ADDICT

MUST ALLY IF INVITED

Mandatory Jack Reda �

ADDICT

You have the power to ally. If you are invited to join a challenge, you must accept. If both main players invite you, then you must accept with the player who needs you more (determined by who has the fewer tokens, then the fewer bases, then the fewer cards, etc).

BLACKOUT

FORFEITS USE OF POWERS

Optional Jack Reda �

BLACKOUT

You have the power to suppress. As a main player, you may forfeit the use of all of your additional powers, as well as the use of flares, edicts, kickers, etc. You may only play Challenge Cards for the remainder of the challenge.

BRAGGART

ANNOUNCES HIGHEST ATTACK CARD

Mandatory Jack Reda �

BRAGGART

You have the power to brag. At the start of the game, you must show all players your highest-valued attack card. Every time this changes (when you get a new card or lose your highest card), you must announce the new highest card. You must also answer (truthfully) any time someone asks you what that card is.

BROADCAST

TIPS HAND

Mandatory Marcus Porter �

BROADCAST

You have the power to show. You must keep your hand face up on the table at all times, picking it up only when involved as a main player after allies have committed.

BULL

NEVER MAKES DEALS

Mandatory Jack Reda �

BULL

You have the power of pigheadedness. You may never make a deal. If involved in a deal, it automatically fails, but your opponent need not lose three tokens.

CHARITY

GIVES CONSOLATION TO OTHERS

Mandatory Jack Reda �

CHARITY

You have the power to donate. Whenever you are entitled to consolation, your opponent draws from you instead.

CHICKEN

NEVER ALLIES WITH OTHERS

Mandatory Jack Reda �

CHICKEN

You have the power to bwaak. You may never ally with any other player (though they may still invite you, and you are subject to any consequences of refusing invitations).

CONTAGION

SHARES BAD POWER WITH OPPONENT

Mandatory Jack Reda �

CONTAGION

You have the power to infect. Whenever you are a main player, your opponent must use your bad power as well. Timing rules determine who uses the power first.

CUSTODIAN

REARRANGES BAD POWERS

Optional Jack Reda �

CUSTODIAN

You have the power of caretaking. At the start of each turn, you may rearrange the other bad powers in the game, exchanging one player’s bad power with another. Each player must keep the same number of bad powers they started with, and every player must get a different power, excluding yourself.

DRUNKARD

OPPONENT POINTS THE CONE

Mandatory Jack Reda �

DRUNKARD

You have the power to sway. As the offensive player, your opponent points the cone for you. If you are attacking a planet, he or she may point it at any planet in the system. If you are attacking a moon, he or she may point it at any moon.

DYSLEXIC

OPPONENT’S ATTACK CARD IS INVERTED

Mandatory Jack Reda �

DYSLEXIC

You have the power of inversion. The value of your opponent’s attack card is reversed (5 becomes 50, 40 becomes 4 and -1 becomes -10).

FEWER

HAS ONLY 10 TOKENS

Mandatory Jack Reda �

FEWER

You have the power of less. You start the game with 10 tokens instead of 20. If you lose this power permanently, you may place the missing 10 tokens into the warp.

GORE

CHOOSES LESSER OF TWO EVILS

Optional Jack Reda �

GORE

You have the power to mitigate. Whenever you are the main player, you may draw an additional Bad Power, and then select which one to keep. Proceed with this new Bad Power until you use your power again.

GULLIBILITY

GIVES PLAN AWAY

Mandatory Marcus Porter �

GULLIBILITY

You have the power of innocence. Your opponent selects his challenge card only after you have revealed yours.

HANDICAP

GIVES OPPONENT ADDITIONAL BAD POWER

Mandatory Jack Reda �

HANDICAP

You have the power of hindrance. Whenever you are a main player, your opponent must draw an additional Bad Power from those not in use, and continue the challenge. At the end of the challenge they may discard the additional Bad Power.

HEMOPHILIAC

DOUBLES OWN TOKEN LOSS

Mandatory Jack Reda �

HEMOPHILIAC

You have the power to bleed. Whenever you lose tokens to the warp, an equal number of your tokens from elsewhere must also go to the warp.

HYPOCHONDRIAC

STARTS TURN LOSING A TOKEN

Mandatory Jack Reda �

HYPOCHONDRIAC

You have the power to worry. At the start of each challenge, instead of taking a token from the warp, you must put one in.

INFERNO

HOME PLANETS HAVE BAD POWERS

Mandatory Jack Reda �

INFERNO

You have the power of suffering. Each of your home planets has a Bad Power associated with it. If a player captures a base in your system, they must then use the Bad Power for as long as they have tokens on that base.

JINX

FORCES OPPONENT TO PLAY BAD POWER

Mandatory Marcus Porter �

JINX

You have the power to jinx. Whenever you are a main player in a challenge, your opponent must choose a random power from the Bad Power list and play it for the duration of the challenge. This is in addition to any bad powers he or she currently is playing.

KARMA

PAYS FOR ACTION

Mandatory Marcus Porter �

KARMA

You have the power of karma. Whenever you send an opponent’s tokens to the warp, you must set aside a like number of tokens. Two thirds of these tokens go to the warp and the others must return to a home base to meditate on their misdeeds.

LAMB

OPPONENT SELECTS LOSING TOKENS

Mandatory Jack Reda �

LAMB

You have the power to herd. Whenever you lose tokens to the warp, your opponent in a challenge chooses where they come from. If not involved in a challenge, the player who initiated the effect that causes the loss chooses. If this is not clear, the player whose color last came up in the destiny pile (other than the Lamb) chooses.

LOBBYIST

MUST BRIBE ALLIES

Mandatory Jack Reda �

LOBBYIST

You have the power of influence. Before anyone can ally with you, or offer you any form of assistance, you must pay them a bribe of cards or Lucre.

LOON

NEVER LANDS ON MOONS

Mandatory Jack Reda �

LOON

You have the power of avoidance. You may never challenge a moon, or occupy one for any reason.

MAGOO

CAN’T SEE

Mandatory Marcus Porter �

MAGOO

You have the power of blindness. As a main player, your challenge card is selected randomly by your opponent.

MAYFLY

AGES RAPIDLY

Mandatory Marcus Porter �

MAYFLY

You have the power to age. Every time you win a challenge as a main player, you gain one point. Every time you lose a challenge as a main player, you gain two points. Whenever you are a main player, you must reduce your challenge total by the number of points you have accumulated.

MCMAHON

GIVES LUCRE TO OTHERS

Mandatory Jack Reda �

MCMAHON

You have the power to award. Each time a destiny card is revealed, you must give that player 2 Lucre if you have it.

MICRON

TOKENS ARE AT 1/4 STRENGTH

Mandatory Marcus Porter �

MICRON

You have the power of smallness. All your tokens count as one fourth of a token (rounding down). You may still only bring 4 tokens into the cone.

MOBIUS BOOBS

FREES OTHERS’ TOKENS

Mandatory Jack Reda �

MOBIUS BOOBS

You have the power to liberate. Each time one of your tokens goes to the warp, you must free any other players’ tokens currently in the warp.

NERD

NEVER ASKS FOR ALLIES

Mandatory Jack Reda �

NERD

You have the power of dorkiness. You may never invite allies. Players who can ally without being invited may still do so.

OOKOOC

STAYS IN THE WARP

Mandatory Marcus Porter �

OOKOOC

You have the power of confusion. Whenever you retrieve tokens from the warp, you must do so randomly. Any tokens belonging to other players drawn are returned to them. You may NOT draw again.

OVERACHIEVER

MUST GET AN ADDITIONAL BASE TO WIN

Mandatory Jack Reda �

OVERACHIEVER

You have the power of confidence. To win, you must occupy an additional base, over and above the existing win conditions. For example, in a ’normal’ game you must occupy 6 external bases.

PEACENIK

MUST COMPROMISE

Mandatory Jack Reda �

PEACENIK

You have the power of conscientious objection. When called upon to play a challenge card, you must play a compromise if you have one.

PRODIGAL

MUST PAY TO PLAY CARDS

Optional Jack Reda �

PRODIGAL

You have the power to pay. You cannot play a non-challenge card unless you first spend 1 Lucre. If you must play a card and you have no Lucre, you may contract a debt with the bank, but you may not spend Lucre on anything until this debt is repaid.

QUIETUS

TOKENS ARE LOST PERMANENTLY

Mandatory Jack Reda �

QUIETUS

You have the power of spontaneous combustion. All tokens you lose are permanently removed from the game.

SLUG

NEVER MOVES

Mandatory Marcus Porter �

SLUG

You have the power of lethargy. You may never move your own tokens except onto the cone or into the warp. Whenever you must place tokens on bases (when returning from a challenge as an ally, retrieving tokens from the warp, etc.), another player may place them for you wherever they like (as long as it is a legal spot for you). This other player must be either the opposing main player or the player whose turn it is next (other than the Slug).

TEETOTALER

MAY NOT PLAY NON-CHALLENGE CARDS

Mandatory Jack Reda �

TEETOTALER

You have the power of Moderation. You may never play Reinforcements, Kickers, Edicts or Flares (other than cards which nullify this power).

VAGRANT

ONLY COMMITS ONE TOKEN

Mandatory Marcus Porter �

VAGRANT

You have the power to wander. You may only commit one token in any challenge you are involved in.

ZEALOT

ALWAYS COMMITS FOUR TOKENS

Mandatory Jack Reda �

ZEALOT

You have the power of zeal. Whenever you enter the cone, you must commit with 4 tokens.

BENEFACTOR

MUST GIVE OPPONENT SPECIAL CARD

Mandatory Chaospuppy �

BENEFACTOR

You have the power of charity. As a main player, before cards are played in a challenge, you must give your opponent a kicker, an edict, or a flare. If you have none of these, they may look at your hand and pick a card they want. They are not obligated to take a card.

DUCK

MAY NOT KEEP SPECIAL CARDS

Mandatory Chaospuppy �

DUCK

You have the power to squander. You may not keep any kickers, edicts, or flares. Any time you receive one of these cards, you must discard it immediately without using it. You may keep your super flare.

FLOWER

LOSES A TOKEN EACH DESTINY FLIP

Mandatory Chaospuppy �

FLOWER

You have the power to wither. After destiny is flipped, one of your tokens from that system, chosen by the system owner, goes to the warp.

LEMON

ONLY TAKES ONE CHALLENGE PER TURN

Mandatory Chaospuppy �

LEMON

You have the power to break down. You may only take one challenge per turn and may not use a Timegash to make a challenge.

MAMMOTH

CAN ONLY PLACE ONE TOKEN IN CONE

Mandatory Chaospuppy �

MAMMOTH

You have the power of size. You may never place more than 1 token in the cone as an offensive player or ally.

MONK

OWN LUCRE HAS NO VALUE

Mandatory Chaospuppy �

MONK

You have the power over material wealth. Your Lucre has no value. Any Lucre you receive is set aside and cannot be used. You may not spend, trade, or give away your Lucre.

PARIAH

TOKENS ALWAYS ATTACKED

Mandatory Chaospuppy �

PARIAH

You have the power to be hated. If you have tokens anywhere in the defensive system, the offensive player must attack you there. If you have multiple bases in the defensive system, the offensive player chooses which to attack.

PENITENT

OPPONENT GETS CONSOLATION

Mandatory Chaospuppy �

PENITENT

You have the power to feel guilty. If you win a challenge, your opponent is entitled to consolation as if they had played a compromise card. Losing allies do not get consolation.

SAMURAI

TOKENS COMMIT SUICIDE

Mandatory Chaospuppy �

SAMURAI

You have the power of seppuku. If your opponent plays a compromise and you did not, all of your tokens in the challenge go to the warp. Your allies’ tokens remain. Your opponent’s tokens are still lost.

SPORTSMAN

GIVES OPPONENT A SECOND CHANCE TO WIN

Mandatory Chaospuppy �

SPORTSMAN

You have the power of fair play. If you win a challenge, you must give the other player a second chance. You and your opponent must then play kickers and challenge cards a second time to determine the outcome of the challenge. Unless you have no other challenge cards, you cannot use the same card again in the same challenge, though your opponent may.

SUBMISSIVE

PERFORMS MENIAL TASKS

Mandatory Chaospuppy �

SUBMISSIVE

You have the power to obey. You must deal the cards, be the banker for Lucre, draw from destiny, and any other game-related menial task the others players ask of you. You may never look another player in the eyes. You must perform the acts exactly as instructed and if there is ambiguity, you must ask for clarification. You get nothing in return except the satisfaction of a job well done. If Butler is in the game, he/she is your master/mistress and you may not take orders from anyone else, unless the Butler explicitly allows you to.

TEETOTALER2

MAY NEVER HAVE MORE THAN 7 CARDS

Mandatory Chaospuppy �

TEETOTALER2

You have the power of temperance. You may never have more than 7 cards. If you receive more than 7, you must keep the first 7 and discard the rest. You may not choose which card(s) to keep.