CLEAVER

SPLITS ASTEROIDS, OR DESTROYS THEM

Optional Jack Reda �

CLEAVER

You have the power to split. Whenever you are the main player, you may cleave an asteroid in play. The asteroid immediately gets split into two asteroids with the same power (add another marker, and place the accompanying marker on the appropriate power). The new marker gets placed one system clockwise from where the original is located. Your split must occur after asteroids have rotated. On any subsequent turn where you are a main player, you may cleave duplicate asteroids to destroy them (the marker is removed from the game). You may not destroy the original markers.

MINER

USES ASTEROID’S POWER

Optional Jack Reda �

MINER

You have the power to strip. Whenever there is an asteroid in the system where you are involved in a challenge, you may take the use of the asteroid’s power in lieu of your own. No other player may make use of the asteroid’s power.

ORBITAL MECH

AFFECTS ASTEROID ROTATION

Optional Andrew Plotkin �

ORBITAL MECH

You have the power to affect orbits. When Asteroids are rotated in any challenge, you may decree that they all move two hexes to the right instead of one.

PROCESSOR

CHANGES POWER OF ASTEROID

Optional Jack Reda �

PROCESSOR

You have the power to convert. When an asteroid is moved into your home system, you may exchange the associated power with a random draw from the unused powers. The new power remains with the asteroid when it leaves your system.

STASIS

HOLDS ASTEROIDS IN PLACE

Mandatory Jack Reda �

STASIS

You have the power to hold. On each challenge, you must prevent an asteroid from rotating. You may not prevent the same asteroid from rotating two challenges in a row, nor may you allow two asteroids to inhabit the same system at the same time.

SWAP

SWITCHES ASTEROIDS

Optional Jack Reda �

SWAP

You have the power to exchange. As a main player, you may switch the locations of any two asteroids in play. The switch must take place after the asteroids have rotated.