HAZARD

Wild: As a main player, you may increase or decrease the number of your tokens in the challenge before Challenge Cards have been selected. You can ooze more than four tokens onto the cone as the offensive player. Super:

HAZARD

Wild: When you are a main player, anytime before cards are revealed, you may flip a coin, with your opponent calling it. If your opponent calls it correctly, he wins the challenge. If he calls it incorrectly, you win the challenge. Unrevealed cards are discarde Super:

HAZARD

Wild: As the defensive player, you may generate a burst of Anti-Matter that sends to the warp one token from the offensive end of the cone for each token you have in the challenge. You choose which tokens to send to the warp. If the offensive player has no tokens remaining in the cone, the challenge ends immediately and any allies return home. Super:

HAZARD

Wild: You may look through the challenge deck and select one card to add to your hand. Discard this Flare, then reshuffle the challenge deck, but do not include discards. Super:

HAZARD

Wild: When you lose as defensive player, you may send all offensive tokens, including allies’, into the warp. In this case, the offensive player and his allies do not get bases, and all tokens in the challenge, both offensive and defensive, go into the warp Super:

HAZARD

Wild: Each player must pay you one Lucre per base he has in your system or give up the base. Super:

HAZARD

Wild: You may ask another player how many Attack Cards he has and what is their total. Super:

HAZARD

Wild: When a player is about to take consolation from you, you may pillage his hand by taking that many cards from him instead. Super:

HAZARD

Wild: As a winning ally, one of your tokens can return to a base with one of your allies, even if you did not have a base there before, unless this would be your fifth outer base. Super:

HAZARD

Wild: As the main player in a challenge, if your opponent plays a Compromise Card, he must give you a base of your choice or lose two tokens to the warp. Super:

HAZARD

Wild: When you are not a main player, you may switch the regular hands of any two other players who have cards. Super:

HAZARD

Wild: You may delay your challenge in favor of one by another player (as a reverse Timegash) in return for 5 Lucre (if he has that much). The other player has no choice in the matter, except for a Flare Zap. 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. Then calculate other card effects. Super:

HAZARD

Wild: As a main player, you can allow all allies, offensive and defensive, to play Challenge Cards and add them to the challenge. It is up to the allies whether they play cards or not, but you cannot restrict the ability to only offensive or only defensive. Super:

HAZARD

Wild: As a main player, you may borrow the Alien Power of any of your allies in a challenge. You use the power instead of your ally, and you may still use your own power in the challenge. Super:

HAZARD

Wild: After revealing Challenge Cards, add or subtract 10 from your side’s total. Super:

HAZARD

Wild: After you lose as offensive player, you may immediately challenge the same planet again. Super:

HAZARD

Wild: You need not discard any Edict you play, retaining it for use in another challenge. Super:

HAZARD

Wild: When drawing a new hand, draw ten cards from the Challenge Deck and discard three of your choice. Super:

HAZARD

Wild: You may rearrange all tokens in one system. Each player must get as many bases as he had before and no player may have more than six tokens on a base unless necessary. Super:

HAZARD

Wild: Whenever you are the defensive player on a base occupied by tokens of another player (except the offensive player), you may delegate that player to become the defensive player. You are no longer the main player in the challenge. Super:

HAZARD

Wild: As a main player, you exchange four tokens with another player. You decide where your tokens come from, including the warp, and he decides where his come from, not including the warp. Once selected, the tokens simply switch places. Super:

HAZARD

Wild: You can square the number of your tokens in a challenge for computing victory. Super:

HAZARD

Wild: You may propose an alternate color to the one on the destiny card, if it is a single color. All players then vote on either the original flip or your proposed alternate. Each player gets one vote, and you decide ties. Vote results takes priority ove Super:

HAZARD

Wild: You may confront any player who has offended you (in your opinion). You two must then attempt to make a deal or lose three tokens to the warp. Play then continues from where it left off. Super:

HAZARD

Wild: Make all other players, as a group, discard the following: an Attack Card, Compromise Card, Kicker, Edict, Flare Reinforcement, two Lucre, and three tokens to the warp. If they cannot agree on how to do so within two minutes, each loses the entire list, if possible. If no one has an item, they are not penalized. Super:

HAZARD

Wild: When you are not a main player, you may play the hand of a player who has a base in your system. Return his hand at the end of the challenge. Super:

HAZARD

Wild: Collect 10 Lucre from the bank. Use as offensive player. Super:

HAZARD

Wild: When you fail to make a deal in a Compromise/Compromise situation, you get another minute to try again, with your adversary incurring double penalty if you fail again. Super:

HAZARD

Wild: At the start of your turn, you may declare some or all of your Lucre to be invested. This Lucre is put in trust, inaccessible to yourself and other players, until the start of your next turn. At that time, the investment matures and you receive a 50% Super:

HAZARD

Wild: When you take new cards from the deck into your hand, you may feel guilty and give away any or all of them to other players. Super:

HAZARD

Wild: After cards have been revealed in any challenge, you may demand five Lucre from the winner of the challenge. If he does not pay you the Lucre, you may reverse the outcome of the challenge; that is, the winner loses and the loser wins. No effect in Compromise/Compromise situations. Super:

HAZARD

Wild: You may steal any one Edict of Flare as it is being played. It has no effect on its intended victim, going into your hand instead. Super:

HAZARD

Wild: You may declare a planet filthy, sending all tokens from there to other bases (or to the warp if a player has no other base). Any tokens that should land there during this challenge return to other bases instead. Super:

HAZARD

Wild: When you are an ally, the main player on your side can examine and use your hand. You retain any of your cards that he plays. Super:

HAZARD

Wild: When you win as defensive player in your home system, you can use all the tokens from the offensive side to ring your planetary system. These tokens then count toward your total when you are again defensive player. captured tokens do not have special characteristics. When you lose a challenge in which you used these tokens, they go to the warp along with any that were on the planet. Super:

HAZARD

Wild: As a main player, before revealing cards, you may call out any number as a “spread”. Then reveal the Challenge Cards. If the two cards are different by the spread or more, you can add the spread number to your Attack Card. Super:

HAZARD

Wild: When you ally in a challenge, you may use tokens from the warp. If your side wins, these tokens return to life and go to any of your bases. If you lose, they go back to the warp. Super:

HAZARD

Wild: You may retain the Lucre you spend to increase your side\’s total in this challenge. Super:

HAZARD

Wild: You may neutralize all tokens on one planet for this challenge. These tokens may not move, go to the warp, or count in the challenge. Super:

HAZARD

Wild: When you are entitled to consolation, you may take the appropriate number of cards from the winning main player and each of his allies. Super:

HAZARD

Wild: If you lose as a main player, your opponent’s allies get nothing for the win and must take their tokens back to bases. Super:

HAZARD

Wild: Cancel any Zap edict. Super:

HAZARD

Wild: You may lease your power to another player for any agreed price in Lucre. He uses his power instead of his own, and you may not use your power this challenge. If you and the other player cannot agree, you may return this Flare to your hand. Super:

HAZARD

Wild: As a main player, you may draw an Attack Card from your opponent’s regular hand and add it to your total. If he has no Attack Cards, you still lose this Flare. Super:

HAZARD

Wild: If you lose the challenge as a main player, you may discard your hand and draw a new one. Super:

HAZARD

Wild: As a main player in a challenge, 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 must make a deal or each lose three tokens to the warp. Super:

HAZARD

Wild: As a main player, you force your opponent to select his Challenge Card before asking for allies. Super:

HAZARD

Wild: When you are about to lose a base, you may keep one token there instead. Super:

HAZARD

Wild: In any challenge in which you are involved, before cards are revealed, you can declare that both sides lose, sending all involved tokens to the warp. Super:

HAZARD

Wild: As a main player, you can make your opponent stack his Challenge Cards and Kickers as he wishes. In this and subsequent challenges, he must play the cards in that order, from the top, until he uses up the stack. If he gets new cards, he holds them as a regular hand for use when his stack is gone. Other players may take consolation from his stack or his hand as they wish. Super:

HAZARD

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

HAZARD

Wild: You may force all other tokens off a planet where you have a base. Super:

HAZARD

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

HAZARD

Wild: You may look at all the cards in the Challenge Deck without changing their order. Super:

HAZARD

Wild: Whatever Challenge Card you played becomes identical to your opponent’s. Super:

HAZARD

Wild: You may protect up to half of your cards (rounded down) as exempt from consolation. This could mean that the player drawing consolation might not get all the cards to which he would normally be entitled. You choose which cards to protect. Super:

HAZARD

Wild: If you win or make a deal as a main player, draw one card from your opponent and each of his allies. Super:

HAZARD

Wild: After Challenge Cards are revealed when you are a main player, you may cause one of the Attack Cards to have a negative value, i.e., a 10 becomes a -10, a -5 becomes a 5. Super:

HAZARD

Wild: After Kickers are revealed, you may multiply the value of a Kicker by negative one. Super:

HAZARD

Wild: As a main player in a challenge, you may look at your opponent’s hand, shuffle the two hands together, and each take the same number of cards as you started with. Continue the challenge as usual. Super:

HAZARD

Wild: You may prevent a player from making a second challenge, ending his turn. Super:

HAZARD

Wild: You gain a base (one token) in the system of a player who has just lost the use of his Alien Power. Super:

HAZARD

Wild: As a main player in a challenge, before cards are played, you may name a Challenge Card (Compromise or specific Attack Card). If your opponent plays such a card, after the challenge is resolved he receives a reward of any combination of three tokens f Super:

HAZARD

Wild: You may discard your Alien Power Card. Draw two from those not in use, and pick which one you want. Super:

HAZARD

Wild: As a main player in a challenge, you may add or subtract up to four tokens after Challenge Cards are revealed. This could leave none of your tokens at risk, hanging your allies out to dry. Super:

HAZARD

Wild: You can lend your Alien Power to another player for one challenge. You lose the use of it for that challenge, and the recipient cannot use his regular power for that challenge. Super:

HAZARD

Wild: When you gain a base in another player’s system in a challenge, you plunder 5 Lucre from him. Super:

HAZARD

Wild: When you gain a base in another player’s system in a challenge, you plunder 5 Lucre from him. Super:

HAZARD

Wild: As offensive player, you may graft tokens from a base you share. They act as your tokens for the rest of the challenge. Super:

HAZARD

Wild: Before cards are played, write down how many Compromise Cards will be played. If your prediction is correct, each other player must lose one token to the warp. Super:

HAZARD

Wild: You may take the top 10 cards of the deck, arrange them in any order, and return them to the deck. Super:

HAZARD

Wild: You may force all players (including yourself) to reincarnate, discarding Alien Power Cards, and drawing new ones. Discard powers that only affect game setup and powers that cannot be used together, and draw again. Super:

HAZARD

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

HAZARD

Wild: When a player asks you to ally, you may demand to see the Challenge Card he intends to play. He must play that card whether you ally with him or not if he can. Super:

HAZARD

Wild: You may offer another player a base in your system in return for a specific favor, which can fall outside the normal rules for deals but is binding. If the other player does not agree, you may keep this Flare but cannot try again this challenge. Super:

HAZARD

Wild: You may prevent another player from allying. Super:

HAZARD

Wild: As another player is about to make a random draw, you get the items (rewards, consolation, etc.). He then draws as normal. Super:

HAZARD

Wild: After cards are played, you can doubt that one of the main players played the highest Attack Card he could. If you were right, you get his highest Attack Card after the challenge. If you are wrong, he gets your highest. Super:

HAZARD

Wild: When not a main player and not invited to ally at all, you may complain to one of the main players. If that player still does not invite you to ally with him, he may not invite any allies during that challenge. Super:

HAZARD

Wild: You may make the two main players in any challenge trade Alien Powers before playing cards. They keep their new Alien Powers after the challenge ends. Super:

HAZARD

Wild: As a losing offensive ally, you may place your tokens on the planet in the challenge. Super:

HAZARD

Wild: After winning a challenge as the offensive player, you can subvert your allies’ new bases, sending their tokens to the warp. Super:

HAZARD

Wild: If you are a main player and share a base with your opponent, you may declare his tokens on that base hostage. Hostage tokens cannot leave the planet until the challenge is concluded except as part of a deal. If you lose the challenge, or fail to make a deal, the hostage tokens go to the warp. Super:

HAZARD

Wild: In any challenge, you may trade one token from the defensive system planet with any other token, except your own, on any other planet. Super:

HAZARD

Wild: Choose four tokens to send to the warp. No single player can lose more than two tokens. Super:

HAZARD

Wild: As a main player, you may take one other player’s tokens on any planet where you have a base, switching his tokens with yours from the warp. Super:

HAZARD

Wild: The value of your tokens multiplies times the value of the other tokens on your side of the challenge instead of adding. Super:

HAZARD

Wild: As a main player, you may name a specific card. Each player then secretly shows you that card if he has it or any other card if he doesn’t have it. Super:

HAZARD

Wild: You may take one planet, and all the tokens on it, out of the game. Super:

HAZARD

Wild: If you win a challenge or make a deal as a main player, your opponent starts giving you his hand, one card at a time. Discard each in turn until you get a card you want to keep. You put that one in your hand, and your opponent keeps what’s left, if any. Super:

HAZARD

Wild: You may add your tokens in the warp to your side’s total in a challenge. Super:

HAZARD

Wild: As a winning defensive player, you may immediately challenge the offensive player in his home system. Super:

HAZARD

Wild: You can look at your opponent’s hand while drawing for consolation. Super:

HAZARD

Wild: When you are not a main player, you force one of the main players to play his lowest Attack Card. Super:

HAZARD

Wild: At the start of your turn you may move tokens from your bases onto a planet in your home system where you have no base. Super:

HAZARD

Wild: Use as a main player in a challenge. Your opponent must lose to the warp the number of tokens you have in the challenge or lose the use of his Alien Power during this challenge. Super:

HAZARD

Wild: As a main player, you may play a Kicker after challenge Cards are played, but before they are revealed. Your opponent is not allowed to respond with one of his own. Super:

HAZARD

Wild: You may return tokens from the warp as part of a deal. Super: