ATROCITY

ATTACKS PRISONERS

Optional Jack Reda �

ATROCITY

You have the power of cruelty. Whenever you are the offensive main player, you may opt to attack the defensive player’s Star Disc, as long as there is at least one prisoner there. He must defend with zero tokens, but may call for allies. If you win, you may establish a base anywhere in that system. All prisoners (excluding your own) are sent to the Warp. Your prisoner tokens return to bases.

BASTILLE

WINS OPPONENT’S PRISONERS

Mandatory Ken Cox �

BASTILLE

You have the power to storm. Whenever you win a challenge as a main player, in addition to the normal challenge outcome, the tokens in your opponent’s Prison that belong to you and your allies are freed to their owners. You then receive the remaining tokens in your opponent’s Prison and put them in your own Prison.

BRAWL

MUST BE GUARDED

Mandatory Ken Cox �

BRAWL

You have the power to riot. Each player who holds your tokens in his Prison must set aside an equal number of his own tokens from bases as “guards”. Guard tokens may not be used in challenges, nor do they count as a base. When the number of your tokens that a player holds in his Prison increases, that player must immediately either set aside one guard for each new token or release all the new tokens to the Warp. When the number decreases, the player returns an appropriate number of guards to any of his bases (or to the Warp if he has no bases). A player holding your tokens in his Prison may release any or all of them to the Warp at the beginning of his challenge.

CLAUSTRO

CHOOSES WARP OVER PRISON

Optional Ken Cox �

CLAUSTRO

You have the power of volition. Whenever any of your tokens would be imprisoned, you may instead choose to send them to the Warp (or eradicate them, if your opponent is the Void).

CLEMENT

CAUSES CAPTURE CHALLENGE

Optional Ken Cox �

CLEMENT

You have the power of mercy. You may convert any regular (non-capture) challenge into a capture challenge before allies are invited. This change may be overridden by the Victory or Death ruling.

CONCESSION

COMPROMISE RELEASES PRISONERS

Optional Ken Cox �

CONCESSION

You have the power of good faith. In any challenge, any time before cards are revealed you may call “gesture”. When you do this, if either main player reveals a Compromise card, after the outcome is determined that player receives all of his tokens that are held in his opponent’s Prison (including tokens acquired during the challenge). Your power also applies if both players play Compromise cards, in which case they try to make a deal before the prisoners are freed. Players under Emotion Control are treated as having revealed Compromise cards.

EAGLE

TOKENS ARE NEVER TAKEN PRISONER

Mandatory Jack Reda �

EAGLE

You have the power of freedom. Your tokens can never be taken prisoner. Whenever your tokens would normally be imprisoned, you may instead move them to other bases where you have tokens.

ENTHRALL

ADDS PRISONERS TO TOTAL

Mandatory Ken Cox �

ENTHRALL

You have the power to brainwash. As a main player or ally, you add the number of tokens in your Prison to your side’s total.

FELINE

CAPTURES LOSING OPPONENT

Mandatory Ken Cox �

FELINE

You have the power to capture. When you win any challenge as main player, you seize the tokens that your opponent lost in the challenge (including Zombie tokens). Immediately propose any legal deal in which you return the tokens in exchange for random cards, Lucre, other prisoners, and/or a base. If your opponent accepts the deal, he gets the tokens back and may put them on any of his bases. If he refuses, put the tokens in your Prison. The tokens of his allies go to the Warp or your Prison depending on the challenge type; you do not deal with the allies. You must propose a deal, and your opponent must respond, even if one of you is Silenced.

GAOLER

KEEPS OTHERS’ PRISONERS

Optional Ken Cox �

GAOLER

You have the power to confine. Whenever any player acquires new prisoners (but not when they are transferred from one Prison to another), you may demand all tokens other than your own. The player can either give you the tokens, which you then place in your own Prison, or pay you one Lucre and keep the prisoners.

GENEVA

SALVAGES AND CHANGES RULINGS

Mandatory/Optional Ken Cox �

GENEVA

You have the power of rulings. Whenever any other player plays or discards a Prisoner Ruling, you take it for your own hand. In addition, whenever you play a Prisoner Ruling, you may change it into any Ruling you name. After you play a Ruling, you must discard it.

HOGAN

FREES OTHER PLAYERS’ TOKENS

Mandatory/Optional Jack Reda �

HOGAN

You have the power to liberate. Whenever other players’ tokens are taken prisoner, you may immediately set them free. You gain one card from the deck each time you do (regardless of how many tokens are liberated). Freed tokens go back to their owners.

HOST

REMOVES PRISONERS FROM GAME

Mandatory Cedric Chin �

HOST

You have the power of immunization. Whenever you take prisoners and you do not have prisoners of that color in your Prison, they land in your Prison normally, but whenever you capture prisoners (except through a deal), and you do have prisoners of that color in your Prison, the captured prisoners (but not the prisoners in the Prison) are removed from the game. Your own tokens are not affected.

HOUDINI

ESCAPES FROM PRISONS

Mandatory Ken Cox �

HOUDINI

You have the power to escape. At the start of each challenge in which you are the offensive player, remove all of your tokens from other players’ Prisons and return them to your bases.

INQUISITOR

GAINS INFORMATION FROM PRISONERS

Mandatory Ken Cox �

INQUISITOR

You have the power to interrogate. As a main player in a challenge, after allies commit but before cards are played you draw one card from your opponent’s hand for each of his tokens that you hold in your Prison. Look at the cards, then return them to your opponent. Further, if any of the cards you draw are Challenge cards, your opponent must play one of those cards in the challenge if he can.

INTERROGATOR

QUESTIONS IMPRISONED OPPONENT

Optional Cedric Chin �

INTERROGATOR

You have the power of questioning. Whenever you have another player’s tokens in your Prison, you may ask the player one yes/no question for each of his tokens in your Prison, at any time before cards are played. After you have asked a question, place the token in the Warp. Your opponent must answer your questions truthfully. If it involves his intentions, he must decide then and subsequently abide by that decision.

KNIFE

GETS CARDS FOR PRISONERS

Mandatory Ken Cox �

KNIFE

You have the power of sacrifice. As a main player in a challenge, at any time before cards are played, you may put any of the tokens in your Prison into the Warp and draw one card from the deck for each. The cards you obtain in this way do not reduce the number you may buy with Lucre. The cards are not subject to the Extortionist (you “officially” obtain them one at a time).

MENAGERIE

TAKES PRISONERS FROM THE WARP

Optional Jack Reda �

MENAGERIE

You have the power to collect. Whenever you remove any of your tokens from the warp, you may also draw one token belonging to another player and take it prisoner.

OUTRAGE

THREATENS PRISONERS

Optional Ken Cox �

OUTRAGE

You have the power of atrocities. Once per challenge, you may give an order to any one player who has a token in your Prison. If the player obeys the order, give him one of his tokens from your Prison; if he refuses, eradicate one such token (as per the Void). You may order a player to do any of the following: invite or not invite a particular other player to ally; accept or reject an invitation to ally; use or not use an optional power, giving the order immediately after he decides whether to use it or not; or not use a specific Flare, Edict, or Ruling (returning it to hand) immediately after he tries to use it. You only order one action per challenge, and the order lasts to the beginning of the next challenge. If a player attempts to obey your order but then is prevented from doing so (by the Magnet, Cosmic Zap, etc.) he still receives a token.

PHILOSOPHER

CHANGES CHALLENGE TYPE

Optional Ken Cox �

PHILOSOPHER

You have the power to argue. You may convert any challenge into one of the opposite type with respect to prisoners – i.e., convert a capture challenge to a non-capture challenge, or vice-versa – before allies are invited. This change may be overridden by the Take Prisoners and Victory or Death rulings.

SLAUGHTER

CAUSES NON-CAPTURE CHALLENGE

Optional Ken Cox �

SLAUGHTER

You have the power of carnage. You may convert any capture challenge into a regular (non-capture) challenge before allies are invited. This change may be overridden by the Take Prisoners ruling.

SLAVER

BUYS AND SELLS PRISONERS

Optional Ken Cox �

SLAVER

You have the power to peddle flesh. Before the start of each challenge, you may propose to one other player an exchange of prisoners for Lucre. You may either offer to sell the player tokens from your Prison, or buy tokens from his, but not both. Stipulate which tokens are involved, and the amount of Lucre; you may not specify more Lucre than the buyer has. The other player must either accept or reject your offer. If he accepts, implement the exchange immediately. If he declines to sell tokens to you, nothing further happens. If he rejects an offer to buy tokens from you, you may allow any of the other players to purchase the tokens for the requested price (if several players wish to buy, you choose one). If no one wants the tokens, or if you do not want to sell them to other players, you may put the tokens into the Warp and draw one Lucre from the box per token.

TOLL

CHARGES FOR USE OF CONE

Mandatory Ken Cox �

TOLL

You have the power of fares. In each challenge where you are not the offensive player, demand a fee of three Lucre from the offensive player when he first puts tokens into the Cone. If he cannot or will not pay (he is allowed to refuse your demand), take any one of his tokens from any base and put it in your Prison. You may not demand a fee from players other than the offensive player, nor may you demand an additional fee from the offensive player if he adds tokens to or removes tokens from the Cone.

VENDETTA

IMPRISONS FOR CONSOLATION

Optional Ken Cox �

VENDETTA

You have the power to punish. Whenever you are entitled to consolation from any player, you may take all of the consolation by imprisoning that player’s tokens (thus, if you are entitled to a consolation of three cards, you may either take three cards or three tokens for your Prison). If you choose to take tokens, the player selects which of his tokens are imprisoned, taking them from his bases. You are allowed to take full consolation in prisoners even if the other player does not have enough cards to give you full consolation, and vice-versa.