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Binary





When setting up at the beginning of the game, the Binary player distributes his tokens among his six planets however he wishes.  When determining Alien Powers, the Binary player draws two Flare cards, assigning one power to each star.  From this point on, the Binary player can use either power but not both in the same challenge.


If the Binary player loses two bases in a star system, he loses that power, but the other power is unaffected.  





During setup, place all 20 tokens on the planet.  When Gas Giant is challenged, begin the challenge normally until allies have committed themselves.  Then the Gas Giant may withdraw tokens from the challenge to the other side of the planet, leaving at least one token in the challenge.  The withdrawn tokens are no longer involved in the challenge.  Other players stack their tokens on the Gas Giant to indicate a base, and they may have multiple bases on the Gas Giant.


The Gas Giant player must have at least three tokens on the planet to retain his Alien Power.  


Gas Giant is immune to planetary cataclysms such as Wild Loser and Eviction Moon.  For Sniveler, consider Gas Giant as three home bases.  Do not use in a game with Terrorist nor in a two player game. 





Gas giant











Set up as per a normal hex.  Whenever a challenge is made against a planet or moon in your system, all other players are limited in the number of tokens they may commit to the challenge.  Offensive players may put at most two tokens on the hyperspace cone, and allies may commit at most one token.  You may place tokens on the cone normally.


In addition, whenever another player must return tokens to bases, he may place at most one token in the Isolated system unless it contains his only base.





ISOlated











At game setup, draw five moons and place them over the moons on the Lunacy hex.  Do not use any moon that causes itself to be moved.  Place your tokens as you wish on the moons and central planet.  The moons count as planet bases in all respects, and you lose your Alien Power if you have tokens on less than three of them.


The moons’ special effects are used like normal moons except that: the moons are considered secret until an occupying player or yourself decides to play them; no moon-related effects (like Sanity, Vanish Moon, and Moon Win) apply to your moons; and one-shot moons are not discarded but may only be used once per game.





lunacy











Set up by placing two tokens on every other segment of the outer ring.  (The inner ring is not used for game purposes.)  You retain your Alien Power as long as you have any tokens on the Ringworld, and each segment is considered a planet base.


When returning tokens, you may place tokens on any segment regardless of if a token is already there.  Whenever defending a segment, immediately after the cone is pointed, you may move tokens between the selected segment and the two adjacent segments, possibly vacating the attacked segment.





ringworld











The central planet and each of its rings is considered a planet base.  During game setup, distribute your tokens however you wish among the rings.  When the Rings player is defending a ring or the central planet, the imprinted number is added to the defensive side of the challenge.


The Rings player may opt to subtract these values rather than add them.





rings











Set up as a normal hex.  As soon as the Pulsar player is determined as defensive player and is defending a home planet base, you may declare whether the high total or the low total will win in the challenge.  You may also choose which planet base is attacked as long as the offensive player does not have a base there.


Do not use with Loser or other Powers that have the same effect.  Alien Powers take precedence over the Pulsar hex in determining which planet is attacked (for example, when Will is the offensive player).





PULsar











Binary Lunacy combines the Binary and Lunacy system hexes.  The effects of both hexes are present with the following augmentations:


Draw six moons, enough to cover each moon in the system.


The Binary Lunacy player loses a star system power when he is reduced to two or fewer bases on the appropriate side.  





Binary lunacy











Scatter your tokens on your hex during game setup.  Each token counts as a planet base for you even though there are no planets.  You may move tokens freely on or off of your hex normally as if it were one big planet.  If you have no tokens in your system, you lost your Alien Power and you may not place tokens into your system.  When you are defensive player, the offense chooses a token to attack.  Players that gain a base in your system stack their tokens and place them in the Space Dust to indicate a planet base.


In addition, you are given three of your four Destiny cards (including the reverse card) during game setup.  As a defensive player, you may play a Destiny card when Kickers are played to add five to your total in the challenge.  The card is placed in the Destiny discard pile.





Space dust











During game setup, place tokens as you wish on the six planets.  You lose your Alien Power when you have tokens on two or fewer home bases.  Then draw an Alien Power for each planet in addition to your normal power.


As soon as you are determined as defensive player on a planet base, you may choose the defending planet before the offense places his tokens.   For the duration of the challenge, you use the “planet power” in place of your normal power.  When you lose a defensive challenge in this way, you lose the associated Alien Power at the end of that challenge.


At all other times, you may use your normal power or a planet power, but using a planet power in this situation causes it to be lost at the end of the challenge.


When using a power with game setup effects (such as Miser or Schizoid), set these effects at the beginning of the game but only use the effects when the associated power is in use.





six-pact

















Tokens not belonging to the Singularity player lost in his system do not go to the Warp, but rather into the Singularity.  The total number of tokens lost determines which section of the Singularity: if one token is lost, it goes in the portion labelled 1, two go to 2, etc.  Every time the Singularity player’s color is flipped in the destiny pile, move tokens from the end of the Singularity to the Warp and move all other tokens up one level towards the Warp.


You may offer to release tokens from the Singularity to the Warp or to bases as part of a deal.


Warp-related powers such as Healer and Zombie do not affect tokens lost to Singularity but can be used when tokens are pushed from Singularity to the Warp.





singularity











Distribute tokens as you wish during game setup.  When challenged, the Rosette player may add the tokens on the two adjacent planets to determine his challenge total.  These tokens on adjacent planets are not considered in the challenge, and as such are not at risk and can not be lost as a direct result of the challenge.


The Rosette player may also move tokens from the challenged base to the adjacent planets if he so desires.  The tokens on adjacent planets may be used by the Rosette player when trying to regain a home planet.  





Rosette




















Set up as per a normal hex.  Whenever the Destiny pile is shuffled (including game setup), deal one card for each other player in the game to the  Worldships player.  You may use these cards to override the flip of the Destiny pile; treat this as though the Worldships player’s card was the card flipped for game purposes.  If it is a wild card, the Worldships player chooses a color.  Give up any remaining Destiny cards when the pile must be shuffled.


Destiny-altering Alien Powers take precedence over Worldships.


Note: This system assumes a “normal” Destiny pile.  If extra Destiny cards are used beyond the normal four per player plus two wild, then deal the Worldships player 20% of the cards in the Destiny deck.





worldships











At the beginning of play, arrange your tokens however you wish as long as there is at least one token on each planet.  As defensive player, whenever you defend a planet base, regardless of whether you succeed or not, you gain rewards as a defensive ally (cards from the deck or tokens from the warp) corresponding to the number on the planet.  These rewards are treated exactly like defensive allies’ rewards for purposes of gameplay.





Spiral











At game setup, place two tokens on each space station and the remainder on the central planet.  Each space station and the central planet count as a separate planet base for game purposes, and if you have tokens on less than three of them, you lose your Alien Power.


During play, each station may have at most two tokens on it.  A station may be attacked with more than two tokens, but if the offensive player wins, he chooses two tokens to arrive on the station and the rest return to bases.


Whenever you attack or defend the central planet, you may count all of your tokens on stations towards the total; these tokens are not at risk and are not considered part of the challenge.  Also, as long as you have tokens on the central planet, you may at the beginning of your turn arrange your tokens however you wish among the planet and the stations where you have bases.





Space stations














