�

Moons

HAZARD

Wild: When losing tokens in a challenge, instead of placing them in the warp, you may land on any unoccupied moon. Super:

�

Moons

HAZARD

Wild: Once per challenge, you may add or subtract one token of any occupied moon of any player. The player chooses where the token comes from or goes to. Super:

�

Moons

HAZARD

Wild: As an ally, you may cover your side\’s challenge card with one of your own. The new card is treated as the one played. Super:

�

Moons

HAZARD

Wild: As a defensive player, you may pull a token from any of your bases to the challenged base. Super:

�

Moons

HAZARD

Wild: You may transform any super flare into its wild. Super:

�

Moons

HAZARD

Wild: You may search through the discard pile and take any flare putting this one in its place. Super:

�

Moons

HAZARD

Wild: When you play a card, you may discard an additional card. Super:

�

Moons

HAZARD

Wild: As a main player, after cards are revealed, you may add or subtract one token. Super:

�

Moons

HAZARD

Wild: This is the Moon Unit Zappa. Once per challenge, you may replace any normal moon with a new one. Tokens on the old moon return to bases. Super: