










Dead characters cannot receive cards for any reason, not even Charity, and 
cannot level up or win the game.

When the next player begins his turn, your new character appears and can 
help others in combat . . . but you have no cards.

On your next turn, start by drawing four cards from each deck, face-down, 
and playing any legal Race, Class, or Item cards you want to, just as when you 
started the game. Then take your turn normally.

������
If drawn face-up, during the “Kick Open The Door” phase, Curse cards 

apply to the person who drew them.
If drawn face-down or acquired some other way, Curse cards may be played 

on any player at any time. ANY time, do you hear me? Reducing someone’s 
abilities just as he thinks he has killed a monster is a lot of fun.

Usually, a Curse affects its victim immediately (if it can) and is discarded. 
However, some Curses give a penalty later in the game or have a continuing 
effect. Keep these cards until you get rid of the Curse or the penalty takes 
effect. If someone plays a “your next combat” Curse on you while you are in 
combat, it counts in that combat! (Curse cards you keep as a reminder may 
not be discarded to power Class or Race abilities. Nice try!)

If a Curse can apply to more than one Item, the victim decides which Item 
is lost or Cursed.

If a Curse applies to something you don’t have, ignore it unless the Curse 
has instructions to the contrary. For instance, if you draw ����������  and 
you are not wearing Footgear, nothing happens; discard the card.

There will be times 
when it will help 
you to play a Curse 
or Monster on 
yourself, or to “help” 
another player in a 
way that costs him 
treasure. This is very 
munchkinly. Do it.
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	�•���	�•���Munchkin
Studies have shown that 8.4 out of 9.7 Munchkin players just can’t 

get enough of the game. Here are some ideas to take your Munchkin 
games to new heights – or lows:

Combining different Munchkin sets. You can mix two (or 
more) base sets and expansions together for a genre-crossing mega- 
Munchkin adventure! Space plus Old West? Kung fu vampires? No 
problem!

Expansions. These add still more monsters to kill, new Treasure 
to loot, and sometimes entirely new kinds of cards. Ask for all the 
Munchkin sets and expansions at your local game or comic store – 
�nd it using our Store Finder, �����•�����•�•�����•���  – but if you 
don’t have a local store, we’ll be happy to sell them directly to you at 

���•���� ­•��� .

Turn it up to EPIC! Playing to Level 10 just isn’t enough for some 
people. To satisfy their insane cravings, we’ve created Epic Munchkin, 
a new set of rules that gives all your Munchkin sets that high-octane 
boost you need to make it up to Level 20! Look for it at ����•
��•
�•�����•���€�•��  – it’s completely, absolutely FREE!

All of the above!!!

�������‚����ƒ����
For a faster game, you can add a “phase 0” called ����������„•��

����. At the start of your turn before doing anything else, draw a 
face-down Door card, which you may play or not. Then arrange cards 
and Kick Open The Door normally. If you Loot The Room, draw a 
face-down Treasure, not a Door.

You can also allow shared victories – if a player reaches Level 10 in 
a �ght where he had a helper, the helper also wins the game, no matter 
what Level he is.
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�����Munchkin!
Visit ����•
��•�•�����•���  for news, errata, updates, Q&A, 

and much more. To discuss Munchkin with our staff and your 
fellow munchkins, visit our forums at •�����•�•�����•��� . Check 
out ����•
��•�•�����•���€���������••���  for reference cards,  
playmats, and dozens of links.

Other ways to connect to the Munchkin social network:
Twitter. Our Twitter feed often has Munchkin news (or bonus 

rules!): �
�����•���€	������ .
Facebook. Connect with other fans on our pages for Munchkin 

(•������
•���€�•�����•����•
�� ) and Steve Jackson Games 
(•������
•���€�•����� ).

The URL for this set is ������������•�•�����•���€�����������
�� .

Munchkin Legends combines classic myths and modern legends with 
the great Munchkin gameplay and humor you love!

This game includes 96 Door cards, 72 Treasure cards, 12 player standies 
(six male, six female), one gameboard, one custom six-sided die, and these 
rules. Three to six can play.

�����  

Each player takes two standies of the same color and chooses one to place on 
the space marked “1” on the gameboard. The player’s starting sex matches the 
standie chosen. The other standie goes in front of the player as a color reminder.

Divide the cards into the Door deck and the Treasure deck. Shuf�e each 
deck. Deal four cards from each deck to each player. Place the rest of the 
cards in the appropriate spaces on the gameboard.

The numbered spaces on the board represent your Level (see p. 2). When 
your character goes up (or, ugh, down) in Level, move your colored standie 
accordingly. You can never go below Level 1, and once you kill a monster to 
reach Level 10, you win! It’s perfectly �ne for more than one player to be at 
the same Level.

���������������
Keep discards for each deck in the matching “Discard” space on the 

gameboard. You may not look through the discards unless you play a card 
that allows you to!

When a deck runs out, reshuf�e its discards. If a deck runs out and there 
are no discards, nobody can draw any of that kind of card!

���‚���… These are the cards on the table in front of you, showing your 
Race and Class (if any) and the Items you are carrying. Continuing Curses 
and some other cards also stay on the table after you play them. Cards in play 
are public information and must be visible to the other players. 

†��������…  Cards in your hand are not in play. They don’t help you, but 
they can’t be taken away except by cards that speci�cally affect “your hand.” 
At the end of your turn, you may have no more than �ve cards in your hand 
(see ‡•����� , p. 2).

Cards in play may not be returned to your hand – they must be discarded 
or traded if you want to get rid of them.

�����
������������
Everyone starts as a Level 1 
human with no class. (Heh, 
heh.) Munchkin characters 
may be either male or female. 
Your character’s sex at the start 
of the game matches the standie 
on the board.

Look at your initial eight cards. If you 
have any Race or Class cards, you may (if 
you like) play one of each type by placing 
it in front of you. If you have any usable 
Items (p. 3), you may play them by placing 
them in front of you. If you have any doubt 
about whether you should play a card, you 
could read below, or you could just charge 
ahead and do it.

You’ll probably have to bribe someone 
to help. You may offer your helper any 
Item(s) you are currently carrying, 
or any number of the Treasure 
cards the monster has. If you 
offer him part of the monster’s 
Treasure, you must agree 
whether he picks �rst, or 
you pick �rst, or whatever. 
You may also offer to 
play any cards from your 
hand that you legally could, 
such as ��� ˆ•� �� �����  
cards, on your helper.

The special abilities or 
vulnerabilities of the monster 
also apply to your helper, and 
vice versa. For instance, if a 
Warrior helps you, you will win if 
your combined total ties that of the monster, 
and he can Berserk and discard cards to add to his combat strength (but only 
once per combat, not once per monster). If you are facing �������  and a 
Dwarf helps you, the monster’s combat strength is reduced by 3 (unless you 
are also a Dwarf). But if you are facing ‚����  and a Cleric helps you, he is 
able to use his „����ˆ�����  ability to give bonuses to your side.

If someone successfully helps you kill the monster, discard it, draw 
Treasures (see ƒ�
���� , below), and follow any special instructions on the 
monster card. You level up for each slain monster. Your helper does not 
go up any levels . . . unless he’s an Elf, in which case he gains one level for 
each monster slain. You draw the Treasure cards, even if it was your helper’s 
special ability that defeated the monster, and distribute them according to the 
agreement you reached.


�	����
When you kill a monster, you get one level per monster, unless the 

Monster card says something else, and you get all its Treasure! Each monster 
has a Treasure number on the bottom of its card. Draw that many Treasures, 
modi�ed by any Monster Enhancers played on it. Draw face-down if you 
killed the monster alone. Draw face-up, so the whole party can see what you 
got, if someone helped you.

If you defeat a monster by nonlethal means, you do not get a level and you 
may or may not get the Treasure, depending on the method.

Treasure cards can be played as soon as you get them, even if you are  
the helper.


��������	��
If nobody will help you . . . or if somebody tries to help, and your fellow 

party members interfere so the two of you still cannot win . . . you must Run 
Away. You don’t get any levels or Treasure. You don’t even get to Loot the 
Room. And you don’t always escape unharmed . . .

Roll the die. You escape on a 5 or more. Some Class and Race 
abilities and some Treasures make it easier or harder to Run Away  
from all monsters. And some monsters give you a bonus or penalty 
to your roll for that monster only.

If you fail to Run Away from a monster, it does Bad Stuff 
to you, as described on its card. This may vary from 

losing an Item, to losing one or more levels, to 
Death (see below).

If you are �eeing from multiple monsters, 
you roll separately to escape each one, in 
any order you choose, and suffer Bad 
Stuff from each one that catches you as 
soon as it catches you.

If two players are cooperating and still 
can’t defeat the monster(s), they must 
both Run Away. They roll separately, and 
each player chooses in what order to Run 

Away. The monster(s) CAN catch them both.
Once you have resolved all Run Away rolls, discard the monster(s).

�����
If you die, you lose all your stuff. You keep your Class(es), Race(s), and 

Level (and any Curses that were affecting you when you died) – your new 
character will look just like your old one. If you have ���•�‰����  or 	�•���
����•
�� , keep those as well. Once you have died, you don’t have to Run 
Away from any remaining monsters.

��������„•��‰���…  Lay out your hand beside the cards you had in play. 
Starting with the one with the highest Level, each other player chooses one 
card . . . in case of ties in level, roll a die. If your corpse runs out of cards, 
tough. After everyone gets one card, the rest are discarded. 
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Diane: Sorry, gang, but I gotta uncork this.
	•��•������•��‚�������•�	••��‹�	���‹Œ��������”˜����•����������

�������••�‘�
��•�™��
������Œ�’š����—•
Sam: Surprise! She’s the Titanic Bloody Mary.
	��� •����� „������Œ� ������� ’š� ��� ‰������ ����™�� �������

�������••�‘�
��•�™��
������������Œ�’—����’š•
Diane: EEK! Lucky for me that he’s Undead . . . turn, turn, turn!
������ ��������� ���� ����� •���� •��� •���� ���� �
�� ������ •����

�•�� ������ ��� ��������� �•�� ‡������ �����™�� „���� ˆ������ �������•�
Š��•���������������•���”­Œ�•������������•�”›Œ������
��•�™���������

������Œ�’›����’—•

Diane: Anyone else?
	•��•�����������������•����•���•�����������������������������

�•������••����•���•�	���•������ˆ�������������Œ�‡�������Œ����
•���•���Œ�•����������������������������•��•��•�•

Diane: Awesome! Thanks for the extra Treasures, Sam!
Sam: Grumble.
������������•�����������•���
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����•��� �

��� ������  •� 	•�� ���
�� •���� „��������� •���� ��
�…� �
�� •���� �
‰������ ����� •�����•Œ����� �
�� ����� •���� �•�� „������� ��������
��•�����•

�����•���������������•�•�•

This special Guest Artist Edition of Munchkin is one of a series 
of limited sets celebrating Munchkin’s 15th anniversary. This game 
has been re-illustrated by Mike Luckas, who has illustrated comics 
including Skullkickers and Munchkin, and is the creator of the 
Conquistas webcomic. The icon for this set is the artist’s signature.

For more about all the Guest Artist Edition games,  
look at ������������•�•�����•���.

‡��•������‰��
�����
‡���������ƒ����

This rulesheet gives the general rules. Cards may add special rules, 
so in most cases when the rulesheet disagrees with a card, follow the 
card. However, ignore any card effect that might seem to contradict one 
of the rules listed below unless the card explicitly says it supersedes 
that rule!

1. Nothing can reduce a player below Level 1, although card effects 
might reduce a player’s or a monster’s combat strength (p. 4) below 1.

2. You go up a level after combat only if you kill a monster.
3. You cannot collect rewards for defeating a monster (e.g., 

Treasure, levels) in the middle of a combat. You must �nish the  
�ght before gaining any rewards.

4. You must kill a monster to reach Level 10. 

Any other disputes should be settled by loud arguments, with the 
owner of the game having the last word. You could also read the 
Munchkin FAQ and errata pages at ����•
��•�•�����•���, or 
start a discussion at •�����•�•�����•��� . . . unless it’s more fun 
to argue.


