieve your Lucre, plus an equal number from the box. If you lose this card before your turn ends, the investment is lost. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may choose to have the outcome decided as if you had the same number of tokens on your side as your opponent. Super:

Fram. Gr.

HAZARD

Wild: Every time you take any new card(s) from the deck into your hand, you may feel guilty and give some of them to other players. You may not, however, give away more than 3 cards per challenge in this way. Super:

Fram. Gr.

HAZARD

Wild: Give this card to another player in exchange for the Flare of his choice from his regular hand. If he has no Flares, take his entire regular hand. Use only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may count your own tokens as 10 for the purpose of calculating your total, regardless of the actual number. For consolation or rewards, use the actual number of tokens. Super:

HAZARD

Wild: As a main player in a challenge, if both players have revealed Attack cards, you may extend the challenge once. Each player, if possible, plays an additional Attack card which is added to the first. If either player is unable to play another Attack card, the challenge is over. Super:

Fram. Gr.

HAZARD

Wild: If another player is rude enough to flip your color in the destiny pile two times in a row during a turn, that player must pay you 3 Lucre, or lose a base (that player’s choice). The tokens go to the warp. Super:

Fram. Gr.

HAZARD

Wild: When you must play a challenge card, you may elect to play if from the deck. Draw cards from the deck until you get a challenge card to play. Discard any non-Challenge cards you draw immediately. Super:

Fram. Gr.

HAZARD

Wild: As a main player, before cards are revealed, you may choose to have the outcome of the challenge based solely on the number of allies per side. Whoever has the most allies wins the challenge, and the played cards are discarded. Super:

Fram. Gr.

HAZARD

Wild: Regardless of any other game rule, you may cause any fractional number to be rounded up or down. Super:

Fram. Gr.

HAZARD

Wild: You may cheat and take tokens from the warp (to bases) or cards from the deck or discard pile even when you are not entitled to them. If caught in the act, you lose one token to the warp and return the items you were caught Filching. You don’t have to reveal this card unless you are caught, but once it is revealed, the deck and discard are placed next to you for easy access. Super:

Fram. Gr.

HAZARD

Wild: You may declare a planet "filthy" and all tokens there are returned to other of their bases (or to the warp if they have no bases). Any tokens which should land there on that challenge return to other bases. Use once and discard. Super:

Fram. Gr.

HAZARD

Wild: You may put any number of your tokens in the bank at the beginning of your turn by placing them on your star disc. At the beginning of the next player’s turn, return these tokens, together with an equal number of tokens from the warp, to bases. If you lose this card while you have tokens in the bank, they go to the warp. Super:

Fram. Gr.

HAZARD

Wild: If you lose a challenge as an ally, you may declare that the challenge was "fixed" and return your tokens to bases. Super:

HAZARD

Wild: If you think another player is taking too long, you may take the second challenge of his turn for him. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you win a challenge by 10 or more points, your opponent must vacate a base of your choice. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may "be with" another player (except the Filth) who has just gained a planet base, by placing one of your tokens on that base along with that player. Use once and discard. Super:

Fram. Gr.

HAZARD

Wild: You may Plague two players, Revolt or Rebirth two bases, or get double rewards from a Victory Boon when you play this card at the same time. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: On each challenge, you may allow another player who has lost his power(s) to use one of them. Super:

Fram. Gr.

HAZARD

Wild: Your opponent in a challenge may not play his highest Attack card if he can play another Challenge card. Super:

Fram. Gr.

HAZARD

Wild: On each challenge, you may freeze a specific card. No one may play that card for the duration of the challenge. Super:

Fram. Gr.

HAZARD

Wild: While this card is in your hand, you must invite all allies whenever possible. Super:

Fram. Gr.

HAZARD

Wild: When you win as defensive player on your home system, you may collect all offensive tokens from the challenge and ring them around your planet system. They now count toward your total when you are the defensive player. Captured tokens do not have any special characteristics. When you lose this card, announce that the lost tokens may be retrieved by their owners to their bases. Super:

HAZARD

Wild: As a main player, before cards are revealed, you may call out any number as a "spread". If the 2 cards are revealed to be different by that number or more, you add that "spread" number to the card that you have revealed. Super:

Fram. Gr.

HAZARD

Wild: If you win a challenge or make a deal, collect all of the Flares from your opponent’s regular hand. If you lose a challenge or fail to deal, you must give him this card. Super:

Fram. Gr.

HAZARD

Wild: If you lose a challenge, you may ring your tokens around your opponent’s star disc. They subtract from his total cin any challenge until you remove them to the warp when you lose this card. Super:

Fram. Gr.

HAZARD

Wild: You may play two Kickers, deciding which one you want to play after cards are revealed. Return the other Kicker to your hand. Super:

Fram. Gr.

HAZARD

Wild: Use this card as a +5 Reinforcement. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When another player pays you Lucre, take an equal number from the box. Super:

Fram. Gr.

HAZARD

Wild: Booby trap a color. Announce the color, and whenever it is actually flipped in the destiny pile while you hold this card, the player’s turn ends. Super:

Fram. Gr.

HAZARD

Wild: Once per turn, you may eat one token in your system. Place it into the Warp. If this is a players last token on the base, give him this card. Super:

Fram. Gr.

HAZARD

Wild: You may look at one unexposed moon in the defensive system before deciding whether to challenge it. Super:

HAZARD

Wild: You may prevent a player from removing his tokens from one base that you share with him unless he is going to place them into the warp. Super:

Fram. Gr.

HAZARD

Wild: You may use one power from any player who Zaps you to replace each Zapped power. Super:

Fram. Gr.

HAZARD

Wild: Take a Safety card from another player. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Place one other card from your regular hand face down for each other player in the game. Starting with the cplayer to your left, each must take a card. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you are a main player and your opponent wins the challenge, his allies get nothing for the win and must take their tokens back to bases. Super:

Fram. Gr.

HAZARD

Wild: You may pay one card of your choice instead of each Lucre or token you are required to pay as a tax or fee. Super:

Fram. Gr.

HAZARD

Wild: When you lose your third home base to an attack, you may immediately attack it to try to regain your power. Choose one player to defend. No allies are permitted in the counterattack. Super:

Fram. Gr.

HAZARD

Wild: You may discard half your regular hand (including this card). Round up. Super:

Fram. Gr.

HAZARD

Wild: You need not take a Hazard Card. Super:

HAZARD

Wild: Your power(s) are immune to Zap Edicts. Super:

Fram. Gr.

HAZARD

Wild: Whenever you are not involved in a challenge, you may steal the challenge card of one main player after it is played, but before it is revealed. You must give this card to him. He must play another challenge card. Super:

Fram. Gr.

HAZARD

Wild: You may take all of your tokens out of the warp to bases. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Nullify a Safety as another player tries to use it. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you have no power(s) your opponent may not use his. Super:

Fram. Gr.

HAZARD

Wild: For Lucre, you may lease the use of your own power (but not the card itself) to another player for the remainder of the challenge, unless you’ve lost your power. Negotiate the lease fee (at least one Lucre) with that player. You can’t use your power while it is leased, nor can the leasing player use his or hers. Super:

Fram. Gr.

HAZARD

Wild: You may combine two power cards belonging to two different players (you may be one ot them). The two players must play out a challenge with no tokens involved. The winner gets the newly created hybrid. If a deal sitiation results, one player must get the hybrid in the deal. If no deal is reached, the new hybrid is removed from the game. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: At the end of someone else’s turn, you may reverse the order of play. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you make a deal, the player(s) you deal with must lose 3 tokens to the warp anyway. Super:

HAZARD

Wild: Swap bases with another player. Vacate a planet base and place all of your tokens on a planet base that is occupied by another player. Take all of his tokens from that base and place them on the base you vacated. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may force a player to vacate a base in your home system. He must return the tokens to other bases. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Destroy the cone. All tokens on it go to the warp and play passes. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may pull all moons you occupy into your home system. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, after you and your opponent have revealed your cards, if you played an Attack card, you may draw one Attack card at random from your opponent’s regular hand (if he has any left) and add it to your total in the challenge. The card is discarded. Super:

Fram. Gr.

HAZARD

Wild: If you lose a challenge as a main player, you may discard your hand (including this Flare) and get a new one according to normal rules. Super:

Fram. Gr.

HAZARD

Wild: Whenever a planet base in your home system becomes vacant, you may place a token on it. The Invader may not. Super:

Fram. Gr.

HAZARD

Wild: After purchasing cards, you may elect to return them all to the top of the deck for a full refund. Super:

Fram. Gr.

HAZARD

Wild: When this card enters your hand, you must play any type Edicts that are in your hand against yourself. While you hold this card, you must immediately play a radiation symbol card against yourself when it enters your hand. Super:

HAZARD

Wild: Take 5 Lucre from the box. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you win a challenge by playing an Attack 13, you may take one additional base anywhere. Super:

Fram. Gr.

HAZARD

Wild: When you are a main player, if the totals in the challenge differ by less than 5, you may call it a draw. Allies go home and you and your opponent try to deal. If you fail, each will lose 3 tokens to the warp. Super:

Fram. Gr.

HAZARD

Wild: If another player establishes an external base, he must let you join him there or return his tokens to other bases. Super:

Fram. Gr.

HAZARD

Wild: Before playing a card, you may remove all of your tokens from the cone to the warp. Super:

Fram. Gr.

HAZARD

Wild: Challenge another player to a one-on-one duel. The two players play a challenge as if no tokens were involved. No other player may interfere in any way. The loser must vacate a planet base, and the winner may move tokens to the vacated base. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player, you may borrow the top Flare from the Flare deck. At the end of the challenge, whether you have used it or not, set it aside. Super:

Fram. Gr.

HAZARD

Wild: You may evict another player’s tokens from one base you share with him. Tokens return to other bases if possible or else to the warp. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you are a main player, your opponent (except for the Oracle) must choose a challenge card and play it before he asks for allies. Super:

HAZARD

Wild: You lose no tokens if you fail to deal. Super:

Fram. Gr.

HAZARD

Wild: Once per turn, you may exchange one of your power cards for another power card beginning with the same letter of the alphabet. This power card must have been in the game, or currently be in the game. Super:

Fram. Gr.

HAZARD

Wild: Draw an extra power card at random from those not in the game. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Whenever you are required to pay Lucre to another player, you may take that Lucre from the box in order to make your payment. Super:

Fram. Gr.

HAZARD

Wild: You may offer to lend another player the use of a wild Flare from your hand for one challenge, in exchange for one or more Lucre. Super:

Fram. Gr.

HAZARD

Wild: Once per turn, you may replace one unoccupied moon with a random moon not in the game. Super:

Fram. Gr.

HAZARD

Wild: Whenever this card enters your hand, you must immediately lose a base (tokens return to other bases). When you must discard this card, do so to another player’s regular hand, not to the discard pile (even if you leased it from the Hurtz). Super:

Fram. Gr.

HAZARD

Wild: Your opponent in a challenge may not add his Lucre to his total. Super:

Fram. Gr.

HAZARD

Wild: Evict any player from a moon. You may occupy the moon instead. Discard after use. Super:

HAZARD

Wild: You may replace the moons in your system with ones taken at random. Tokens currently on them return to bases, and the new moons are placed face down. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player, you can make your opponent stack his challenge cards (Edicts and Flares aside) as he wishes. In this and subsequent challenges, he must play the cards in that order, from the top, until he gets a new hand. If his hand changes through consolation, deals, etc., he may reprogram the order, but then must adhere to the new order. Super:

Fram. Gr.

HAZARD

Wild: As ally or offensive player, you may put as many tokens into the cone as you have bases (including bases in your own system). Super:

Fram. Gr.

HAZARD

Wild: In a challenge, you may exchange this card for 1/3 of your opponent’s regular hand chosen at random (rounding down). This card may be used only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: When this card enters your hand, draw a new power card(s) at random to replace yours. Super:

Fram. Gr.

HAZARD

Wild: As a main player, before cards are played, you may specify one card which can not be played by your opponent unless he has no choice (example: Attack 20). Super:

Fram. Gr.

HAZARD

Wild: You may give away cards from your regular hand to other players, paying one Lucre to the box for each. Super:

Fram. Gr.

HAZARD

Wild: As the offensive player in a challenge, before you play your card, you may sacrifice any or all of your tokens from the cone to the warp, drawing one card from the deck for each. Super:

Fram. Gr.

HAZARD

Wild: While this card is in your hand, you may not win the game (even if you have met all other necessary conditions). Super:

HAZARD

Wild: While this card is in your hand, you must play a Compromise card whenever possible. Super:

Fram. Gr.

HAZARD

Wild: You may treat Kickers as exponents when played with attack cards (a -1 Kicker with a card produces it’s inverse; a 0 Kicker changes the card to a 1; a 1/2 Kicker produces the square root; a 2 Kicker squares the card; and a 3 Kicker cubes it). Super:

Fram. Gr.

HAZARD

Wild: Force all players to place their highest Attack card face up in front of them. They may return the card to their hand only when choosing a card to play, or when cards must be taken from their hand. Super:

Fram. Gr.

HAZARD

Wild: Write down the Attack card you think your opponent in a challenge will play. If you are right, you win the challenge regardless of the totals. If you are wrong, give this card to your opponent. Super:

Fram. Gr.

HAZARD

Wild: You may take the Mentor power card in exchange for one of your own power cards. Super:

Fram. Gr.

HAZARD

Wild: As an ally in a challenge, you may offer (for Lucre) to replace the main player you are allied with. You become the main player and he becomes your ally. Super:

Fram. Gr.

HAZARD

Wild: You may force any player(s) to vacate a planet base of your choice if, in your opinion, their behavior renders them unfit to occupy it. Their tokens disperse. The base becomes a "ward of the game". While the planet is vacant. Any attempt to occupy it must be made via a challenge against the deck. No allies are allowed. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: After revealing cards, if yours is an Attack card under 10, you may declare it to be a Compromise card, and it then has the effect of one in that challenge. Super:

Fram. Gr.

HAZARD

Wild: You may take any tokens that are on your star disc and turn them to gold. They are removed from the game and are replaced with Lucre. Discard after use. Super:

HAZARD

Wild: You may repeat the use of a Plague or Revolt Edict used by another player. It must be used against the same player as the first. Super:

Fram. Gr.

HAZARD

Wild: Once per challenge, you may look at all cards in the deck (without changing their order). Super:

Fram. Gr.

HAZARD

Wild: Collect a Lucre from the box each time you establish an external planet base. Super:

Fram. Gr.

HAZARD

Wild: You may cause your opponent’s challenge card to become identical to the one you play. Super:

Fram. Gr.

HAZARD

Wild: You may win with one base fewer than the required number. Super:

Fram. Gr.

HAZARD

Wild: If you buy cards during a challenge, you may force your opponent to spend as many Lucre to buy cards as you do. If he can’t, he must buy as many cards as he can. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may retrieve one of your tokens from the warp to bases for each opposing token lost to the warp as a direct result of the challenge outcome. Super:

Fram. Gr.

HAZARD

Wild: You may pay a Lucre to the box and use this card as the Edict of your choice. Super:

Fram. Gr.

HAZARD

Wild: You may discard an Attack 1, and take 10 Lucre from the box. Discard this card after use. Super:

HAZARD

Wild: You may put 1-4 tokens on any unoccupied moon, Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Once per turn, you may collapse the Warp into the Praw even if critical mass has not been reached. Super:

Fram. Gr.

HAZARD

Wild: As the winning defensive player, if your allies get rewards, you do as well. Super:

Fram. Gr.

HAZARD

Wild: You may ignore any Comet or Alternate Destiny you flip and draw again. Super:

Fram. Gr.

HAZARD

Wild: Use this card as the Kicker of your choice. Write down the value that it will have when revealed. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player, before gathering tokens, you may change the maximum number of tokens of each color that may be placed in the cone to a number of your choice between 1 and 20. Super:

Fram. Gr.

HAZARD

Wild: Remove one token, your choice, belonging to every player (including yourself) from the game. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you are a main player and win or make a deal, take one card at random from the hand of your opponent and each of his allies. Super:

Fram. Gr.

HAZARD

Wild: Once per challenge, you may look through the unused Flare deck. Super:

HAZARD

Wild: You may reverse the Warp and the Praw. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you are a main player, once cards are revealed, you may cause one of the Attack cards revealed in the challenge to have a negative instead of a positive value, or a positive value instead of a negative. Thus a 10 becomes a -10. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may remove exactly 3 tokens from the cone after cards are down. They are returned to bases if possible, or else go to the warp. You may not remove your own tokens. Super:

Fram. Gr.

HAZARD

Wild: This Flare is worthless. Super:

Fram. Gr.

HAZARD

Wild: Steal all Lucre and tokens from one other star disc. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may reverse the sign of any Kicker you play. Super:

Fram. Gr.

HAZARD

Wild: Use this card as a Timegash Edict. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player, before playing cards, you may mix your hand with that of your opponent. Each takes back the number of cards he had in his hand. Super:

Fram. Gr.

HAZARD

Wild: You may cause any Compromise card played to be turned into an Attack Zero. Super:

HAZARD

Wild: If you flip your own color in the destiny pile, you may land tokens on any planet in your home system where you have none. This counts as a successful challenge. Super:

Fram. Gr.

HAZARD

Wild: If a player wins or makes a deal on his or her first challenge, you may prevent that player from making a second challenge, ending that player’s turn. Super:

Fram. Gr.

HAZARD

Wild: When you must discard a card you play, you may discard this card instead and return the played card to your hand. Super:

Fram. Gr.

HAZARD

Wild: You may place a token on any one planet of a player who loses his power (except to a zap) just after he has lost it. If he regains it and loses it again, you may place another token on any planet there. Super:

Fram. Gr.

HAZARD

Wild: While this card is in your hand, if you have one Lucre, it adds eight (8) to your total in a challenge; if you have two Lucre, they add five (5) to your total; three Lucre add three (3); four or more Lucre add one (1). Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may demand one token from each other player in the game. Place them on your star disc and add them to your total in the challenge. If you lose, these tokens go to the warp, otherwise return them to their owners. Super:

Fram. Gr.

HAZARD

Wild: When you are the defensive player in a challenge, you may add 5 to the value of any Attack card you play. Super:

Fram. Gr.

HAZARD

Wild: Before cards are played in any challenge, you may name a Challenge card. If either main player plays such a card, after the Challenge is resolved, he receives a reward of one tokecn from the warp or one card from the deck. Super:

Fram. Gr.

HAZARD

Wild: Once per challenge you may buy any Flare another player attempts to play for two Lucre. The Flare doesn’t take effect. Super:

HAZARD

Wild: If you fail to deal, declare war on the other player. Make an attack on a planet base. Neither side may call for allies. Super:

Fram. Gr.

HAZARD

Wild: When you make a deal as a main player, you are considered to have won the challenge. Super:

Fram. Gr.

HAZARD

Wild: Discard this card and take five Flares from the top of the Flare deck. Choose one to keep, discard the rest. Super:

Fram. Gr.

HAZARD

Wild: If you have no secret power, you may make one ocf your existing powers secret. Super:

Fram. Gr.

HAZARD

Wild: If you have no tokens on a planet base in your home system, you may take any or all of your tokens from the corresponding planet base in another system and place them on the home base. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You can lend any one other player your power, gratis, for the remainder of a challenge. You can not also use your power. He can not use his regular power while he has yours, but he gets it back at the end of the challenge. Super:

Fram. Gr.

HAZARD

Wild: You may restore one planet that has been destroyed and place one or more tokens on it. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may place a force field around the warp. Once the field is set, no tokens may go in or out of the warp until you lose this card. Super:

Fram. Gr.

HAZARD

Wild: "Hide a treasure" of 10 Lucre, by secretly writing down a particular planet or moon. When anyone else as a main player lands tokens on the secret spot, that player and you split the Lucre, taken from the box. You may then hide another treasure before the destiny pile is flipped. Super:

HAZARD

Wild: If you have your own power and have a base on the system of any player who wins the game, the win is ignored, and instead you win alone. Super:

Fram. Gr.

HAZARD

Wild: This card counts as one home planet towards preventing the loss of your alien powers. Super:

Fram. Gr.

HAZARD

Wild: Once per challenge, you may look at the top 4 cards in the deck and hand them out to any combination of players, giving yourself 0 or 1. Each card is worth one vote from the player you give it to (he may look at it) whether to keep the cards or discard them. You break ties. Super:

Fram. Gr.

HAZARD

Wild: You may buy a random extra power card for five Lucre. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you share a base with another player, you may exchange his tokens on the base with yours from the Warp. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may announce and play a Kicker after both challenge cards have been played. Super:

Fram. Gr.

HAZARD

Wild: Before cards are played in a challenge, write down whether one or two Compromise cards will actually be played. If your prediction is correct, each other player in the game must lose a token to the warp. If you are wrong, pass this card to the player on your left. Use only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: You are immune to the Sanity and Insanity Edicts. Super:

Fram. Gr.

HAZARD

Wild: When you must play a challenge card, you may choose another player’s regular hand to play it from. You may not play the card from your direct opponent’s hand. The player gives you his challenge cards and you play one and return the rest. If he has no challenge cards, you must play from your own hand. Super:

HAZARD

Wild: If your opponent in a challenge plays an Attack card higher than a 15 and wins, throw one of his tokens that was in the challenge into the warp. Super:

Fram. Gr.

HAZARD

Wild: Force all players to discard their Kickers. You pick them up. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When you are a main player, you may round the number of your opponents tokens down to the nearest multiple of five before determining his total. Consolation or rewards are figured normally. Super:

Fram. Gr.

HAZARD

Wild: You may take your tokens from the warp when not entitled. If caught, replace the token(s) and discard a card (picked at random by the player who caught you). Super:

Fram. Gr.

HAZARD

Wild: If you lose a home base as the result of a card challenge, you may take the top disc from the destiny discard pile and remove it from the game. Super:

Fram. Gr.

HAZARD

Wild: Force all other players to discard their Attack cards. You pick them up. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Give any Hazard card from the Hazard discard pile to the player of your choice. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may discard this card along with any other card from your regular hand. Super:

Fram. Gr.

HAZARD

Wild: You may make all players in the game (including yourself) reincarnate (draw a new unused power and discard their present one) once on each of your turns (but not during a challenge). Super:

HAZARD

Wild: You may play any Edict in your regular hand as another Edict that is also in your regular hand. Super:

Fram. Gr.

HAZARD

Wild: You may repossess another player’s regular hand and add it to your own. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you play a Reinforcement on a challenge in which your side played a Kicker, the Kicker also affects your Reinforcement. Super:

Fram. Gr.

HAZARD

Wild: Between challenges, you may offer for sale one planet on which you have a base. You may not prevent any player from bidding. The highest bidder (in Lucre) pays you and may place one of his tokens on the base. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Use this card as a Revolt Edict, or as a Backfire Edict when a Revolt is played against you. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, after you and your opponent have played your challenge cards, if he has more Lucre than you, you may take one of his. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, after cards are played, you may cause one token per opposing ally to betray its side and return to bases. Super:

Fram. Gr.

HAZARD

Wild: You may take a token out of the warp to bases each time your color is actually flipped in the destiny pile. Super:

Fram. Gr.

HAZARD

Wild: For Lucre, you may "sell" the top card from the discard pile to any player that you share a base with, or are currently allied with. You may sell each card only once, even if it is played again and returns to the top of the pile. Super:

HAZARD

Wild: You may take back a Kicker you have played after your opponent plays his card. Super:

Fram. Gr.

HAZARD

Wild: Force all players to pass all of the Flares in their regular hand to the left or right. This card may be used only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: Give the top Hazard Card to another player. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When someone takes consolation from your hand, you may choose the card(s) he gets. Super:

Fram. Gr.

HAZARD

Wild: You can switch planet hexes (and thus colors) with any player between challenges. Super:

Fram. Gr.

HAZARD

Wild: As an offensive ally, after cards are played, you may "poison" (send to the warp) one token from the cone belonging to the offensive player for each of your allied tokens. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player, you may take the top card from the deck at any time before you play your challenge card. Super:

Fram. Gr.

HAZARD

Wild: Once on each challenge, you may prevent a player from revealing a secret power or moon. Super:

Fram. Gr.

HAZARD

Wild: If another player invites you to ally, you may demand to see the challenge card he intends to play. If you ally with him, he must play that card if he can. Super:

HAZARD

Wild: Once per challenge, you may look through the destiny pile to see the order of the remaining star discs. Super:

Fram. Gr.

HAZARD

Wild: Whenever another player tries to take random cards from your regular hand, you may set aside one that can not be chosen. Super:

Fram. Gr.

HAZARD

Wild: You may replace your tokens that have been removed from the game onto your bases. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If all of your tokens on one planet should be lost to the warp, you may use the Shadow power to try to save half of them (rounding up). Super:

Fram. Gr.

HAZARD

Wild: If you fail to deal as a main player in a challenge, your allies each lose 3 tokens to the warp along with you. Super:

Fram. Gr.

HAZARD

Wild: You may buy an occupied moon from another player. Give him one Lucre for each of his tokens there. He must return his tokens to bases (or to the warp if he has none) and you immediately occupy the moon with an equal number of tokens. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: As a main player, you may stop your opponent from using his power by showing him this card. Super:

Fram. Gr.

HAZARD

Wild: Whenever cards are drawn from the deck during play, you may name a card (i.e. Attack 30). If that card is drawn, it must be given to you. Super:

Fram. Gr.

HAZARD

Wild: You can wait to put tokens into the cone until after everyone else has. Super:

HAZARD

Wild: You may "slime" the planet of your choice. All tokens currently on the base, along with any that subsequently land there are permanently stuck and can not leave the base unless it is destroyed. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you have legitimate knowledge of other players’ secret powers, secret moons, or cards in their hand, you may reveal the information. Super:

Fram. Gr.

HAZARD

Wild: When not a main player and not invited to ally at all, complain to one main player. If that player still does not invite you, he or she may not invite any allies (previous allies return to bases). Super:

Fram. Gr.

HAZARD

Wild: If you occupy a moon in a system, you may move all of you tokens from that moon to an unoccupied moon in the same system. Use only once per turn. Super:

Fram. Gr.

HAZARD

Wild: You may make the two main players in any challenge trade power cards (and keep the new ones) before cards are played. Super:

Fram. Gr.

HAZARD

Wild: As a winning defensive ally, instead of taking rewards, you may move your tokens from the cone onto the planet base you helped defend. (If the challenge is made with the Reverse Cone, you may move onto the base as a winning offensive ally.) Super:

Fram. Gr.

HAZARD

Wild: You may look at the top disc in the destiny pile before deciding whether to take your second challenge. Super:

Fram. Gr.

HAZARD

Wild: If all of your tokens on a base are removed to the warp for any reason, one may remain behind.. Super:

Fram. Gr.

HAZARD

Wild: You may exchange this Flare for any Flare from the unused Flare deck. Super:

HAZARD

Wild: If a player with more bases than you has a base in your system, throw his tokens from the base into the warp. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When you play a Compromise card, you may return your losing tokens to bases instead of placing them in the warp. Super:

Fram. Gr.

HAZARD

Wild: When another player retrieves all of his tokens from the warp, your tokens in the warp may follow them out and return to your bases if possible. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may infest the deck, destroying any one set of cards (except a new hand) as another player attempts to take them. Cards are removed from the game and the player may not replace them. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you are a main player and share a base with your opponent, you declare your opponent’s tokens on one such base hostage. If you lose the challenge or fail to deal, the hostage tokens immediately go to the warp. Hostage tokens may not be removed until the challenge is ended, other than as part of a deal (despite the wild Filth). Super:

Fram. Gr.

HAZARD

Wild: You may replace your Flares (including this one) with ones taken at random from the unused Flare deck. Super:

Fram. Gr.

HAZARD

Wild: Force all other players to each vacate a planet base. Tokens disperse. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You may take a power card that has been lost by another player. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: On every challenge you may take one token from the defensive planet and place it on any planet you choose, and take one token from that planet and place it on the defensive planet. You may not move your own tokens this way. Super:

HAZARD

Wild: You need not keep your end of a deal. Super:

Fram. Gr.

HAZARD

Wild: You may buy your tokens back to bases from other players’ star discs at any time for one Lucre per token. Super:

Fram. Gr.

HAZARD

Wild: At the start of your turn, you may cause the number of external bases needed to win the game to be permanently decreased by one. Super:

Fram. Gr.

HAZARD

Wild: You may choose to have the effects of a Hazard card taken by another player affect you instead of him. Give this card to that player after use. Super:

Fram. Gr.

HAZARD

Wild: Tokens that you should lose to the warp from a moon may go to an unoccupied moon in your home system instead. Super:

Fram. Gr.

HAZARD

Wild: When your color is actually flipped in the destiny pile, all players must pay you one Lucre, or a card of your choice from their regular hand. Super:

Fram. Gr.

HAZARD

Wild: You may buy as many cards as you want in a challenge. You are not limited to 4. Super:

Fram. Gr.

HAZARD

Wild: You may take one card at random from any player each time you lose a challenge. Super:

Fram. Gr.

HAZARD

Wild: As a main player in a challenge, you may recalculate the totals as if each of your allies had committed 4 tokens and each of your opponents’ allies had committed one. For defensive rewards, tokens are worth their actual number. Super:

HAZARD

Wild: Your tokens may not be held on other player’s star discs. Any currently there must go to the warp. Super:

Fram. Gr.

HAZARD

Wild: You are immune to type Edicts. Super:

Fram. Gr.

HAZARD

Wild: Every time anyone plays an Attack card, retrieve a token from the warp to any of your bases. Super:

Fram. Gr.

HAZARD

Wild: You may look through the discard pile and exchange this card for any card there. Super:

Fram. Gr.

HAZARD

Wild: You may "cut in front" of another player and take your next turn out of order. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Take one card of your choice from each other player’s regular hand. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: When this card enters your regular hand, immediately discard your regular hand. Super:

Fram. Gr.

HAZARD

Wild: If you are not one of the players in a deal situation, you may speak for one player and accept or decline the deal proposed by the other player(s). Super:

Fram. Gr.

HAZARD

Wild: While this card is in your hand, no other player may win the game, even if he has met the appropriate conditions. Super:

HAZARD

Wild: As a main player, you may square the number of tokens on your side (including allies) in the challenge to get the number of tokens to use in determining the total. Super:

Fram. Gr.

HAZARD

Wild: As a main player, you may name a specific card. Every player must secretly show you that card if he or she has it as part of a regular hand. If a player does not have the specific card, that player shows you any card that is part of his or her regular hand. Use once per challenge before cards are played. Super:

Fram. Gr.

HAZARD

Wild: Once per challenge, you may nullify the effect of any Edict played. The Edict is discarded normally. Super:

Fram. Gr.

HAZARD

Wild: If you win a challenge (or make a deal) as a main player, your opponent gives his normal hand to you one card at a time. Discard each card until you get one you would like to put into your hand. At that point, keep the card and no further cards are passed. Super:

Fram. Gr.

HAZARD

Wild: If your opponent in a challenge tries to play an Edict or Flare, take it and give him this card. This Flare may be used only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: If a player plays a Plague or Revolt Edict on you, you may take any 3 of his tokens and imprison them on your star disc. Release one to the warp each time you and he are the two main players in a challenge. Super:

Fram. Gr.

HAZARD

Wild: Collect 1 card from the top of the deck for each of your tokens lost to other players’ star discs or out of the game. Super:

Fram. Gr.

HAZARD

Wild: You may forbid the spending of Lucre during a challenge. Super:

Fram. Gr.

HAZARD

Wild: Fire a missile at one planet base anywhere. The planet is destroyed permanently, and tokens there are removed from the game. Discard after use. Super:

HAZARD

Wild: You may take two of your tokens from the warp at the start of each of your challenges. Super:

Fram. Gr.

HAZARD

Wild: When you are the defensive player, immediately after the challenge is over, you may challenge that offensive player in his home system. After your challenge, the normal order of play continues where it left off. Super:

Fram. Gr.

HAZARD

Wild: Use this card as a Misdeal Edict. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: In any challenge, after allies are committed, you may redefine the requirements for winning the challenge (highest total, lowest total, odd total or even total). Super:

Fram. Gr.

HAZARD

Wild: You may take 5 tokens from a color not in the game and place them on your bases. They become part of your force for the rest of the game. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: If you lose a moon challenge as the defender, your tokens remain and the attacker loses his tokens to the warp, despite winning. Super:

Fram. Gr.

HAZARD

Wild: If you lose a challenge as an ally, you may pull all winning allies into the Warp with you. They get nothing for their win. Super:

Fram. Gr.

HAZARD

Wild: Sell this card to another player for half his Lucre (rounding up). He must buy it. This card may be used only once per challenge. Super:

Fram. Gr.

HAZARD

Wild: If other players fail to make a deal and you are not involved, you dictate the deal within terms allowed by the rules. Super:

HAZARD

Wild: Use this card as a Safety. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: Remove all moons in one system from the game. Tokens on them go to the Warp. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: You can use your power even if you have fewer than the required number of bases. Super:

Fram. Gr.

HAZARD

Wild: If you lose a challenge as a main player or ally, take the top Flare from the Flare Deck. Super:

Fram. Gr.

HAZARD

Wild: At the start of your turn, you may put tokens from bases onto one planet in your home system where you have no tokens. Super:

Fram. Gr.

HAZARD

Wild: If you are a main player, your opponent may not use his power unless he puts into the warp as many tokens as you have in the challenge. Super:

Fram. Gr.

HAZARD

Wild: Plant an invisible token on one other player’s star disc immediately upon receiving this card. In your next challenge against the player, reveal the token and add five points to your total. If you still hold this card at the end of the challenge, plant another invisible token. Super:

Fram. Gr.

HAZARD

Wild: You may play as many Attack cards as you wish in a challenge so long as the total does not exceed 40. The sum of the cards is treated as the value of one Attack card. Discard all of the cards you played after the challenge. Super:

Fram. Gr.

HAZARD

Wild: When you play a Wild Flare that must be discarded, you may replace it with one from the top of the unused Flare deck. Super:

HAZARD

Wild: If someone plays a wild Flare, you may immediately play this card as if it were the same Wild Flare. He gets to use his Flare first. Discard after use. Super:

Fram. Gr.

HAZARD

Wild: While this card is in your hand, you may not ask for allies nor may you voluntarily accept an offer to ally. Super:

Fram. Gr.

HAZARD

Wild: You may disavow a deal within three turns of making it. Players return what they received. You must still have what you received to disavow the deal. You are still deemed to have made the deal. Super:

Fram. Gr.

HAZARD

Wild: Pass this card to the right. Each player must then pass one card from his regular hand to the player on his right (if possible). This card may be used only once per challenge. Super: