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:

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:

HAZARD

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

HAZARD

Wild: If, as 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:

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: 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:

HAZARD

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

HAZARD

Wild: Whenever any other player reveals a Compromise Card in a challenge, that player must either 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:

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:

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:

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:

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:

HAZARD

Wild: You need not discard any Edict you play; instead you may retain it (even if the Vulch is playing) and play it again on another challenge. Super:

HAZARD

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

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 then not involved in that challenge as a main player. Super:

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: At the end of your turn, you may make 1 extra challenge. Super:

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:

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:

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 other player must discard the entire list (or as much as possible) alone. Use once and discard. 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:

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:

HAZARD

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

HAZARD

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

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:

HAZARD

Wild: You may cheat and take your 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 discards are placed next to you for easy access. Super:

HAZARD

Wild: You may declare a planet “filthy” and all tokens there are returned to other 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:

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:

HAZARD

Wild: When you win as the 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 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 from each other by that number or more, you add that “spread” number to the card you have revealed. Super:

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:

HAZARD

Wild: You are immune to “Cosmic Zap” Edicts. Super:

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 a 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:

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:

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:

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: 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:

HAZARD

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

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:

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:

HAZARD

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

HAZARD

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

HAZARD

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

HAZARD

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

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:

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. Thus a 10 becomes a -10. Super:

HAZARD

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

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:

HAZARD

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

HAZARD

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

HAZARD

Wild: “Hide a treasure” of 10 Lucre, by secretly writing down a particular planet or moon. When any one else as 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:

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:

HAZARD

Wild: You may make all players (including yourself) reincarnate (draw a new unused power and discard their present one) once each turn (but not during a challenge). Super:

HAZARD

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

HAZARD

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

HAZARD

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

HAZARD

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

HAZARD

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

HAZARD

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

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 from the base until the challenge is ended, other than as part of a deal. (Despite the Wild Filth). Super:

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. But you may not move your own tokens this way. Super:

HAZARD

Wild: Every time another plays an Attack Card, retrieve a token from the Warp to any of your bases. 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:

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:

HAZARD

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

HAZARD

Wild: If you win a challenge (or make a deal) as a main player, your opponent gives you 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:

HAZARD

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

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:

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

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:

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:

HAZARD

Wild: You may look at any gaming components for ten seconds. Discard after use. Super:

HAZARD

Wild: You may return other players’ tokens (to bases) from the Warp as part of a deal. Super: