=4
Lol
|
-
=
=
o0
1
w1
(= |
o0
.
T
[ = |
=
=

z

eTE
SIE

RULEBODK
2
¥




TABLE OF
CONTENTS

YOUR TURN
WEAPONS

ITEMS

OPTIONAL RE-ROLL
USE PLAYER ABILITIES
BADDIE ABILITIES 10
LOOT PHASE 1

O 0 &0 »n F




OVERVIEW

GAME PLAY

hlﬂm;r“'

(V...
016...,

FEALTI gy
4P,

e,




YOUR TURN

STEP 1

STEP 2

STEP 3

STEP 4

STEP 5

REVEAL BADDIE ABILITY

Reveal the top card of the Baddie Ability Deck

« Look at the baddie abilities that match the letter revealed.
Most of the time, the baddies will act during step 5, at the
end of your turn.

If you see "QUICK", it means the baddie will have an effect
during steps 2-4 of your turn.

ROLL DICE

Roll all of your dice once

» You start with 5 dice.

« The maximum amount of dice you can have is 7.

OPTIONAL DICE RE-ROLL

You can choose to spend 1 (& (Power Cube)

« Spending 1 & lets you select any amount of previously

rolled dice, and roll them again.

 Any dice that are re-rolled must be kept or re-rolled again

but never reverted back to their previous values.

USE PLAYER ABILITIES o

BADDIE ABILITIES

All players will take turns battling the
Baddies. Each players turn has 5 steps.

" POWER CLIBES.

START OF EACH TURN...
BADDIE .

Reve. E TOP CAR
ABILITY AL e Sanen
THE BADDIE ARILITY DECK.

BADDIE ABILITY

Why would you
re-roll your dice?

The abilities on your player
board require you to spend
specific dice to use them.

Pages 5-7 will teach you about
the different types of abilities
and how to use them.



WEAPONS

DAMAGE

How to defeat Baddies
Dealing w (Damage) reduces
the v (Health) of the Baddies or
Player it's dealt to.

Complete battles by reducing all
Baddies v to 0.

FEAR

Scare Baddies first to deal
more damage

Each time you deal w (Damage) ,
you get to deal additional & equal
to the amount of e (Fear) the Baddie
already has.

Example: If you deal 144 to a Baddie
who already has 2 9 , then the total
damage dealt would be 3 @9 .

Dice you must
spend to use this
card’s ability.

The amount of
damage dealt by
this ability.

Some cards have a
special requirement
or effects.

Looking at the card
text, "X" is the number
of ’ you currently
have showing.

You'll need to use Damage and Fear
abilities to defeat the Baddies.

Card Name

/

TORPEDD BALL
. HAIL MARY ©

" ; @ 1 . The number of

Baddies that can

1F YOU HAVE 6+ @) . THEN DEAL 10 &9 INSTEAD. be damaged by

this card.

Order matters!

It's almost always smart to
use Fear abilities before
dealing Damage in order

FLAME SWORD to deal more Damage.
HEROIC

e ” LL | This card will deal

@ to all Baddies.

X = TOTAL "5 YOU HAVE SHOWING.




HEALTH

Stayin’ alive

Q) (Health) cards allow you to gain V.

All players start with 15 Q. but your
maximum is 30 v

If any player's € is reduced to 0, the
entire team loses!

DICE MANIPULATION

Control your fate

These cards help you to mitigate your
luck by changing the dice in some
way. Most dice manipulation abilities
allow you to change dice values and
reuse them.

Any value dice can be
placed on “Any.”

SMOKE BOMBS .
"_n Means these = CONFUSION®"
two dice must be

the same value.

Some cards have

ALL PLAYERS AND BADDIES GAIN 1 €. i an additional effect
‘ you must do.

Any value dice can be placed on “X."
Check the ability text to see how you can
manipulate the dice placed on this card.

Ability text will tell
you if a gained dice
can be used this turn

+«To[). 1F (3 15 @B . THEN cHANGE TO A [ & GAIN | or next.

A [ FROM SUPPLY FOR THLS TURN ONLY. REUSE DICE.




SPECIAL LOOT

These have unique effects

These cards can give you extra dice,
enhance your weapons and even
allow you to gain extra abilities.

POWER CUBES

Test your luck

These cards allow you to add
& to your team's supply.

BASIC ABILITIES

The bare necessities

All players have the same Basic
Abilities that can be used once
per turn like all other abilities.

In addition to allocating
dice, some cards require
you to spend ¥ as
well, in order to use a
card’s ability.

If you place a i
then gain 4 9.

BMX BIKE °
SUPPLIES |

You can have a maximum
of 7 dice.

When used, the active

HEALING

VX (you

GAINX ©.
X = VALUE OF DIE ON THIS ABILITY.

player is required to

gain2 Q.

COURAGE

®x @vm | | &

1F YOU PLACE A B ON THIS
ABILITY, GAIN 2 {of) INSTEAD.

REMOVE X @ .
X = VALUE OF DIE ON THIS ABILITY.




BATTLE STEP 3

OPTIONAL RE-ROLL (conTINUED)

SHOULD | RE-ROLL MY DICE? EXAMPLE

Now that you know what your abilities are,
think about which abilities you'd like to use.

If you don't have the dice values to use those
abilities, then consider spending 1 & (Power
Cube) to re-roll any amount of dice.

You can re-roll as many times as you want, as
long as you've got some left to spend!

7T ROLL

! SET ASIDE RE ROLL

a0 A

BATTLE KART

L

BASIC ABILITiES

HEALING
EVEN

You'd like to use your Battle Cart, Spiked Gloves, and Tripod Turret. To
best use those abilities, you need @@'s, @'s, & B8's .

From your 1< roll, you set your {8} & B8 aside. Then you spend a &
to re-roll your other 3 dice, looking to get any @ 's,@'s, or E8's.

Lucky you! You rolled and got a [, @B. and B8. You set aside those
3 dice and decide to move on to step 4.

a2

SET ASIDE

Al v HEALTH & FEAR TRACKER

COURAGE




BATTLE STEP 4

USE PLAYER ABILITIES

EXAMPLE

During step 3, you planned to
use the Battle Cart, Spiked Gloves,
and Tri-Pod Turret. You decide to

HOW DO | USE MY STUFF?

« Spend your dice to play out the effects
of your abilities.

Use your abilities in any order.

use the cards that deal @ first in
order to maximize the damage
with your Tri-Pod Turret.

Each ability and each dice can only
be used once.

o : % . BATTLE EAR'I'W
Dealing Fear: Battle Cart

You use your Battle Cart. It deals 2 @) to all Baddies. It has an
additional effect in the card description. It says that all players roll
one of their dice. Each player who rolls a 8, @, or & must gain
2 e . You decided to roll your @8 and you rolled another @ .
You could spend a &, but decide not to in order to reserve some.

EACH PLAYER ROLL ONE OF THEIR DICE. 1 B§~.
THEN THAT PLAYER IS DEALT 2 @)

° SPIKED GLOVES

® = ANY g 1-2 PUNCH
3, g ol Dealing Fear: Spiked Gloves
iv = ¥ The Spiked Gloves deals @), equal to the amount of @@ ‘s and @ 's

you have showing. All 3 dice you spent on your Battle Cart are all
either 8 or @, so your Spiked Gloves deals 3 @ to one Baddie.

- R

Ox @

% =ToTAL [@'s AND 'S YOU HAVE SHOWING.

oy

Rll‘-PﬂD TURRET
. " Dealing Damage: Tri-Pod Turret

With your last dice, you use your Tri-Pod Turret. The amount of
Baddies it deals §9 to is equal to the amount of BB dice you have
showing. You used a B8 with your Spiked Gloves earlier. That dice,

along with the B8 you're using for the “Tri-Pod Turret” means you
can deal 2 @9 to two different baddies.

@ X

X = TOTAL !5 YOU HAVE SHOWING.

Keep rolling!

2 can be spent to re-roll
dice during any step of the
battle, including when using
player abilities.




BATTLE STEP 5

BADDIE ABILITIES

HERE THEY COME!

Remember the card your revealed
in Step 1?7 Each Baddie will use it's
ability that matches the card drawn.
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EXAMPLE

Neither Baddie has been defeated so they'll
both do their “A” ability. The total €@ each
Baddie will deal is 2 @@ per @ and @B dice
you have.

YOUR DICE

Each Baddie will deal 6 & to you. So you'll
reduce your @ by 12.

BADDIE START OF EACH THRM..

Order of Baddie Abilities
1 Any non @ or @@ abilities.

2 @ abilities.
3 @ abilities.

CLANK BHT ABILITIES

 SHIN KIEKS

W2 P1

% = TOTAL [@)s &M s YOU HAVE SHOwING. |

VIiCTORY CONDITION




LOOT PHASE

Turn order

TIME TO GET NEW STUFF!

« After each battle, flip to the last page of the
Battle Book. Follow the instructions for the

Your group can choose any turn
order for the first battle.

Loot Phase.

Turn order for Battles 2, 3, and 4
will be determined by which Loot
you select during the Loot Phase.

* You'll gain a new ability, reward, and turn
order token before the next battle.

REGBLAR REWARD

! HEBBLIR REWARD = b

LOOT EHANE

AFTER EACH BATTLE, ALL PLAYERS WILL GAIN A NEW CARD. REWARD, AND TURN ORDER TOKEN. L A5d

POWER CUBES, PLAYERS' HEALTH, AND PLAYER'S FEAR DO NOT RESET AFTER EACH BATTLE.

BMX BRE
Y o SUPPLIES

o SHUFFLE aLL REWARD CARDS, DRAW 4 AND PLACE FACE-UP ON SPACES MARKED "REWARD" ; i

REPEAT WiTH TURN ORDER TOKENS ON THE SPACES MARKED “TURN ORDER". re ) iTEM
= THIS TOKEN DETERMINES THE TURN ORDER FOR THE NEXT BATTLE. '

o SHUFFLE ITEM cARDS. DRAW 2 CARDS AND PLACE FACE—UP ON SPACES MARKED "ITEM"

REPEAT WITH THE WEAPON CARDS.

o EACH PLAYER WILL SELECT ONE ITEM OR WEAPON TO PLACE ON AN EMPTY SPACE ON THEIR
PLAYER BOARD. PLAYERS ARE ENCOURAGED TO DISCUSS AS A TEAM WHICH CARDS TO SELECT.

WEGBLAR REWARD :
EACH PLAYER WILL ALSO GAIN THE REWARD CARD AND TURN ORDER TOKEN ABOVE THE ITEM OR ; THE WY Tiade YO UG A RASIC ABLLITY. A56LY

WEAPON THEY HAVE CHOSEN. 1 '

o DISCARD ALL UNSELECTED CARDS AND TOKENS. i .

TO DETERMINE NEXT BATTLE, ROLL DICE AND GO TO THAT BATTLE.

Barne £2 Barme #3 Barme #4

B - B - Punkviee M8 - Boreen Bor BB - oo
| ‘ ' = CULT RECRUITER ‘ = Stax ALVE ' = RaIDERS ! B m =D 800

! w = MUTANT MISCHIEF G = SLIME KiNg m = Big Bap Buiy




