
 

 

Tar pit. Spend 3 AP to 

escape. 

   

    

Mineral rich field. 

Draw 3 mineral 

cards, 2 enemy 

cards, and 1 random 

event card. 

Tiny rover. Draw 1 

mineral card, and 2 

random event cards. 

Ice. Move to the next 

tile free. 

Large pit. 2 actions 

to escape. 

Ruins. Draw 3 enemy 

cards and 2 random 

event cards. 

Base. Starting point 

for all players. 

 Jungle. Draw 3 

enemy cards, and 2 

random event cards. 


