HAZARD

Wild: You are 007. When you draw a new hand, you may draw any number of these cards from the unused Flare deck, so long as you have seven cards total. Announce the number of cards drawn from each deck before drawing. Super:

HAZARD

Wild: Whenever you must lose a number of your tokens to the Warp, take that number of your tokens out of the Warp instead. Super:

HAZARD

Wild: If you are in a deal, you may add terms outside of the game (e.g.,. your opponent will agree to bring soda to the next game). Super:

HAZARD

Wild: You may use the wild of any super in your hand. Super:

HAZARD

Wild: If you must lose tokens to the Warp, you may instead lose half the number of tokens (round up) to another player’s Star Disc. Tokens on Star Discs are traded per the Assessor. Super:

HAZARD

Wild: If you have just won a planet challenge as an attacking player, you may immediately make another challenge. Super:

HAZARD

Wild: If you are a main player in a challenge and your opponent has the same number of cards as you do, you may double the size of your hand by taking his. Super:

HAZARD

Wild: If your color is on the top of the Destiny Pile discard pile, you may remove any tokens of your color in the challenge to bases. Super:

HAZARD

Wild: If two or more players are about to share a joint win, you may force both of them to lose the challenge instead. Super:

HAZARD

Wild: You may make a second challenge, even if you have lost the first one. Super:

HAZARD

Wild: You may trade force your opponent to discard one of his powers, chosen by yourself, and replace it with a hidden power. Super:

HAZARD

Wild: The order of play now proceeds in the opposite direction, until you lose this card. Super:

HAZARD

Wild: After cards are revealed, if you played a Compromise card, you may turn it into an Attack 0. Super:

HAZARD

Wild: If you have no asteroids in your system, add an asteroid to any system. Discard after use. Super:

HAZARD

Wild: You may allow an ally taking cards and/or tokens from the Warp to take double the number he is entitled to. Super:

HAZARD

Wild: Whenever you are a main player, after cards are revealed, you may make one negative Kicker positive or one positive Kicker negative. Super:

HAZARD

Wild: You have a cunning plan. Once per challenge, after main players have been determined, you may speak secretly with another player, except a main player, in another room. Play continues in your and the other player’s absence. Super:

HAZARD

Wild: You may double the amount of Lucre you have on your disc. Use once and discard. Super:

HAZARD

Wild: When you draw from the deck or take consolation, take two more cards than usual. Before adding these cards to your hand, discard or return to their owner two cards. Super:

HAZARD

Wild: You may force all players except yourself to put down their hands, face down, and look away from the board. You may then rearrange tokens, cards, etc., so long as you do not look at any cards and no one gains or loses a base. Each player then may guess once what has been rearranged. The first player to correctly determine something that has been rearranged receives this card. Super:

HAZARD

Wild: If you must lose a base to the Warp, discard this card instead. Super:

HAZARD

Wild: If you have just made a deal, you may slap the other player by giving him nothing instead of what you agreed upon. You still receive the terms he has given you. Super:

HAZARD

Wild: You may reduce any hand over seven cards down to seven cards. Cards are randomly lost to the Discard Pile. Super:

HAZARD

Wild: You may draw an additional power while you have this card in your hand. Super:

HAZARD

Wild: As a main player, you may force your opponent to play with an expressionless deadpan face. If he fails to do so, take his hand at the end of the challenge. Super:

HAZARD

Wild: You may force a defending ally to take cards from the Deck instead of tokens from the Warp. Super:

HAZARD

Wild: If you are a main player, if your opponent blinks during the challenge, he loses one token to the Warp. Super:

HAZARD

Wild: If you are the defending player, you may block the attacking player’s bases by forcing him to take no more than one token from each base to the cone. Super:

HAZARD

Wild: Once per challenge, you may bet any player on who will win the current challenge. If he agrees, the winner of the bet makes a free challenge in the loser’s system after the current challenge is over and wins this card. This card may not be used in the free challenge. Super:

HAZARD

Wild: You may rent your power for one challenge to another player for Lucre. Super:

HAZARD

Wild: If you win a challenge as a main player or ally, take your opponent’s tokens and imprison them on your Star Disc. A player may immediately pay you one Lucre to obtain his tokens; otherwise you place them in the Warp. Super:

HAZARD

Wild: You may declare any challenge to be a reverse-cone challenge. Super:

HAZARD

Wild: You may discard one of your powers and draw a hidden power. Draw this new power using the rules players used to draw powers at the beginning of the game. Super:

HAZARD

Wild: You may place a bounty equal to up to all of your Lucre to remove a base on the board. If another player removes this base, he receives the amount of Lucre from the Box. After the “bounty” is collected, you may reuse this card. Super:

HAZARD

Wild: When you are the defensive player, before cards are revealed, you may discard an Attack card and move the cone right a number of planets equal to the number on the Attack card (left if the Attack card is negative). Resume play, with your tokens (if any) on this new planet acting as defending tokens. Super:

HAZARD

Wild: Your bases start reproducing. Add one token of your color from the Warp to each of your bases at the beginning of your turn. Super:

HAZARD

Wild: At the beginning of each challenge, one of your tokens may escape from another player’s Star Disc to the Warp. Super:

HAZARD

Wild: You may declare your hand useless. Discard it and draw a new hand. Super:

HAZARD

Wild: If you are a main player in a challenge, you may change your opponent’s power such that every occurrence of before is replaced by after . Super:

HAZARD

Wild: You may cancel a deal. Both sides neither receive benefits nor pay penalties. Super:

HAZARD

Wild: If you are a main player, after cards are played, but before they are revealed, you may declare that the winning main player captures the losing main player’s tokens to his Star Disc. Captured tokens are traded per the Assessor. Super:

HAZARD

Wild: If the defender of a planet loses the challenge, before the attacking player and his allies establish bases, all bases on the planet are lost to the Warp. Super:

HAZARD

Wild: You may purify a home base by removing all tokens from a home planet except those of the system owner. Discard after use. Super:

HAZARD

Wild: Whenever you are a main player, before cards are played, you may declare a maximum number of tokens that may be in the Warp. This number may not be smaller than the number of tokens currently in the Warp. Tokens lost to the Warp are returned to bases instead if losing these tokens would exceed the maximum you declared. Tokens lost as a result of the challenge are lost simultaneously. Super:

HAZARD

Wild: You may make a third challenge. Super:

HAZARD

Wild: You may discard any cards you have just bought from the Deck for one Lucre apiece. Super:

HAZARD

Wild: You may delay paying Lucre (delayed Lucre paid to other players comes from the Box and is paid to the Box when paid). However, if you lose or discard this Flare, you may not receive Lucre at the beginning of your turn until you have paid the Lucre you owe. Super:

HAZARD

Wild: Whenever you lose tokens to the Warp, you may draw one Lucre from the box. Super:

HAZARD

Wild: You may force both main players to set aside a power (and not use it) for the duration of a challenge. You choose which powers. Super:

HAZARD

Wild: If you are a main player, before cards are played, you may make a bet with your opponent on the outcome of a challenge, for an amount of Lucre or cards you specify and he may fulfill. If he refuses to accept the bet, you win the challenge. Super:

HAZARD

Wild: You may take the topmost card of the Discard Pile and replace it with a card of the same type (Attack, Compromise, Kicker, Edict, or Flare). Super:

HAZARD

Wild: As an ally, any tokens of yours lost because of consolation, entitle you to one card per token from either main player’s hand. You take consolation after the defender. Super:

HAZARD

Wild: When you must give consolation, you take consolation instead. Super:

HAZARD

Wild: You may prevent one or more tokens from being lost to the Warp by spending one Lucre per token. Super:

HAZARD

Wild: If you are a main player, you may equalize the amount of cards or Lucre you have with your opponent. Cards are drawn randomly. Excess Lucre or cards go to you. Super:

HAZARD

Wild: You may play an Edict at any time. Super:

HAZARD

Wild: If your ally permits, you may switch powers with your ally. Super:

HAZARD

Wild: Whenever you must flip the Destiny Pile, you may instead make a challenge in your own system. Super:

HAZARD

Wild: Once per turn, you may force another person to discard his hand and draw a new one. Super:

HAZARD

Wild: Whenever another player draws a new hand, you may discard your hand and draw a new one. Super:

HAZARD

Wild: If you have been invited as an ally, you may place tokens in the cone after the outcome has been revealed, but before ally rewards have been collected. Super:

HAZARD

Wild: While this card is in your hand, you must announce it to the other players. You have until the end of your upcoming first challenge to win a base. If you do so, you have won the game. If not, pass this card to the person on your left. Super:

HAZARD

Wild: When you must give Lucre to another player, hide the Lucre in one fist and present both fists. The other player chooses one fist and if it does not contain the Lucre, he receives nothing. Super:

HAZARD

Wild: You may have a rebate . If, after drawing cards, you do not like these cards, you may discard them and draw again, including if you draw a new hand including this flare. You must keep the cards you have drawn through the rebate . Super:

HAZARD

Wild: Instead of flipping the Destiny Pile, you may challenge any one-token base. Super:

HAZARD

Wild: When you purchase cards from the deck, you may instead spend one Lucre and draw one card from the Flare deck. Super:

HAZARD

Wild: You may launch an extra challenge on a system you have just failed attacking. Super:

HAZARD

Wild: You may choose which cards you give during consolation. Super:

HAZARD

Wild: If you lose a challenge, you may give each player one of your cards. Super:

HAZARD

Wild: If the main player you have allied with loses, you may immediately challenge the system as soon as his challenge is over. Super:

HAZARD

Wild: This is an Edict Zap. Discard after use. Super:

HAZARD

Wild: If you draw a card from the Deck and you do not like it, you may discard it. Super:

HAZARD

Wild: Once per challenge, you may declare one base to be considered to be a moon base (does not count towards victory conditions, cannot be granted as a base in deals, and cannot be grafted by the Plant) for the rest of the challenge. Super:

HAZARD

Wild: If you have no Edicts in your hand, you may discard this Flare for the topmost Edict in the Edict deck. Super:

HAZARD

Wild: This card is a Kicker Times 2. You may use this card once per challenge. Super:

HAZARD

Wild: If you are a main player, you may force your opponent to give you all his Edicts. Super:

HAZARD

Wild: This is a Hand Zap. Discard after use. Super:

HAZARD

Wild: If you are not drawing the top disc of the Destiny Pile, you may force the player to not attack the player whose system has been revealed. He then challenges any other player of his choice in the system, or flips the Destiny Pile again if this is not possible. Super:

HAZARD

Wild: You may force all players to display a randomly picked card from their hand. Super:

HAZARD

Wild: If you are the defending player and have just lost, immediately point the cone at the planet you defended and place these losing tokens in the cone, rather than the Warp. Make a challenge with all tokens which opposed you as defending tokens; no defensive allies are permitted. Super:

HAZARD

Wild: You may discard your hand and draw six challenge cards from the unused Challenge Deck, one flare from the unused Flare Deck, one edict from the unused Edict Deck, and one kicker from the unused Kicker deck. Super:

HAZARD

Wild: Whenever this card enters your hand, immediately lose use of a power. 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). You then regain your lost power. Super:

HAZARD

Wild: If you must discard your hand, keep all your present cards and draw a new hand. Super:

HAZARD

Wild: If another player discards his hand, you may pay him one Lucre and take one of these cards of your choice. Super:

HAZARD

Wild: When you must give Consolation, you may set aside one card for every token you had in the challenge. You opponent may not take cards you set aside. Super:

HAZARD

Wild: Your opponent must discard half his hand (round down). He decides which cards. Super:

HAZARD

Wild: If you lose one or more tokens to the Warp, you may return them to bases (except one you just lost) at a fee of one Lucre per token. Super:

HAZARD

Wild: If a player is about to play a Flare which affects you, you may give him this Flare before he uses it. You may use the Flare you just acquired, but this card may not be used again until the next challenge. Super:

HAZARD

Wild: You may ally after others have placed their tokens in the cone. Super:

HAZARD

Wild: Immediately after someone has taken one of your Flares (e.g.,. through Consolation or the Finder), you may force him to discard it. Super:

HAZARD

Wild: If a player causes you to draw a new hand (e.g.,. when you are a defending player and must draw a new hand), take his cards instead. Super:

HAZARD

Wild: If you successfully made a deal with your opponent, you can still force him to pay the penalty for failure to deal. Super:

HAZARD

Wild: Whenever you are a main player, you may force both yourself and your opponent to either play a Kicker or not play a Kicker. Super:

HAZARD

Wild: Once the player of the turn is determined, you may propose an alternate player. All players now vote on which it is, with one vote each. Ties are decided by you. (Votes overpower normal Emperor commands.) Super:

HAZARD

Wild: If you are a main player, after an ally has placed tokens in the cone, you may force him to place an equal number of tokens on the opposite side of the cone. Super:

HAZARD

Wild: You may discard your hand and draw a new one. Super:

HAZARD

Wild: Whenever you take cards from the deck into your hand, take one extra. Discard the one that you like the least. Super:

HAZARD

Wild: If you are a main player, before tokens are placed in the cone, you may declare that the losing main player’s tokens are removed from the game. Super:

HAZARD

Wild: Whenever you gain a base (except a moon base), receive one Lucre from the Box. Super:

HAZARD

Wild: While this card is in your hand, everyone must exhibit a certain behavior, as dictated by you, whenever speaking, or else lose one token to the Warp. Super:

HAZARD

Wild: If you have no tokens in the Fan or Warp, any tokens you lose go directly to the Warp. Super:

HAZARD

Wild: If you have no tokens in the Fan or Warp, you may prevent tokens from leaving a sector to the Warp. Super:

HAZARD

Wild: If you lost your challenge, you may make another against the system you just attacked. Use this card only once during your turn. Super:

HAZARD

Wild: Each player now draws a new power at the beginning of his turn. When this card leaves your hand, players discard their additional powers. Super:

HAZARD

Wild: If you must discard a Flare, you may discard this card instead. Super:

HAZARD

Wild: If you are the defending player, before cards are played, you may hop (move) one of your tokens from or to an adjacent planet in the system after the cone is pointed. If you were defending a one-token base in an outside system before you hopped , tokens in the cone return to bases and the challenge is counted as a loss. Super:

HAZARD

Wild: You may prevent any player from discarding a discard after use flare. He must then keep it in his hand, but cannot use it until it enters his hand again. Super:

HAZARD

Wild: If you must give consolation, you may instead, if possible, randomly give each player a card. Super:

HAZARD

Wild: You may secretly write down a card on a piece of paper. When that card is played in the challenge, you may take it after it has been used. If it is a Flare, discard this card. Super:

HAZARD

Wild: Once per challenge, you may declare any one planet “frozen” for the duration of the challenge. Tokens may land on this planet, but no tokens may leave it, unless these tokens are defending in a challenge. Super:

HAZARD

Wild: As a defending player in your system, you may “retreat” all but one of your tokens from a planet on your system to your star disc. At the end of a challenge, retreated tokens return to the planet they came from. Super:

HAZARD

Wild: You do not lose your power so long as you have at least three tokens on any one planet. Super:

HAZARD

Wild: You may take a second turn. Super:

HAZARD

Wild: If your opponent plays a Kicker, before cards are revealed, you may apply it to your Challenge card. Super:

HAZARD

Wild: You may create a Hybrid. When you are defending a planet, you may borrow one power of your choice from any player with a base on the planet you are defending. He may not use the power for the duration of the challenge. Super:

HAZARD

Wild: If you are a main player and have any tokens belonging to your opponent, you may force your opponent to give you your tokens captured on his Star Disc and you must give him his. Super:

HAZARD

Wild: You may attack anyone in the system you must challenge. Super:

HAZARD

Wild: You now levy taxes. Whenever someone uses the cone, he must pay you a Lucre. If he cannot pay, he may not put tokens into the cone (if the offensive player cannot pay, play passes). Super:

HAZARD

Wild: You may rescue tokens from another player’s Star Disc by paying the Box one Lucre per token. Super:

HAZARD

Wild: If you are a main player in the challenge, you may send one ally back to bases. Super:

HAZARD

Wild: You are Rufferto. If you ally with one token and your side loses, your token does not go to the Warp. Super:

HAZARD

Wild: If you know of one of your Supers that is in another player’s hand and he chooses not to use it when he has an opportunity to, you may take it as soon as the opportunity passes. Super:

HAZARD

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

HAZARD

Wild: If your opponent has a base on any planet on your system, you may threaten to bomb it. If you lose the challenge or fail to deal, the base is blown up and goes to the Warp. The threatened base may not be removed until the challenge is ended, other than as part of a deal (despite the Wild Filth). Super:

HAZARD

Wild: Play this card as an Attack card. When you reveal this card, you have played an Attack equal to the number of cards in your hand, including this one. Super:

HAZARD

Wild: Your Lucre counts double in figuring your challenge total. Super:

HAZARD

Wild: If you know of an Edict or Flare another player has in his hand, you may make him play it. Super:

HAZARD

Wild: If, after tokens have been placed in the cone, you have the most tokens in the cone, receive one Lucre from the Box. Super:

HAZARD

Wild: Any tokens which are lost to you in a challenge are “temporarily under contract” to you. Give them, flipped, back to their owners. Any time before you lose this card, you may force these tokens to ally with you unless they are in the Warp. When you lose this card, these flipped tokens are un-flipped. Super:

HAZARD

Wild: Don’t Panic. You may take as long as you want to make any game decision, up to one per challenge. Super:

HAZARD

Wild: This card is “protection”. If you are the defending player in a challenge, you may pay one Lucre to your opponent and he must “cancel” the challenge. Tokens return to bases and the challenge is considered a loss. Super:

HAZARD

Wild: You may release all your tokens from the Warp or another player’s Star Disc. Play at the beginning of your challenge. Discard after use. Super:

HAZARD

Wild: If you are a main player in the challenge, you may prevent any players except the main players from playing cards. Super:

HAZARD

Wild: You may consider any of your external bases a third base to keep your Alien powers. Super:

HAZARD

Wild: When your opponent buys cards from the Deck, you may force him to buy these cards from your hand. You choose which cards to give and must be able to give him the number of cards he has bought. Super:

HAZARD

Wild: You may immunize yourself by removing one of your Destiny Discs from the deck. When this card leaves your hand, return the Disc to the Destiny Disc discard pile. Super:

HAZARD

Wild: Whenever this card enters your hand, immediately lose a Lucre to the Box (and not the Dragon). 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:

HAZARD

Wild: Add any variant not in the game to the game (e.g.,. Moons, Lucre, Praw, Asteroids, more powers, etc.). Discard after use. Super:

HAZARD

Wild: If another player must lose tokens to the Warp, you may lose the same number of tokens instead. You choose from where to lose them. Super:

HAZARD

Wild: If you win a challenge, receive from the Box a number of Lucre equal to the amount of Lucre you spent in the challenge. Super:

HAZARD

Wild: You may audit one player. While you have this card in your hand, you may force one player to show you any new cards he draws. Super:

HAZARD

Wild: You may isolate a system. Players may take only two tokens from this system into challenges outside of it. Super:

HAZARD

Wild: If you are about to lose your power, you may discard this card instead of losing your third home base. Super:

HAZARD

Wild: Immediately gain a base in any system and place a marker on it. When you lose this card from your hand, lose the base you gained because of this card. Super:

HAZARD

Wild: Once per challenge, you may randomly discard one card from a player’s hand. Super:

HAZARD

Wild: You may voluntarily lose the challenge and force your opponent to lose the challenge as well. All tokens are lost to the Warp. Play before challenge cards are played. Super:

HAZARD

Wild: If you have an Attack card whose value equals the number of tokens on a planet, discard the card and remove the tokens from this planet. Super:

HAZARD

Wild: If another player has zero cards, you may give him your hand and draw a new hand. Super:

HAZARD

Wild: You may discard a Kicker into another person’s hand at the end of a challenge. Super:

HAZARD

Wild: You may give any player this card and kidnap four of his cards, unless he pays your a Lucre. Super:

HAZARD

Wild: If you are a main player in the challenge, you may take your opponent’s challenge card if it is lower than yours (or a Compromise), subject to other powers and Supers in the game. Super:

HAZARD

Wild: If another player forces you to discard your hand, discard your hand into his then take his hand. Super:

HAZARD

Wild: You may delay receiving rewards, winning a base, or taking Consolation until the end of a challenge. Super:

HAZARD

Wild: You may force an ally of the winning side to give Consolation instead of the main player. Super:

HAZARD

Wild: You may force a player to put a token into the Warp at the beginning of his challenge, instead of taking a token out of the Warp. Super:

HAZARD

Wild: If you are a main player in a challenge and win, put your opponent’s tokens on your star disc. During the next challenge in which you are a main player, either use these tokens as your allies (the token s owners receive rewards as allies), or put them in the Warp. Super:

HAZARD

Wild: At the end of a challenge, lose one Lucre to the Warp and pass this card to the player on your left. However, if you win a challenge and have this card in your hand, discard this card and take out all the Lucre in the Warp. Super:

HAZARD

Wild: If you have no Lucre, discard this card and draw five Lucre from the box. Super:

HAZARD

Wild: Once per challenge, you may put one of your tokens in the Warp and receive one Lucre. Super:

HAZARD

Wild: Once per turn, you may place (face down) a moon on any blank planet. This planet is still considered a planet, but the planet also has the moon’s effects once landed upon. Once you lose this card, remove all “moon-planets” created with this flare. Super:

HAZARD

Wild: As a main player, if you have won, you may bully each player on the opposing side one Lucre. If they cannot pay, you may place one of their tokens in the Warp. Super:

HAZARD

Wild: As ally or offensive player, you may put up to five tokens into the cone. Super:

HAZARD

Wild: As ally or offensive player, you may put up to eight tokens into the cone. Super:

HAZARD

Wild: Then penalty for your opponent when you try to make a deal is a base to the Warp. Super:

HAZARD

Wild: When you are the main player, you may roll one token within the cone to either the mouth or the defensive ring. Winning tokens receive rewards as if they were ally tokens. Super:

HAZARD

Wild: You may average your hands with your opponent. Give or take (randomly) cards with your opponent until you have an equal number of cards (you may have one more card than him if averaging is not possible). Super:

HAZARD

Wild: You may take the median Attack card of your opponent. If he has the choice of two cards, he chooses. Super:

HAZARD

Wild: You may hire out an Attack card from your hand for Lucre. Super:

HAZARD

Wild: You may give another player an Attack card. Super:

HAZARD

Wild: You may give another player a Kicker. Super:

HAZARD

Wild: You may win with at least three external bases, but each must be in a different system. Super:

HAZARD

Wild: You may win with at least two external bases, so long as they are in the same system and the system owner no longer has his power. Super:

HAZARD

Wild: You may force one player per turn to trade you one Lucre for a card, randomly picked, from your hand. Super:

HAZARD

Wild: If you have not tokens in the Moon Doom hex, you may move the Moon Doom disc ahead one space per challenge. Super:

HAZARD

Wild: When this card enters your hand, and if you have no moons, immediately add one moon to your system. Super:

HAZARD

Wild: You may force the system owner to defend his moon if it has no tokens on it. Super:

HAZARD

Wild: You may scrootch any moon base, once per challenge. Tokens may not be removed from this base under any circumstances until the end of the challenge. Super:

HAZARD

Wild: If another player voluntarily evacuates a moon, you may place one of your tokens on it. Super:

HAZARD

Wild: Once per challenge, you may force any one player receiving rewards, consolation, or a newly acquired base to receive it as if he had one token. Super:

HAZARD

Wild: Immediately draw a power from the unused Power Deck. When this card leaves your hand, discard one of your powers. Super:

HAZARD

Wild: You may declare one player to be Sherman. He must now ally with you in every challenge until you no longer have this card, but is limited to one token. Super:

HAZARD

Wild: If you are a main player in a challenge outside your system, you may ally with yourself, taking up to four of your tokens from bases in the system being challenged. Super:

HAZARD

Wild: If you are a main player and win or make a deal, take one card at a time from the hand of your opponent or one of his allies until he has five cards. Super:

HAZARD

Wild: If you are a main player and win, take enough cards from your opponent until you have ten cards. Super:

HAZARD

Wild: If you lose a challenge as the offensive player, you may make another one. Do not reposition the cone. Super:

HAZARD

Wild: Keep, face-down, any Special Destiny Cards you draw from the Deck or keep the Special Destiny Card Deck face-down to one side. At the beginning of any second challenge, you may force the offensive main player to draw a card from the top of the Special Destiny Card Deck. If he draws a Comet, his next draw is from the Destiny Deck. Super:

HAZARD

Wild: Remove all your tokens from the Warp to bases. Use once and discard. Super:

HAZARD

Wild: If you are a main player, after cards are revealed, you may subtract the number of your tokens involved in the challenge from your opponent’s attack total. Super:

HAZARD

Wild: You may square the value of any Kicker you play. Super:

HAZARD

Wild: This card is ICE. If a player forces you to discard any other cards in your hand, you may keep them and send one of his tokens of your choice to the Warp. Super:

HAZARD

Wild: If you lose your last home base to the Warp, but not because you selected tokens from it, you have won the game. Super:

HAZARD

Wild: If a player forces you to discard / switch one of your powers, you may instead discard / switch his instead. (If the Wild Reincarnator is in the game, you may, instead of discarding your power, force the Wild Reincarnator to discard and draw a new power a second time.) Super:

HAZARD

Wild: If you are a main player in the challenge, both you and your opponent may not use a power during the challenge. You select which powers are not in use. Super:

HAZARD

Wild: When you need to draw a new hand, you may instead look through the Discard Pile and select a new hand from it. Super:

HAZARD

Wild: If you are a main player and did not use a card, you may discard it and draw the top card of the Deck. Super:

HAZARD

Wild: You may copy a Power of the player on your left; use it as if it were your own. This Flare may only be used to copy one power per challenge. Super:

HAZARD

Wild: If you are a main player, before cards are played, you may declare that tokens subtract instead of add to their Attack totals. This flare overrules the Anti-Matter power. Super:

HAZARD

Wild: If you are an ally, you may remove yourself from the cone before cards are played unless you have been forced to put tokens in the cone (e.g.,. by the Magnet). Super:

HAZARD

Wild: You may draw another power and use it as a hidden power. You must discard it when you lose this card. Super:

HAZARD

Wild: When you make a deal, you may give away and / or receive powers. These powers return to their original owners when this card leaves your hand. Super:

HAZARD

Wild: As an attacking player, you may place zero tokens in the cone. Super:

HAZARD

Wild: If you are a main player and your opponent plays the same card as you, he must pay you a Lucre, if possible. Super:

HAZARD

Wild: You may add one to your Attack total for each home planet you occupy. Super:

HAZARD

Wild: If you are a main player, after allies have committed to the cone, you may uninvite an ally. He may ally with your opponent if your opponent had invited him. Super:

HAZARD

Wild: Before you take Consolation, you may force your opponent to separate one of the following types of cards into a pile: Attack cards, Compromise cards, Edicts, Flares, and Kickers. You then draw Consolation only from this pile (if any). Super:

HAZARD

Wild: Before cards are revealed, you may force any player with tokens in the cone to lose one Lucre to the Box. Super:

HAZARD

Wild: If you share a base with your opponent and have more tokens on the planet than he does, you may overwhelm him and remove his tokens from the planet. Super:

HAZARD

Wild: You may give consolation to anyone taking it instead of the normal player. Super:

HAZARD

Wild: You may force one star disc to go nova . Cover one of the planets in another player’s system with his star disc. Tokens may not be removed from this planet, nor do they count as bases. You may use this card only once, and the star disc returns to normal once this card leaves your hand. Super:

HAZARD

Wild: If you are a main player, before cards are played, you may draw a card from the deck. If you do not use it by the end of the challenge, discard it. Super:

HAZARD

Wild: You may give all the rest of the players in the game some pleasure by paying off one Lucre to your opponent and preventing him from using the rest of his turn. Super:

HAZARD

Wild: You may play two Kickers with a Challenge card. Multiply before adding/subtracting. Super:

HAZARD

Wild: If you have no tokens in the Praw, you may prevent tokens from leaving the Warp to the Praw. Super:

HAZARD

Wild: Once per challenge, you may rescue two of your tokens from the Praw to bases. Super:

HAZARD

Wild: Before challenge cards are revealed, you may declare that losing tokens go directly to the Praw. Super:

HAZARD

Wild: You may raise two of your tokens from the Praw to the Warp at the beginning of each turn. Super:

HAZARD

Wild: You may raise two tokens from the Praw at the start of each challenge. Super:

HAZARD

Wild: You may persuade your opponent to ally you, with as many tokens as you have in the challenge. Super:

HAZARD

Wild: Players gaining a base in your system must pay you one Lucre. If they cannot pay, they cannot gain the base. Super:

HAZARD

Wild: When you are a main player, before cards are played, you may set aside one of your cards for each token you have in the challenge. Return these cards to your hand at the end of the challenge. Super:

HAZARD

Wild: You may use this card as a Kicker -1. Super:

HAZARD

Wild: You may play your Kicker after Challenge cards are played, but before they are revealed. Super:

HAZARD

Wild: You may force two players who have just made a deal to first pay penalties for failure to make a deal. The deal then continues normally. Super:

HAZARD

Wild: You are Miracleman. Flip over a token and draw an additional power. When this token is involved in the challenge, you may use the power, subject to the limitations stated on the power card. Super:

HAZARD

Wild: After a player plays a Flare, except one of a power involved in the game, you may remove it from the game and give the player the top card from the unused Flare Deck. Super:

HAZARD

Wild: If you are a main player and played an Attack card, before cards are revealed you may draw a card from the Deck. If it is an Attack card, add its value to yours. Super:

HAZARD

Wild: If you are the main player or ally in a challenge, you may discard a card. Super:

HAZARD

Wild: You may discard your hand and draw a new 7-card hand. Super:

HAZARD

Wild: When you discard your hand, you receive from the Box one Lucre for every card you discarded. Super:

HAZARD

Wild: When you buy tokens from the Warp, the number of tokens rescued is two per Lucre. Super:

HAZARD

Wild: You may draw seven cards from the discard pile when you discard your hand. (Do not draw any cards you discarded.) Super:

HAZARD

Wild: After allies have put tokens into the cone, but before cards are played, you may allow your allies to put in additional tokens into the cone, so long as each ally has no more tokens in the cone than he could have originally joined with. Super:

HAZARD

Wild: If you are a main player, your opponent must discard the same type of card (Attack, Compromise, Kicker, Edict, or Flare) that appears at the top of the Discard Pile, if possible. Super:

HAZARD

Wild: Any player gaining a base in your home system on a planet where you have no base must grant you a base on this planet or lose this base to the Warp. Super:

HAZARD

Wild: At the beginning of your challenge, instead of taking one token from the Warp and placing it on your base, take up to four of your tokens from the Warp and put them directly in the cone. Super:

HAZARD

Wild: You may play this card as an Attack card. When revealed, results are ignored and you now make a deal with your opponent. Super:

HAZARD

Wild: If someone has successfully challenged you during the game, you may take revenge and place one of their bases in the Warp. Discard after use. Super:

HAZARD

Wild: If you are a main player or ally in a challenge, your opponent subtracts from his Attack total the number of tokens you and your allies have on his Star Disc. Super:

HAZARD

Wild: If you are defending in your own system, you may add to your total the number of bases your opponents have in your own system. Super:

HAZARD

Wild: If you are defending in your own system, you may add to your total the number of bases you have in your own system. Super:

HAZARD

Wild: You may force one ally to wave his arms about and talk in a loud, monotone voice. Super:

HAZARD

Wild: If you are the attacking player, you may demand one Lucre from every defending ally who puts tokens in the cone. Super:

HAZARD

Wild: If someone is attacking a base on a planet on which you have a base, you may add your tokens to his in calculating the attack total. Your tokens are not lost to the Warp. If the defender makes a deal, you are also involved. If the defender takes consolation, you take one card from the attacker for every token you have on your base. Super:

HAZARD

Wild: For every token of yours lost to the Warp, discard a card. Super:

HAZARD

Wild: If you are a main player, before cards are played, randomly draw one card from any player. Super:

HAZARD

Wild: When you are about to discard this card, play it. You are bankrupt. Immediately lose all your Lucre. Collect one Lucre from each player. If the amount of Lucre you have on your Star Disc is less than the amount you lost, continue collecting until you have a number of Lucre more than or equal to the number you lost. Super:

HAZARD

Wild: If you are a main player and your opponent plays a Flare, you may discard a Flare from your hand and take the card your opponent just played. Super:

HAZARD

Wild: If you are the main player and have just lost the challenge, winning allies collect rewards as usual, but their tokens go to the Warp. (Winning offensive allies establish a base with 1-4 tokens from other bases.) Super:

HAZARD

Wild: If you must discard your hand, receive one Lucre for every card discarded. Super:

HAZARD

Wild: When you must randomly draw cards from another player, you may instead look though his hand and select the cards you are entitled to. Super:

HAZARD

Wild: If you win a challenge as a main player, you may shanghai your opponents tokens. Take the losing tokens to your Star Disc and add the total number of tokens on your Star Disc to your Attack total. When this card leaves your hand, tokens on your Star Disc go to the Warp. Super:

HAZARD

Wild: If the Destiny Pile is about to be reshuffled, if you can guess the color of the last disc in the pile, you may challenge it, per Timegash. Super:

HAZARD

Wild: If you are a main player, before tokens are placed in the cone, you may pay your opponent a Lucre and force him to land upon or challenge a moon in your system. Super:

HAZARD

Wild: If two players are about to engage in a deal, you may limit the deal to one of the following: cards, bases, or Lucre (in a Lucre game). Super:

HAZARD

Wild: If you lose tokens to the Warp other than because of a challenge outcome or failed deal, you may collect damages of one card per token lost from the player who caused you to lose tokens. Super:

HAZARD

Wild: Tokens (except yours) lost in your system to the Warp go to your star disc instead. On each flip of the Destiny Pile, place one token from your star disc to the Warp. Players may rescue tokens from the Warp or your star disc. Super:

HAZARD

Wild: If you must take consolation, take the entire hand of your opponent. Super:

HAZARD

Wild: Draw another power from the unused power deck. You may use this power when defending (and not use one other power), but if you lose, you must discard this power and this flare. Super:

HAZARD

Wild: Whenever you are a main player, you must give away this flare to any player in the challenge and force him to lose one of the following (your choice): two tokens, two Challenge cards, or an Edict or Flare. He chooses which tokens / cards to lose. This flare does not affect the Skippy. Super:

HAZARD

Wild: Between challenges, you may force all players to play one round of War, using their Attack cards. Other cards are set aside during the game. Discard after use. Super:

HAZARD

Wild: You are now the slave of the player from whom you received this card. You must ally with him if he invites you. At the end of the challenge in which you have been forcibly allied, you give this card to any player except the one who enslaved you. (You are not a slave if you drew this card from the deck.) Super:

HAZARD

Wild: You may revolt . If you have the most tokens in the Warp or any player’s Star Disc, immediately release them to your bases. Play at the beginning of your challenge. Super:

HAZARD

Wild: If you are an attacking player and share a base with your opponent, you declare your opponent’s tokens on one such base enslaved. These tokens join your side in the challenge and are treated as allies. Super:

HAZARD

Wild: You may draw cards from the Discard pile Super:

HAZARD

Wild: Each player now draws an additional power at the beginning of each turn. When this cards leaves your hand, players discard these additional powers. Super:

HAZARD

Wild: Whenever you take only one card as consolation, normal defensive ally rewards, etc., take another card. Super:

HAZARD

Wild: You may take the hand of any player who is not a main player and set yours aside for the duration of a challenge. You may play cards from this hand as possible, but must return his hand at the end of the challenge. Super:

HAZARD

Wild: If you are the main player or ally in a challenge, you may snipe one token from the cone into the Warp. Super:

HAZARD

Wild: You may look at the top seven cards in the Deck. Super:

HAZARD

Wild: If you are an ally and the main players make a deal, you may force them to either let you participate in the deal, or pay the penalty to make a deal and make a deal without you. Super:

HAZARD

Wild: If another player trades, gives, or discards his entire hand, you may randomly take one card from this hand. Super:

HAZARD

Wild: On any challenge in which your color is determined on the Destiny Pile, you may add ten to your challenge. Super:

HAZARD

Wild: On any challenge in which your color is determined on the Destiny Pile, you may add five to your challenge. Super:

HAZARD

Wild: If your opponent refuses to make a deal, he must give to you his highest or lowest attack card (your choice) in addition to other penalties. Super:

HAZARD

Wild: If you are defending a home base, you may add two to your challenge total for every home base you have. Super:

HAZARD

Wild: If you are a main player in a challenge, and lose tokens to the Warp except as a result of a challenge, your opponent loses tokens instead. Super:

HAZARD

Wild: When you are the defending player in a challenge and win, you gain one card from the deck for every token you have in the challenge. Draw these cards after everyone else has. Super:

HAZARD

Wild: You are the publisher of Spy magazine. Everyone must now display either an unused Flare, Edict, Kicker, or their highest Attack card. Super:

HAZARD

Wild: Draw an additional moon to your system and immediately land on it. Discard after playing. Super:

HAZARD

Wild: Once per challenge, you may take the hand of another player and announce any of its cards to the other players. Super:

HAZARD

Wild: If you lose as a defensive player, your tokens stay on the planet. Super:

HAZARD

Wild: If a player gains a base, he instead returns these tokens back to bases and another player besides yourself gains a base on the planet. Use once and discard. Super:

HAZARD

Wild: You may raise a token from the Praw to the Warp for every Compromise card played. Super:

HAZARD

Wild: If you are an ally and lose tokens to the Warp because the main player you allied with played a Compromise, you take the consolation instead of him. Super:

HAZARD

Wild: This is the super of any of your powers. Super:

HAZARD

Wild: This card is Kryptonite. All players with tokens in your system may not use one of their powers of their choice. Super:

HAZARD

Wild: You may discard this flare for seven cards from the deck. Super:

HAZARD

Wild: Once per challenge, you may randomly take a Flare from another player, put it in your hand, and give him one of yours. Super:

HAZARD

Wild: You may replace an ally in a challenge you are not involved in. His tokens return to his bases and you replace them with an equal number of yours. Super:

HAZARD

Wild: If a player discards a card, you may give him this card and take the card he discarded. Super:

HAZARD

Wild: If you are to take consolation, you may forgo taking cards and return tokens to bases instead. Super:

HAZARD

Wild: You may clone yourself. Whenever you are the defending player, after the cone has been pointed, immediately double the number of your tokens on any of your bases, taking additional tokens from the Warp. Super:

HAZARD

Wild: You may disguise yourself. Draw the top disc in the Destiny Pile, keep it, but do not reveal it. When the player indicated by the disc takes his next turn, you take his first challenge instead. If you win the first challenge, he takes the second one. Then you discard the disc to the Destiny Pile discard pile. Super:

HAZARD

Wild: You may borrow the use of another player’s (except your opponent’s) Lucre instead of yours for computing your Attack total. Super:

HAZARD

Wild: Whenever you are a main player, every time your opponent spends Lucre, you receive one of the Lucre he has spent. Super:

HAZARD

Wild: If you have lost the previous challenge, you may play this Flare as a Kicker x10. Give this Flare to your opponent after using it. Super:

HAZARD

Wild: If your ally has fewer bases than you, you may immediately grant him one base where you have one, if possible. Discard after use. Super:

HAZARD

Wild: You may establish a deep agent. If you have a base in the most powerful player’s system (the player with the most bases), you may “control” his powers for one challenge: You may use his powers and he may not. Super:

HAZARD

Wild: You may cause all players to mix their hands at the beginning of your turn. Each player takes back the number of cards he had in his hand. Super:

HAZARD

Wild: You may liquidate your resources. You may discard cards to the discard pile and/or put your own tokens to the Warp and receive one Lucre for each card discarded and/or token lost into the Warp. Super:

HAZARD

Wild: Once per challenge, you may see the hand of another player. Super:

HAZARD

Wild: You may destroy a power. If another player has just lost his powers, you may permanently remove one of them from the game. Use once and discard. Super:

HAZARD

Wild: You may warn your opponent that if he does not call off the challenge, you will assassinate one of his tokens. If he agrees, the challenge is cancelled and counted as a loss. If he disagrees, remove one of his tokens to the Warp and continue the challenge normally. Super:

HAZARD

Wild: You may sink a cone. If you have a token in the cone, you may take the contents of the cone and put them into the Warp. The challenge immediately ends and is counted as a loss. Super:

HAZARD

Wild: You may take a second challenge, regardless of the results of the first one. Super:

HAZARD

Wild: Steal an additional Lucre from another player at the beginning of your turn. Super:

HAZARD

Wild: If you share a base with another player, you may remove both yours and his base to the Warp. Super:

HAZARD

Wild: If you are a main player and cause your opponent to run out of cards before the outcome of the challenge is determined, you win the challenge. Super:

HAZARD

Wild: If you are a main player in a challenge, add one-tenth of your opponent’s Challenge total (including tokens, Warrior’s points, etc.) to yours. Super:

HAZARD

Wild: At the beginning of a turn, you may remove an unoccupied moon from any system and replace it with a new moon (face down and unseen by yourself). If there is no moon to remove, you may add a new moon. Super:

HAZARD

Wild: If you have been invited to ally by both main players, anytime before cards are played, you may switch your tokens from one side of the cone to the other. Super:

HAZARD

Wild: You may discard your entire hand (even if you must do so normally) and take all your tokens out of the Warp. Super:

HAZARD

Wild: Once per turn, release one of your tokens from the Warp to your bases. Super:

HAZARD

Wild: You may use this Flare as a Compromise. You need not discard it if played as a challenge card. Super:

HAZARD

Wild: If you are the defending player, you may add tokens to your defending base from your other bases. The number of tokens you may add is equal to the number of tokens you may normally ally with. Super:

HAZARD

Wild: You are a Zoat. If you have just made a deal, you to receive double the terms you are entitled to. Super:

HAZARD

Wild: Once per challenge, as a main player, you may force your opponent to “decompose” and discard his hand to the Discard Pile. Super:

HAZARD

Wild: If you are a main player or ally, after cards are revealed, you may add one token from bases to your side of the challenge. Super:

HAZARD

Wild: If another player voluntarily removes his last token from a planet, you may place one of your tokens on it. Super:

HAZARD

Wild: You may randomly take a card from someone who has allied with you. Super:

HAZARD

Wild: Before cards are played, you may switch hands with your opponent and use each other’s hand for the duration of the challenge. After the challenge is finished, switch hands again. Super:

HAZARD

Wild: If you are the defending player, you may force your opponent to put in as many tokens in the cone as you have in the challenge. Super:

HAZARD

Wild: You may start digesting . Whenever you are a main player, you may remove one token from any planet where you have a base to the Warp. Super:

HAZARD

Wild: If you are a main player and have just won a challenge, remove bases of all players who did not ally with you on the planet you have just gained/kept a base on. Super:

HAZARD

Wild: When you are the main player in a challenge and have lost, you may put one token of any player who has opposed you into the Warp. Super:

HAZARD

Wild: You are Number Six. If you successfully defend a base with an individual token (and no allies), you may establish a base in your opponent’s system. Super:

HAZARD

Wild: For every base you lose, draw one power from the unused Power Deck. When you lose this card, discard any powers you have drawn through this card. Super:

HAZARD

Wild: If you are a main player and lose a number tokens to the Warp as a result of a challenge, you may force your opponent to lose this number instead. Super:

HAZARD

Wild: You may release one of your tokens from the Warp or any Star Disc, once per turn. Super:

HAZARD

Wild: You are Kid Miracleman. You may destroy the population of an entire planet that you have a base on. (If you have a base on any planet, remove all tokens from the planet.) Super:

HAZARD

Wild: You may make one player’s tokens on a planet invisible during a challenge. Invisible tokens do not add to the challenge total, but are not lost to the Warp. Super:

HAZARD

Wild: For every base you gain, draw one power from the unused Power Deck. When you lose this card, discard any powers you have drawn through this card. Super:

HAZARD

Wild: If you have a Flare of a power not in the game, you may remove it from the game and take the top Flare of the unused Flare Deck. Super:

HAZARD

Wild: At the end of a challenge, draw Lucre from the Box until you have as much Lucre as your opponent. Super:

HAZARD

Wild: If, at the end of a challenge, you have no Lucre, immediately take one from the Box. Super:

HAZARD

Wild: Any challenges you make against occupied moons do not count towards your normal challenge limit. Super:

HAZARD

Wild: Your opponent must bellow out his words in as loud a voice as possible. Super:

HAZARD

Wild: If you are a main player and must play a challenge card, you may draw from the Deck and play the first challenge card that appears. All other cards you draw are discarded. Super:

HAZARD

Wild: You may wimp out of a challenge and remove your tokens from the cone before challenge cards are revealed. Super:

HAZARD

Wild: If you are an ally or main player and have won, in addition to normal rewards, you receive one card for each of your tokens in the challenge. Super:

HAZARD

Wild: Once per challenge, you may switch all tokens on one planet with all tokens on another planet so long as you do not gain a base and each planet has tokens to switch. Super:

HAZARD

Wild: You can use your power if someone has played a Flare which prevents you from using your power or causes you to pay a penalty to use it. (You may thus use your power without paying the penalty.) Super:

HAZARD

Wild: When you are making a challenge, you may treat the color on top of the Destiny Discard Pile as the color you have flipped. Super:

HAZARD

Wild: Once per challenge, you may send two tokens from the Warp or any Star Disc to the Praw. Super:

HAZARD

Wild: You may multiply your Attack card by the number of bases your opponent has in your system. Super:

HAZARD

Wild: This is an Un-Zap. Once played, you may return it to your hand. You may not Zap the Zap with this card. Super:

HAZARD

Wild: This is the Moon Unit Zappa. Once per challenge, you may replace any moon (except Zappa) with a new one. Tokens on the old moon are lost to the Warp. Or, if from the Power moon pile or discard your Moon Unit. You may draw new moons only between challenges. Super:

HAZARD

Wild: If you are a main player, before cards are played, you may make both you and your opponent’s tokens worth zero towards either the Attack total or consolation and rewards. Super: