PULSAR


ALIEN





Power Foreign





� Con: As main player against Alien, your tokens cannot add to his challenge total.





� Pro: Players’ tokens that count as ally tokens count for winning defensive rewards as well.  You get the rewards for them.�
PULSAR


AMEX





Power Of Credit





� Con: Amex’s credit limit reduces to multiples of 20.





� Pro: Your credit limit increases to multiples of 80.�
PULSAR


BACKSTABBER





Power To Double-Cross





� Con: If Backstabber originally allied with you then switched sides, you may change your Challenge Card.





� Pro: If you backstabbed, you may leave the challenge entirely after cards are revealed.�
PULSAR


BANDIT





Power To Rob





� Con: If Bandit was caught, you receive an amount of Lucre equal to the difference between the Challenge Cards.





�  Pro: You do not lose any Lucre if you failed in your robbery attempt.�
�
PULSAR


MILKEN





Power To Embezzle





� Con: Milken cannot embezzle during your transactions.





� Pro: When you embezzle, you take 2 Lucre.�
PULSAR


SLIDER





Power Of Movement





� Con: For whatever option Slider chooses for his tokens, you may do the same for your tokens.





� Pro: When another player’s color is flipped in the destiny pile, you may make a deal with that player to move his tokens according to your power.�
PULSAR


BATTERY





Power Of Reserves





� Con: As main player against Battery, planet bases you share with him cannot add to his challenge total.





� Pro: Your planet bases count for consolation and rewards.�
PULSAR


WELFARE





Power To Leech





� Con: As main player, Welfare may only leech your opponent.





� Pro: When not a main player, you may leech from both main players.�
�
PULSAR


BENEFACTOR





Power To Bequeath





� Con: Benefactor may only bequeath to you.





� Pro: You may bequeath a token, a card, and 4 Lucre.  Only one player may benefit per bequeathal.�
PULSAR


BLAKE





Power Seven





� Con: As main player against Blake, you may choose which of his options he may not demand of you.





� Pro: You may use all your options upon your opponent.�
PULSAR


ANCIENTS





Power Of Eon





� Con: Flares Ancients plays that he can keep are instead set aside.  They return to his hand when he gets a new hand.  They do not count in terms of the number of cards he receives.





� Pro: No Wild Flare for you is “Use once and discard”.�
PULSAR


ARCHEOLOGIST





Power Of Discovery





� Con: You do not have to pay Archeologist to keep bases in his system.





� Pro: When you collect Lucre for income, players must pay you 4 Lucre per base else return their tokens to other of their bases.�
�
�



PULSAR


ATOM





Power To Explode





� Con: As main player against Atom, he may only use his power before Challenge Cards are selected.





� Pro: As main player, if possible, you may use the Edicts and Flares you explode as they would normally be used.  Edicts and Flares you played earlier in the challenge count as per your power as well.�
PULSAR


BEGGAR





Power To Panhandle





� Con: Beggar may not choose you to pay for him.  If necessary, Beggar can get the item in question for free as per his power.





� Pro: On your turn, you need not spend all your Lucre.�
PULSAR


BOOKIE





Power To Place Bets





� Con: Your winnings are collected from Bookie.





� Pro: You may add +5 to the challenge total to the losing side to have him win the challenge.  If he maintains the win, collect 5 Lucre from the bank.


�
PULSAR


WAND





Power Of Charges





� Con: Wand picks a power for which he has charges.  He can only use that power until all charges are used.  Then he picks another power.





� Pro: Whenever any other player’s power is used, you get a charge.  You can expend as many charges for use of powers as you want in a challenge.�
�
PULSAR


BUCK





Power Of The Future





� Con: If Buck loses his power due to lack of home bases or power card, all of his tokens out of play due to his power go into the warp. 





� Pro: You may return tokens out of play when your color is flipped in destiny.�
PULSAR


BUSHWHACKER





Power To Ambush





� Con: On Bushwhacker’s turn, if you are not the defensive player, you do not discard the Challenge Card you had selected.





� Pro: The defender cannot get rid of his selected card for any reason.  It remains face down and not considered a part of his hand. �
PULSAR


CADAVER





Power To Mummify





� Con: Mummified cards on bases Cadaver loses are discarded.





� �Pro: You may mummify one, and only one, Attack Card to the cone.  For as long as you have this card, that Attack Card will add to your side’s total in any challenge in which you take part.�
PULSAR�CANARY





Power Of Cowardice





�� Con: Canary must announce how many tokens he will risk. When Challenge Cards are revealed, either he enters the cone with that number or none at all.





� Pro: As defensive player, you may move all of your tokens from the attacked base to another of your bases.  The base is still considerd yours for all reasons.  When Challenge Cards are revealed, you may return up to an equal number of tokens.�
�
PULSAR


CANDIDATE





Power To Campaign





� Con: When another player pays Candidate, you may pay Candidate the same amount of Lucre to end the request.





� Pro: Instead of a player paying you Lucre, you may have him promise to perform or not perform an action in exchange for your promise.�
PULSAR


CAPACITOR





Power To Store And Release





� Con: As main player against Capacitor, he makes his declaration before Challenge Cards are played.





� Pro: When you declare “store”, if you have to subtract from your charge, it is treated as “neutral” instead.�
PULSAR


CAPITALIST





Power Of Income





� Con: You decide what Capitalist gets.  You may not choose a token from the warp if he has none there.





� Pro: You may take a token from the warp, 2 Lucre, or a card from the deck at the start of each other player’s challenge.�
PULSAR


CARVER





Power To Slice





� Con: As main player against Carver, show him this card before cards are played. Your Attack Card is worth 2/3 its value.





� Pro: As main player, your opponent may only collect half the number of consolation or Victory Boon cards, rounded down. His allies may only collect half of defensive rewards, rounded down.�
�















PULSAR


CAVALRY





Power To Reinforce





� Con: As main player, if Cavalry is an ally on the opposing side and played a Compromise Card, he does not collect consolation cards from you.





� Pro: You may play any one Attack Card in your hand as a Reinforcement Card.�
PULSAR


CENSUS





Power Of Population Control





� Con: When Census uses his power, he cannot have you lose the base.





� Pro: The population limit lowers to 4 tokens.�
PULSAR


CHAMELEON





Power Of Camouflage





� � Con: In any challenge where Chameleon changes your tokens to his color, if you are not the offensive player, you may ally normally, and your changed tokens allow you defensive rewards if applicable.





� � Pro: You may ask to ally players whose tokens changed to your color.  If you fail to deal, you may lose tokens that changed to your color.�
PULSAR


CLOWN





Power To Fool





� Con: The destiny pile determines the defensive system as normal.  However, if Clown is to be the defensive player, he becomes the offensive player instead as per his power.





� Pro: Your power works for Wild Cone and Special Destiny Cards.  Whomever would normally be determined the defensive player becomes the offensive player as per your power.�
�
PULSAR


COLLECTOR





Power To Tax Edicts





�Con: You need only pay Collector 2 Lucre to play Edicts.





� Pro: Your tax increases to 6 Lucre.�
PULSAR


COLONIST





Power To Reinforce





� Con: As main player against Colonist, he may only add in his tokens from one of his other bases in the challenged system.





� Pro: Your tokens on other bases that added to the challenge count for rewards and consolation but still do not go to the warp if you lose the challenge.�
PULSAR


CONJURER





Power To Resurrect





� Con: As offensive player against Conjurer, tokens he retrieves from the warp may not be placed on the attacked planet or moon.





� Pro: You may retrieve your tokens from the warp in the amount of one Attack Card you discard.�
PULSAR


CONSPIRATOR





Power Of Conspiracy





� Con: If you’re Conspirator’s secret ally and did not ally at all, you do not lose a token.





� � Pro: When not a main player, secretly write down the name of one of the main players.  If you ally with him, your tokens count double.  If he didn’t invite you to ally, he loses a token of your choice to the warp.�
�
PULSAR


COMMANDO





Power To Rescue





� Con: Commando must accept your Lucre to free your tokens.  You pay him 3 Lucre.





� Pro: You may play a Compromise Card to collect consolation but only reveal this card when Challenge Cards are revealed.  If you attacked the warp, take the cards from the deck.  If this card is zapped, your Compromise Card is treated as an Attack 0.�
PULSAR


SMOKEY





Power To Ticket





� Con: You may go just a little above the speed limit by 2.





� Pro: Arrest any token involved in the challenge of any and all other players who played an Attack Card above your limit.  Tokens go on your star.  Players can bail them out by paying you three Lucre per token at any time.  If you lose this card or power, you still hold onto the tokens until paid.�
PULSAR


CRAMDEN





Power On The Moon





� Con:  Cramden may use only one moon power of his choice per challenge.





� Pro: Once per challenge, you may replace a Flare under a moon you occupy with a random one from the unused Flare deck.�
PULSAR


CRIPPLE





Power To Handicap





�� Con: You may play Kickers and Reinforcements as main player against Cripple.





� Pro: Your opponent’s allies may also not play any Edicts, Flares, or Reinforcements.�
�
PULSAR


DARWIN





Power Of Evolution





� Con: Darwin must discard the Flare he plays as a power.





� Pro: You need not discard any Wild Flare you play as the Flare., if it was not zapped.  However, you can then only use it as a power.  If the card leaves your hand but then returns, this restriction is lifted until used again.�
PULSAR


DEALER





Power To Redeal





� Con: Your hand is immune to the redeal.





� Pro: You need not include your hand in the redeal.  If you do, this card is automatically redealt to you. �
PULSAR


DEMIGOD





Power To Demand A Sacrifice





� Con: You choose your token to sacrifice.





� Pro: This takes place instead of your power as normal.  You may demand a sacrifice after cards are revealed.  The sacrifice is now two tokens of your choice.�
PULSAR


DICE





Power Of Chance





� � Con: Dice must get a new hand when out of Challenge Cards at the appropriate time.





� Pro: You may play a Challenge Card normally.  Your opponent must still roll 2d6.�
�
PULSAR


DOUBLER





Power To Double





� Con: If tokens are doubled, your tokens also count double for consolation or rewards.





� Pro: If you double the value of tokens, your tokens count double for consolation or rewards.�
PULSAR


HYDRA





Power Of All-Out Attack





� Con: Cards you play may affect one or both of the challenges at your discretion.





� Pro: On your turn, you may have three challenges.�
PULSAR


ECONOMIST





Power Of Inflation





� Con: You get a discount of 2 Lucre to a minimum of what normal prices would be.





� Pro: Players’ income no longer increase.�
PULSAR


EINSTEIN





Power Of Relativity





� Con: If you have a lien on Einstein’s hand, he may only play cards that break the lien.





� Pro: As offensive player, you may wait till after allies are committed before putting tokens onto the cone.�
�
PULSAR


ENERGIZER





Power Of Mass-Energy Conversion





� Con: As main player against Energizer, he may only use his power before cards are played.





� Pro: You may convert excess points at the rate of 2 points per token, including tokens previously in the warp.�
PULSAR�SIDON





Power To Change





� Con: You decide which power Sidon uses.





� Pro: You may use the power assigned to the system of the offensive player as well.�
PULSAR


ENTERPRISE





Power To Transport





� Con: When Enterprise returns your tokens to bases he must return them to at least 2 different bases as evenly as possible.





� Pro: When you return other players’ tokens to bases, flip them over. They cannot be removed from their location for any reason in the next challenge.  Afterwards, they flip back and can be moved normally.�
PULSAR


ENTREPRENEUR





Power To Invest





� Con:  As main player, if you win the challenge and Entrepreneur was on the opposing side, you get the Lucre he invested.





� Pro: The Lucre you invest count towards rewards. �
�
PULSAR


ETHIC





Power Of Guilt





� Con:  As main player against Ethic, you need only pay him 1 Lucre per card to reduce the number of cards he takes.





� Pro: You may increase your price to 4 Lucre per card.�
PULSAR


EQUALIZER





Power To Even The Odds





� Con: At your discretion, if Equalizer uses his power, either he must choose you or cannot choose you if you are not the only ally.





� Pro: If you’re an ally, you may use your power on yourself.�
PULSAR


EXPONENT





Power Ten





��


Con: Exponent may only get a new hand when he is out of Challenge Cards.





� Pro: At the start of each of your challenges, if you have less than 10 cards in your hand you may take cards from the deck until you have 10 cards.�
PULSAR


EXTORTIONIST





Power To Extort





� Con: You need only pay Extortionist 1 Lucre per card to keep.





� Pro: Players may not see the cards they are getting before deciding whether or not to pay you.�
�
PULSAR


FATE





Power Of Destiny





� Con: Fate must reorder all the destiny cards now such that you cannot be attacked twice in a row.





� Pro: You may take all your destiny cards out of the destiny deck and discards. They only get placed back when the destiny pile is reshuffled, and you do not have this card.�
PULSAR


FEDERALIST





Power Of Representation





� Con: As main player against Federalist, he may not see his allies’ Challenge Cards first before choosing which card to represent his side.





� Pro: You may see your opponent’s Challenge Card before deciding whether or not to choose one of his allies’ card.�
PULSAR


FIXER





Power To Fix Challenges





� Con: As main player or ally against Fixer, he may only fix challenges before cards are revealed.





� Pro: You may allow players on your side of the challenge use their Lucre to increase the challenge total at your rate.�
PULSAR


FLASH





Power Of Impatience





� Con: You may declare one item of Flash’s list that he may not limit.





� Pro: The limits of all items on your list are in effect.  You do not have to wait until your turn to play this card.  You may declare one item on your list for which you are immune.�
�
�



PULSAR


FOLDER





Power To Throw In Your Hand





� Con: When Folder discards cards instead of taking consolation from you, the cards go to the discard pile instead of your hand.





� Pro: At the start of every challenge, you may discard a card from your hand to the discard pile and take a new one from the top of the deck.�
PULSAR


FREAK





Power Of Low





� Con: As main player against Freak you are permitted to play a Compromise Card instead of your lowest Attack Card. You must show Freak this card before Challenge Cards are selected.





� Pro: As main player, if your Attack Card is lower than your opponent’s, the challenge is aborted. All tokens return to bases.�
PULSAR


GALACTICA





Power To Go Home





� Con: At your discretion, Galactica may only win the game by establishing all bases in his home color system or establishing 5 foreign bases.





� Pro: If you win as defensive player at a home base in another player’s system, establish a home base in your color system.�
�
�
PULSAR


GITH





Power Of Limbo





� Con: Gith must have tokens in the warp as a base to win the game.  At the start of his turn, you may release all his tokens from the warp.





� Pro: You may move your tokens in and out of the warp as if it were a regular base.�
PULSAR


GLUE





Power To Stick





� Con: Glue may stick to your tokens, but he cannot have you lose a base because of it.





� Pro: When players move tokens from where you have tokens, you may move an equal number with them. You do not have to play this card when you do not want to.�
PULSAR


GOLEM





Power Over Moons





� Con: You may force Golem to land on a moon he does not want to.  Show him this card before he draws a moon.  He has the option of not drawing.





� Pro: When using your power draw two moons.  Choose one to keep to occupy or not occupy at your discretion.�
PULSAR


GRIFTER





Power To Dupe





� Con: If you chose the non-Challenge Card you may give it back to Grifter to have picked the Compromise Card instead.





� Pro: Use this card as the non-Challenge Card. If your opponent picks it he loses the challenge, and you keep this card.�
�
PULSAR


GROVEL





Power To Plead





� Con: Once Grovel’s first request is granted he may not Grovel again for the remainder of the challenge.





� Pro: You may make requests accoring to your power in any challenge, regardless of your involvement.�
PULSAR


HEX





Power Of Advantage





� Con: You may switch Hex’s system.  Randomly choose two of the reverse hexes. He picks which one to use.  All players keep the same number of bases they had in his system. Hex occupies all of his home bases.





� Pro: You may change your hex for another of your choice.  All players keep the same number of bases they have in your system. You occupy all your home bases.�
PULSAR


HULK





Power Of Muscles





� Con: As main player against Hulk, he must use either a Flare or Edict as a x2 Kicker instead of a Compromise Card.





� Pro: You may use a Reinforcement Card or an Attack Card from 1 to 5 as a Kicker of the corresponding value.�
PULSAR


HUMAN





Power Of Inferiority





� Con: Human cannot discard Compromise Cards. He can play them normally, however.





� Pro: Draw two powers from the unused powers and pick one.  You have use of that power until you lose this card.  You may keep Compromise Cards, be an ally, and ask for allies only if the power requires it.�
�
PULSAR


UPS





Power Of Delivery





� Con: When you are given your mail, after looking at the cards, you may refuse delivery. They are returned to sender.  If UPS was the sender, he may discard them.





� Pro: You may look at all cards in the “post office”.  You can mix them around but may not change the number of cards in each “mail box”.�
PULSAR


LOONY





Power Of Planet Moons





� Con: Loony cannot replace Planet Moons.





� Pro: Each time you land on a Planet Moon you may replace it, once.


�
PULSAR


IMMIGRANT





Power To Assimilate





� Con: As offensive player against Immigrant, if he plays a Compromise Card, he does not take consolation.  He still keeps his tokens on the base.





� Pro: If you win as offensive player and your opponent had played a Compromise Card, he does not take consolation cards from you.�
PULSAR


IMP





Power Of Vice





� Con: Imp may not give you any Compromise Cards.





� Pro: You may collect all Compromise Cards then give them away in the same challenge.�
�
PULSAR


INVADER





Power To Overrun





� Con: Invader may not invade an empty planet base in his own system.





� Pro: You may invade with any number of tokens.�
PULSAR


JINX





Power Thirteen





� Con: As main player against Jinx he uses his power before Challenge Cards are played, announcing which player’s card will be affected.





� Pro: As an ally, the main player on your side can have you jinx one of the played cards.�
PULSAR


KAHN





Power Of Wrath





� Con: After defeating Kahn in a challenge where he played an Attack Card, you choose the token you lose to the warp.





� Pro: Instead of the Lucre, you may look through your opponent’s hand and take a card.  You still send a token to the warp.�
PULSAR


KAMIKAZE





Power To Self Destruct





� Con: As main player against Kamikaze, he may only self destruct before cards are played.





� Pro: You may self-destruct as main player even if you have no tokens involved in the challenge.�
�
PULSAR


KNIGHT





Power To Duel





� Con: When you are defending against Knight he must call for an even number of duels unless he has only one Challenge Card.





� Pro: While you still must have enough Challenge Cards for the number of rounds in the duel, if your opponent does not, he does not draw from the deck.  Treat such rounds as if he played an Attack 0.�
PULSAR


KRYSLER





Power Of Good Credit





� � 


Con: Krysler may not borrow a card from you.





� � Pro: If the player does not have the card satisfying your condition, you may ask for a different condition, not necessarily the same player, or another player of the same condition. You return the card previously given.�
PULSAR


LAWYER





Power To Sue





� Con: Lawyer may not sue you.





� Pro: The amount you sue for doubles.�
PULSAR


LIBERAL





Power Of Political Correctness





� Con: You only lose one token when speaking an offensive word.





� Pro: When another player wins the game, he’s really just inherently oppressive. Send all tokens from one of his foreign bases to the warp.�
�
PULSAR


LINK





Power Of Camaraderie





� Con: You may use your power before or after Link does at your discretion.





� Pro: You may ignore the Insect vs. Loser clarification when using the linked power.�
PULSAR


LUNATIC





Power To Share Moons





� Con: When Lunatic is the defender in a Moon challenge, he cannot just let the attacker on the Moon. The challenge is carried out.





� Pro: No other player may have tokens on Moons unless sharing the Moon with you. Other players’ tokens on Moons they occupy alone return to bases.�
PULSAR


LYCANTHROPE





Power Of Lunar Change





� Con: For each Moon Lycanthrope switches, he may not switch it again while you hold this card.





� Pro: Before each challenge, you may force a player who has tokens on a Moon to move all of them to any unoccupied Moon of your choice.�
PULSAR


MAFIA





Power Of Business





� Con: When Mafia pays you Lucre he must do so in Lucre.





� Pro: You may use Attack 8’s, 9’s, and 10’s as Lucre as well.�
�
PULSAR


MARTYR





Power Of Sacrifice





� Con: As main player against Martyr he must sacrifice two tokens for each Attack Card he wants to play.  He may sacrifice tokens not involved in the challenge.





� Pro: You may sacrifice tokens you don’t have involved in the challenge.�
PULSAR


MASOCHIST





Power To Hurt Yourself





� Con: During each challenge Masochist gets a token back from the warp.





� Pro: You may win the game by normal win conditions or Schizoid.�
PULSAR


MERCENARY





Power To Be Hired





� Con: Mercenary’s payment to ally is 2 Lucre, total.  His tokens are only worth 2 each for computing challenge totals.





� Pro: Your fee is 2 Lucre per token.  As such, your tokens are worth 4 each.�
PULSAR


MERCHANT





Power Of Bargains





� Con: Merchant’s bargain rate is 2/3, rounded up.





� Pro: When you buy a token from the warp, get 2.  When you buy a card, get 2.  When you buy a Flare, get 2.  When you pay to discard a card, discard 2.�
�
PULSAR


MIDAS





Power Of Gold





� Con: Midas’s Lucre tokens of value greater than “1” count as only 1 token each.





� Pro: On your turn, income you receive go directly to bases as tokens.�
PULSAR


MINER





Power To Prospect





� Con: When Miner prospects for gold, he receives 2 Lucre total per successful find.





� � Pro: When you draw the top card from the deck, if it is not a positive Attack Card, you may put it in your hand.  You may also take such cards when “prospecting for gold”.�
PULSAR


MODERATOR





Power Of Moderation





� Con: As main player, Moderator may only use his power before cards are played.  He still plays a card.





� Pro: If only one Compromise Card is revealed, if your card is lower than the revealed Attack Card, play out the challenge as if you played the moderate card.  You can declare the Compromise player the winner, but he does not collect consolation if you do not.





�
PULSAR


MONARCH





Power Of Proclamation





� Con: Monarch must accept your Lucre to nullify an Edict.





� Pro: You may nullify Edicts that affect you.  You pay the Lucre to the player who played the Edict.  You cannot nullify a Pulsar Zap that targets this card.�
�
PULSAR


MONOLITH





Power One





� Con: When defending against Monolith, you may defend with all your tokens on the attacked base.





� Pro: As main player, you can only be opposed by one token total. If it means your opponent cannot call for allies, so be it.�
PULSAR


MUMMY





Power Of Embalming





� Con: When Mummy loses tokens to the warp, they are instead embalmed on already existing tombs.  Put the tokens off board.





� Pro: When you lose tokens to the warp, they are instead embalmed on a new tomb.  Put the tokens off board and select another tomb.�
PULSAR


MURPHY





Power To Go Wrong





� Con: When Murphy’s power affects you, you may allow him to look through your hand and take any card, except this one, to allow your mistake to be corrected.





� Pro: You may stop the use of a player’s power as soon as he attempts to use it.  This card may only be played once per challenge.�
PULSAR


MYSTIC





Power To See





� Con: Mystic may only ask for an Edict or Flare from his main player opponent.





� Pro: You may write down which player has which cards.  You keep the list if you lose this card but may not make any further notes.�
�
PULSAR


NERD





Power Of No Status





� Con: When Nerd uses his power, if you are of the non-Challenge Card’s appropriate status, you designate any target.  You cannot target Nerd.





� Pro: You need not be involved in the challenge at all to play various cards and powers or spend Lucre. You designate necessary targets.�
PULSAR


NOSE





Power To Disrupt





� Con: As main player against Nose, you choose half of your cards which you cannot use.





� Pro: You may look through your opponent’s hand and choose half of the cards which he cannot use.�
PULSAR


PALADIN





Power Of Chivalry





� Con: Paladin must give you first opportunity for use of his Paladin Flare.  If you do not want it, he may then choose another player for that particular Flare, even if it is in another challenge.





� Pro: Your Paladin Flare is put directly into your hand.  After you play a Flare, it is not discarded.  It then has the status of a Paladin Flare.  Once it is used, it is then discarded.�
PULSAR


PARTICLE





Power Of Size





� Con: For Particle, one token is only worth 5 and two tokens are worth 4.





� Pro: When you have one or two tokens in a challenge, their combat value also counts towards consolation and rewards.�
�
PULSAR


PATRIOT





Power To Muster Defenses





� Con: Patriot’s ally tokens do not count for rewards.  You must show Patriot this card before he allies with himself.





� � � Pro: You may have your Patriot ally tokens be treated as your main player tokens for consolation and/or to avoid effects that affect regular allies.�
PULSAR


PAWNBROKER





Power Of Storage





� Con: Pawnbroker may not buy your tokens or cards.





� Pro: When you buy a card, you may look at it.  You may then put it directly into your hand for your own use, no longer available to be resold.�
PULSAR


PEDDLER





Power To Sell Points





� Con: As main player, Peddler may not sell points to your opponent.





� Pro: You may buy points back from other players.  You pay 2 Lucre per point.  These points add to your challenges as main player, even if you lose this card and don’t have your power.�
PULSAR


PHAZE





Power To Cross





� Con: If Phaze could have phased in but decided not to when you are the defensive player, he must do so at this time unless he has only one token on the corresponding base.





� Pro: If you must try to deal or the challenge is not completed, your tokens remain on the base when you phase, unless it would be your 5th foreign base.�
�
PULSAR


PHYSICIAN





Power To Restore Bases





� Con: Physician must restore your bases when he does not want to.  He looks though your hand to take a card of his choice, except this one.





� Pro: When you vacate a planet base, you may have another player restore it as per your power.�
PULSAR


PHYSICIST





Power To Shield





� Con: You may see Physicist’s shield list.  You may not reveal this information to any player for any reason.





� Pro: When a force field is used up, you may immediately create another one.�
PULSAR


PIRANHA





Power To Devour





� Con: If Piranha sends your tokens to the warp through his power but could have chosen another player’s tokens, even if not from the same base, he must choose those other tokens instead.





� Pro: When you devour, you may do so for each individual player who has less tokens than you on a base.  The base must be the same for all players.�
PULSAR


POD





Power To Impersonate





� Con: Whenever your tokens that Pod has go to the warp they are returned to your control, though they remain in the warp. 





� Pro: All tokens you lose to the warp remain your tokens.�
�
PULSAR


POLITICIAN





Power To Campaign





� Con: Politician must have allies to gain rewards for winning a challenge.  You must show him this card before allies are called for.





� Pro: Show the main players this card when they ask for allies.  If you ally, the main player with whom you ally will return tokens to bases instead of the warp should he lose the challenge.  You will get rewards in addition to the base or double rewards, whichever is applicable.�
PULSAR


POSTMAN





Power Of Slowness





� Con: By allowing Postman to look through your hand and take a card he wants, except this one, you can have “express service”.  Cards you are entitled to go immediately into your hand instead of having to wait a challenge.





� Pro: Players must wait two challenges before they get their cards.�
PULSAR


PRAW





Power Of Abyss





� Con: Tokens go into the Praw when there are 20 tokens in the warp.





� Pro: Tokens go into the Praw when there are 10 tokens in the warp.�
PULSAR


PREACHER





Power To Sway Beliefs





� Con: Show Preacher this card as main player against him, and you share a base.  If you win the challenge, you will get back all your tokens he has converted





� Pro: If you win the challenge, you convert all tokens on the shared base, regardless of allegiance.�
�
PULSAR


PROCRASTINATOR





Power To Put Off





� Con: As main player against Procrastinator, the Challenge Card he does not select gets discarded.  You must show him this card before cards are played.





� Pro: You may play all your non-Challenge Cards one phase later.  They take affect as if you played them in their proper phase.�
PULSAR


PROGENITOR





Power To Uplift





� Con: Progenitor gets one turn only for his systems.  He may have either system do his first challenge.  Should he win, he may allow the other system get a challenge.





� Pro: You may share cards with the hand of your second system.  You can play any of the cards when appropriate as you like.�
PULSAR


PSYCHIATRIST





Power Over Sanity





� Con: You may play this card if Psychiatrist calls for Sanity.  You may play one Flare or Edict.





�� Pro: Under your Sanity, no other powers or Pulsars may be used. This card is vulnerable to Pulsar Zap.�
PULSAR�PUNISHER





Power To Punish





� Con: If Punisher takes your only token on a base, you may instead have him look through your hand and take any card, except this one.





� Pro: In addition to the token, you may threaten to look through your opponent’s hand and take any card you want.�
�
PULSAR


QUANTUM





Power To Round Off





� Con: As main player against Quantum, he may only round off before cards are played.





� Pro: You may undo your rounding after Challenge Cards are revealed.�
PULSAR�QUITTER��Power To Quit





� Con: Play this card just before Quitter’s turn.  He may only quit the game at this time, not after his turn.





� Pro: Play this card when you quit the game.  You may keep any cards in your hand, including this one. They are added to your new hand when you return to the game.�
PULSAR�RAIDER





Power To Hijack





� Con: Play this card as offensive player against Raider before he decides to hijack the cone.  If he does and you do not agree to his terms, you still each lose three tokens but the challenge continues.





� Pro: If your terms are accepted, the challenge ends.  The offensive player may continue his turn, if applicable.�
PULSAR


REPLICANT





Power To Duplicate





� Con: You may use this card as the Pulsar Card for the power Replicant replicates.  It only affects Replicant’s use of the power.





� Pro: You may use this card as the Pulsar Card for the power Replicant replicates.  It only affects Replicant’s use of the power.�
�
PULSAR�LOANSHARK





Power To Lend





� Con: Loanshark cannot lend you a card unless he has already loaned cards to all other players between his turns.





� Pro: You may only loan one card per challenge, but you can loan more than one card to a player between your turns.  On your turn, he must pay back for each such card as per your power, even if you no longer have this card.�
PULSAR


ROOKIE





Power Of Inexperience





� Con: When Rookie takes back an action, you may take back your action you did in response or that prompted Rookie to take back his action.





� Pro: You may take back a second action in a challenge.�
PULSAR�SAINT��Power To Die





� Con: Saint must sacrifice himself for you.  However, these new tokens gained for him are permitted to leave the warp should he lose his power.





� Pro: When another player wins the game alone, sacrifice all your foreign bases.  Tokens return to home bases.  That player does the same and no longer wins.  The game continues.�
PULSAR�SALT





Power Of Disarmament





� Con: Play this card as main player against Salt and before he declares “disarm”.  If he does so, he will not be able to discard his lowest Attack Card, even if it’s his only one.





� Pro: If you disarmed as offensive player and then have no Challenge Cards, get a new hand (keep this card) and continue the challenge.   Also, if the defender is out of Challenge Cards, you win the challenge.  He does not get a new hand.�
�
PULSAR�SATELLITE��Power To Orbit





� Con: Unless you’d be passing to Satellite, your priority order is thus: Compromise, Attack, Reinforcement, Kicker, Edict, Flare, Pulsar.  If this is your only card, it is as if you have no cards.





� Pro: When cards are passed, first get the card you would receive.  Then, you may pass any card, even if it’s the card just passed to you.�
PULSAR�SCAVENGER��Power Of Recovery





� Con: When Scavenger takes his cards from the discard pile, before he does so, decide whether the top half or bottom half cannot be chosen from.





� Pro: If you do not like the cards you drew from the discard pile, you may return them and pick again.  You may only do this once per draw.�
PULSAR


SCOOP��Power Of Contracts





� Con: As main player against Scoop, all players who are invited to ally must do so. Play this card before Scoop asks for allies.





� Pro: You may use your power to instead declare there cannot be any allies at all on either side through normal rules.�
PULSAR


SCOUNDREL��Power To Pickpocket





� Con: As main player against Scoundrel, he must pick pocket from your allies first.





� Pro: If you don’t like the card you picked, you may return it to try again. The original pick cannot be chosen. You may return the second pick as per your power and go on to another eligible player.  You may use this card for that pick as well and so on.�
�
PULSAR�SENTINEL��Power To Patrol





� Con: You do not have to challenge Sentinel if you are re-establishing a base in your home system.





� Pro: Instead of challenging your patrol tokens, you may have the player offer you something under normal deal conditions to establish his base.  If you do not accept, the patrol challenge takes place.�
PULSAR�SENTRY��Power To Guard





� Con: If you are to take all of your tokens out of the warp you do not have to pay Sentry.





� Pro: Players must pay you to put their tokens into the warp.  If they do not, they are in limbo.  Players cannot use them nor retrieve them by any effect that returns tokens from “out of game”.  They can then only go to the warp when you lose this card.�
PULSAR


SERLING��Power Of The Twilight Zone





� Con: As offensive player, if you have no legal challenge to make, Serling reshuffles all the destiny cards as per his power.  You then take your challenge.





� Pro: When you deal out the destiny cards, only give 4 to each player and keep the rest.�
PULSAR�SERVER





Power To Go Off-Line





� Con: As offensive player show this card to Server.  If he rolls a 3 or 8 he must roll again.  He does not say what other number was rolled until the appropriate time.





� Pro: You may roll the die again. If a second number comes up, the corresponding phase also does not exist.�
�
PULSAR�SOLDIER��Power To Invade





� Con: Soldier must have 4 tokens on a moon to invade.





� Pro: If you have tokens on more than one moon in the defensive system, they each leave the moon and establish a planet base.�
PULSAR


SPOILER





Power To Party Poop





� Con: The first player who is not Spoiler to get this card moves the upturned card in the challenge deck 20 cards lower. This effect can only be played once per game.





� Pro: You do not have to play this card. The game is over.  There is no winner.�
PULSAR�SPY��Power To Peek





� Con: As main player, Spy cannot peek at your card.





� Pro: If you abandoned the challenge and the side you were on wins the challenge, take two cards from the top of the deck�
PULSAR�SUPERHERO





Power To Rescue





� Con: As a losing main player, if Superhero is not involved in the challenge, he must rescue you if he can.  If you then win the challenge, Superhero benefits as a winning ally using your token count for rewards or gets the base as appropriate.





� Pro: If after rescuing some game effect is invoked such that the rescued player loses the challenge, you may either rescue again or take back your rescue card.�
�
PULSAR�HYBRID





Power To Combine





� Con: Hybrid can only use one of his combined powers of his choice this challenge.





� Pro: Use of one of the combined powers has no bearing on the other power.�
PULSAR�TEDDY BEAR��Power To Be Cute





� Con: When Teddy Bear follows you around as main player or ally, they count as your tokens for purposes of challenge totals, consolation, and rewards.





� Pro: Your mascot tokens count towards challenge totals. They are not considered ally tokens in any way.�
PULSAR�TOADY





Power To Kowtow





� Con: If you are Toady’s lord, you may force him to choose another.





� Pro: All other players are your lords.�
PULSAR�TRAITOR��Power Of Treachery





� Con: As main player against Traitor, his power comes into effect before challenge total manipulations, including Loser.





� Pro: As main player, after Challenge Cards are revealed, you may switch sides.  Your tokens then count as ally tokens for your opponent.�
�
PULSAR�TROLL��Power Of Tolls





� Con: If you ally against Troll, the main player whose side you are on pays your toll.  However, he only has to pay Troll 1 Lucre.  If he cannot pay, no toll is collected.





� Pro: Your toll is now 4 Lucre.  Your opponent cannot pay for his allies. If an opposing ally cannot pay, he may allow you to take two cards at random from his hand, choose one to keep, and give back the other. Otherwise, he cannot ally at all.�
PULSAR�TRUNCATOR��Power To Shorten





� Con: As main player against Truncator, he may only truncate before Challenge Cards are played.





� Pro: After final challenge totals are calculated, you may untruncate.�
PULSAR�TUNNELER��Power To Burrow





� Con: If the Tunneler player causes you to lose tokens on a planet in his primary system for any reason, you instead place them on the corresponding planet in his second system.





� Pro: Place another empty hex system to your left or right.  These count as home bases 11 through 15. Tokens lost from bases 6 through 10 go to the corresponding bases in this system. Tokens lost from this system go to the warp.�
PULSAR�TWINS





Power Of Replacement Doubles





� Con: When Twins flips his tokens on a base he must return them to other of his bases.  He may do this for such tokens should he be losing his third home base.





� Pro: When flipped tokens go to the warp, reflip them instead. However, if applicable, they cannot remain on the base.  You must return them to other of your bases.  You may do this upon losing your third home base.�
�
PULSAR�UFO





Power To Abduct





� Con: UFO may not abduct your token if another player’s token is available.





� Pro: All timing conflicts for using hybrid tokens favor you, even if Queue is in the game.  If a hybrid token gives a player a privilege, such as defensive rewards, you gain the privilege as well for each such token.�
PULSAR�VAGABOND��Power To Rummage





� Con: When Vagabond buys cards or gets a new hand, he may only take them from the discard pile. If there are not enough cards, he takes the rest from the deck.





� Pro: You may draw cards from the discard pile for ally rewards. Any other game effect that allows you to take cards from the deck will work for the discard pile.�
PULSAR�VALET��Power To Park





� Con: You need only pay Valet 2 Lucre to find your tokens.





� Pro: Players must pay you 6 Lucre to find their tokens.


�
PULSAR�VENTRILOQUIST��Power To Throw Your Voice





��


Con: Ventriloquist cannot choose you to be his dummy.





� Pro: Once per challenge choose a player other than the offensive player to be your dummy. You make all decisions for him including if and how his power is used, all votes, and alliances.  You cannot see his hand.  He plays Challenge Cards normally but for any Edicts and Flares he plays, you decide appropriate targets.�
�






PULSAR�VICTOR��Power To Gain Rank





� Con: All of Victor’s tokens are now worth 2 for determining challenge totals.  They no longer increase in rank.  They cannot lose their rank and will retain their original rank when this effect is no longer in play.  They are also worth 2 for consolation and rewards.





� Pro: Your tokens count as their rank value for consolation and rewards.�
PULSAR�VIOLIN��Power Of Pity





� Con: When you collect consolation from Violin, if you do not like the cards he gave you, you may give them back. You do not get any further consolation, however.





� Pro: Players cannot collect consolation from you. �
PULSAR�WABBIT��Power To Breed





� Con: When Wabbit breeds, he only gets one new token per base, even if he only has one token on a base.





� Pro: When you breed, you do so on a one-for-one basis.�
PULSAR�WASTREL��Power To Discard





� Con: When Wastrel is offensive player he has to give up one of his challenges to discard his hand and get a new one.





�� Pro: Keep this card when using your power.  After getting a new hand through your power, you may play any appropriate cards, discard the rest, and get a new hand.  Do this only once per draw.�
�
PULSAR�WEREWOLF��Power Of Moons





� Con: Werewolf cannot recycle moons.





� Pro: You may ignore Moon effects for Moons you occupy or are about to occupy.  You may play this effect if you do not have your power because of a Moon.�
PULSAR�WHORE��Power To Sell Yourself





� Con: Whore’s power is delayed till phase 7.  If you are an ally and Whore’s offer is accepted, continue as if you won. If not accepted, return your tokens to bases.





� Pro: If your offer is not accepted you lose no tokens and your opponent loses 4.�
PULSAR�WITCH DOCTOR��Power To Moon





� Con: Witch Doctor gets a Moon only for each group of tokens that enter the warp.  They all go on the same Moon.





� Pro: When you draw a Moon in the warp, you may discard it and draw again.  Do this only once for each Moon.�
PULSAR�WIZARD��Power To Accumulate





� Con: Wizard may use only one of his accumulated powers of his choice per challenge.





� Pro: You may discard the Wizard power and keep one of the accumulated powers.�
�
PULSAR�XEROX��Power Of Duplication





� Con: When Xerox copies a card you played, if that card requires a target, Xerox cannot target you.





� Pro: You may copy a second non-Challenge Card during the challenge.�
PULSAR�Xx��Power To Double-Cross





� Con: Xx cannot take Compromise Cards discarded by other players.





� Pro: Once per challenge, if another player plays an Edict, you may exchange it for one from your hand. You may instead do the same for a Flare.  The original Edict or Flare does not take affect, but its player does get the card you exchanged.�
PULSAR�YIN-YANG��Power To Reverse





� Con: When Yin-Yang is main player and you are his ally but not his only one, if he reversed the cone you may ignore it.





� Pro: You may reverse the cone after cards are revealed.�
PULSAR�YOUTH��Power Of Irresponsibility





� Con: Youth cannot choose you to be his parent, unless it’s a three-player game.





� Pro: You may demand an “allowance” from your parent.  At your parent’s discretion, he either gives you 5 Lucre or allow you to look through his hand and take any card you want.�
�
PULSAR


ILLUMINATI





Power To Cheat





� Con: Illuminati cannot speak forbidden “table talk” nor show cards from his hand.





� Pro: You are permitted to cheat in any way possible.  You are not penalized if caught after the fact.�
PULSAR


CONTINUUM





Power Of Arbitration





� Con: If the Continuum player is a participant of the argument the solution is settled by vote.





� Pro: You may purposely break an established rule when making your decision.�
PULSAR


MAYFAIR





Power To Change The Rules





� Con: Mayfair’s rule change cannot duplicate a power.





� Pro: Your rule change may essentially nullify another player’s power.


�
PULSAR


DM





Power Of Planning





� Con: You may have DM get rid of the power he selected and choose another.  You may name 4 powers of which he cannot choose. You may only play this card once per game.





� Pro: You may change the power you selected for any other power.�
�
PULSAR


BUREAUCRAT





Power Of Red Tape





� Con: You choose the token you lose when you break a rule you shouldn’t have.





� Pro: Other players must lose a token of their choice to the warp when they use their power.  They only have to lose one token regardless of the number of times they use their power during a challenge.�
PULSAR


ALCHEMIST





Power Of Alchemy





� Con: When Alchemist spends tokens as Lucre to the bank or you, he must spend your tokens first.  They are returned to your bases.





� Pro: You may spend your regular Lucre before the tokens.  There is no restriction to which color token you choose to spend.�
PULSAR�ATTILLA





Power To Pillage





� Con: When Attilla pillages your hand, you choose the cards to discard.





� Pro: After pillaging your opponent’s hand, you may look through the cards discarded and take any or all of them to put in your hand.


�
PULSAR


CONVICT





Power To Escape





� Con: If you are on the losing side of the challenge along with Convict and he surrenders, your tokens go to the warp as normal.





� Pro: Other players must pay you seven Lucre to free their tokens.�
�






�



PULSAR


CLOUD





Power Of Fog





� Con: When you pick cards from your blind hand to get a Challenge Card, after drawing one, you may continue drawing from the blind cards for a second one and may choose to play either.





� Pro:  All cards other players receive for any reason go into their blind hands.�
PULSAR


DECOY





Power To Feint





� Con: If you ally defensively against Decoy you may ally on both attacks. You commit tokens to both attacks and must enter the same number of tokens for each attack.





� Pro: The defender’s Challenge Card for the fake challenge is discarded.�
PULSAR


FIDO





Power To Fetch





� Con: Fido can only offer the chosen card to you.





� Pro: Once per challenge you may offer any card in the discard pile to another player.  If he accepts it, retrieve all your tokens from the warp. If he does not accept it, you keep it.�
PULSAR�MALLIE





Power To Shop





� Con: Mallie must pay 6 Lucre per card he purchases through his power.





� Pro:  You need only pay 2 Lucre per card you want to purchase through your power.�
�
PULSAR�CARD SHARK





Power To Count Cards





� Con: As main player against Card Shark, he must tell you before cards are played whether he will subtract your cards or add his.





� Pro: As an ally in a challenge, add to your side’s total the number of cards in your hand.�
PULSAR


CENSOR





Power To Ban





� Con: Remove one option from Censor’s list. You cannot change this option unless you lose this card and somehow get it back.





� Pro: There is no restriction on which option you ban.�
�
�
�



