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Your turn begins as soon as the previous player’s turn ndSYo\{Yl}lﬁ&/yﬁéﬁorm these actions at anv time-
cards are arranged the way you want, go to phase 1. y '
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If something lets you have more than one Big item (for instavme atie the other players may play one-shot Treasures or use Class or
Dwarf race) and you lose that ability, you must either correct Recprabikties to help or harm you in your combat. Some Doﬁeer cards

ay . :
o 000 immediately or get rid of all but one Big item. If it's your turn afsb ymupiayed into a combat, such as Monster Enhancers (§ iﬁﬁgﬁéms (notably ) allow your rivals to send
Y

e fers to join the ght. You must defeat their ¢ comba

& Discard a Class or Race. These cards may be played whenever it is legal to play RoURSO®bRayeu can sell the excess Big items (as long as you Raveexhigastvhile you are in combat, you cannot sell, e or - - - :
72"% Yo ™ Draw one card from the Door deckfndd@flay a j» t< or* . as long as you hav)(/a an IEa)p|t>)/ropriate card (Class gf]or P yl,,(@QQ:é;O'd Pieces of ltems to sell). Otherwise, you must give tkef® [ihs, or play Treasures from your hand, unless theSSrI;%rl]%pﬂ%?)} %yﬁ%czﬂsgeabg;lf‘lttleﬁ"ysouuc?]ailsef?f:glrr]i%filtoclzjatr?jsggguvwct:gg 2
it face up. & Play a Curse. for* ) toattach it to. You cannot have more than one of tAegaini&vel player(s) who can carry them! If any Big items aresafi8 letfierveise. one monster from the combat and ght the other(s) normaily, but yo
If its a monster, you must ght it. See « , p. 3. If the fard is a Class or Race card in play at once. discard them. _ If you kill 2 monster (or monsters!), discard the monster(s)Riskah% O#Tone and Run Away from the other(s). If you elimin
curse — see , p. 5 — it applies to you immediately (if it an){ggqﬂgy perform these actions at any time, as loffg as you dfeyaeplay with one Class, you get all the advantages®™ You may trade Items (but no other cards) with other glayeislayed, and claim your rewards. But note: someone EVRECY astierun from the other(s), yoledelstaetreasure!

discarded (unless it has a persistent effect or you keep the cay@ s igateminder

of being that Class (the ability to equip Class-only lterf@U méystly trade Items from the table — not from your han@ai®eringyu, or use a special power, just as you think you have won. When

of an upcoming effect). Trad It ith another ol the other pld ith penalties against that Class suffer those penalties) dadenahanyitithe except when you or your trading partner are igotoRilb& méhster, you must wait a reasonable time, de ned as about 2.6
If you draw any other card, you may either put it in OU'L harﬁ rame air; em with another player (the other piyer maymsag\%ntages (you can equip Items forbidden to that Classfagtdtiitobesigna to trade is when it's not your turn. Any Item yescegagtyédn anyone else to speak up. After that, you have Killed Lo .
y y Y y p y dhR@hBat, either). . r rsin this set are tagged j . You may play any Un
immediately. Chanae which Items vou have equipped not get bonuses because of your Class). If the Class has af 8§ thiagtiggnain in play. monster, and you really get the level(s) and Treasures, thqugRdReVacRR $8lir hand into combat te helindesd.-
. L4 g y ve equipped. cost, however, you must still pay it — y@upezh{fAll of the aboveYou may also give Items away without a trade, to bribe othehpiayans argue. ; . ;
, ™ - & Play a card that you have just received (somg cards r : . . using a card. If you have a card that can be used to
ZET [ et If you fought a monster in y Y J B rue for - , just for Races.) “I'll give youmy f = if you won't help Bob ght that dragon!” make a monster Undead, you may play it with a non-Undead mons
phase 1, skip this phase and go to phase 3. played even during combat; see above). You may show your hand to others. Like we could stop you. this rule ’
If you did NOT draw a monster when you rst opened thg doci;, you have form th i wrn: 0 . e t < ™ At any point during your turn except during during the 3 Ve N "
two choices: either T f  « orf ou may periorm INese actions on your own turn. _ ) ) combat or Running Away, you may discard Items worth a total B %gg%iatcte-ipt’h uring ehz drew th phase, the
& Play a new Class or Race card (at any time). Treasure cards include permanent and “one-shot” cards. f\nydreafdeiéaéd and immediately go up one level. (“No ValdB M EEHR!Gpeatack the person who drew them.

t f ™ Playamonster - and ghtit, jus] 2 el jtems for levels (except when you are in cofnbat).

as if you had found it when you kicked open the door. Dorjt pla
you can'’t handle, unless you're sure you can count on getrJEg r%jrtgg%}iqﬁw s(gnncizt cl)f:_] Ssh%?n]tr:acr)rt] s i grll"f“geecé cg)ur 9

T ™ Draw a second card from the  deck, face
and place it in your hand.

Z' ...™Ifyou have more than ve cards in your hand, you must play
enough cards to get you to ve or below. If you cannot, or do not want to, you
must give the excess cards to the player with the lowest Level. If players are
tied for lowest, divide the cards as evenly as possible, but it's up to you who
gets the bigger set(s) of leftovers. If YOU are the lowest or tied for lowest,

® just discard the excess.

As soon as you are nished with Charity, the next player’s turn begins.

Each character is basically a collection of weapons, armor, and magic items,

your character as “a Level 8 EIf Wizard with Z

may be played to the table as soon as you get it, or at any {HBesaR¥OHE M¥fo Gold Pieces.) If you discard (for instance) 11186986k any other way, they go into your hand and nay be played

turn during combat (unless the rules below or the caggeitael{@##s, you don't get change. But if you can manage 2’og;?;wgrm'g&yvn tuntot f  ,orplayedtojoinanother pjyer’s y y |
otherwise). can go up two levels at once, and so on. You may sell ltems frd?hy&YIFhaAg . card. (See fe < ¢ You can interfere with others’ combats in several Ways, includi
as well as those you are carrying. elllteays to go to Level 10. , below. _ _ _ . _
. Each Monster card is a single monster, even if the narfe o4 the. eard You could help another player by using a
is plural. one-shot to strengthen his side. Of course, you cgn “acciden

Most Treasures are ltems. Iltems have a Gold Piece valueT (No €aﬂJe” is strengthen the monster with it, instead . . .
equivalent to zero Gold Pieces, and a “No Value” card is consigdetesaniebaid that says “Usable once only” is often called a “one-shot” ‘ These cards (usually) make 4 monster

All ltems you have in play are considered “carried.” ltemsTheisueamuostiyf these are used during combat to strengthen the munchkins _ stronger . . . and give it more Treasure. You can play fhese either
giving you a bonus are “equipped.” You should indicate Itemhthaictretare} and may be played from your hand or from the tS&i§iEagbgrids, called Monster Enhancers, raise or lowpryihé eé@mieadimbats or during someone else’s comba

equipped by turning the cards sideways. You may not altertibeeststhes @ffeets, however, so read the card carefully! Discar§ttgeséhcardgdigidual monsters. (Penalties to monsters ar (Sti” considered to join the combat, either fwith

Items during a combat or while running away. soon as the combat is over or their effect is resolved. Enhancers.) They also affect the number of Treasures the njonsters are woidhor by using the special Undead rule. @
Anyone can any Item (except for extra Big items; see belowQrieitiiot Treasures with a Gold Piece value may be sold fOV AR, figtancers may be played by any player during any combat. 5 hjaver in combat, if you're a Thief.

may  only one Headgear, one suit of Armor, one pair of Freigea, keaehs. All Enhancers on a single monster add together. If thefe are ququlc—; if you have a Curse card.

two “1 Hand” Iltems (or one “2 Hands” Item) . . . unless you have a card that monsters in a combat, the person who plays each Enhanger must choose

lets you ignore these limits, such as“ <or ¢, or unless ong of which monster it applies to. e

the cards says otherwise. If you are carrying two Headgear cards, for instance, «  Anything that enhances a monster also enhances its Mate . . . if

you can equip only one of them at a time. Other Treasure cards (like j» 1< cards)are not ltems. Mostof, 1 «  and are played on a single monster,

with three stats: Level, Race, and Class. For instance, you migft | i i i - : . . , :
> Y HCIRHEHRETs may be Warriors, Wizards, Thieves, or Cleficg; )Ly ﬁome ltems have restrictions: for instance, tese cards say when they can be played, and whether they sigyuirapdaacingran Ancient Enraged monster and its Ancient Enrag®d Mate.
I

*h&ve no Class card in front of you, you have no class. Yeah, |

Se ,andthez - that one already.

o Each Class has special abilities, shown on the cards. You gain . , i* T« cards may be played on yourself or any other player at any
t< ™ This is a measure of how generally buff and studiyoyeu@sIMheInoment you play its card in front of you, and Ig tlﬁﬁlgéﬂhm discard Item cards “just becauselteNwiforey ..

know, WE dflly be wielded by a Cleric. Its bonus only célisgaresd. A couple of speci ¢ examples: Good luck . .. If you cannot win a combat on your own, you may ask any othe

someone who is, at the moment, a Cleric. to help you. If he refuses, you may ask another player, and so
they all turn you down or someone helps. Only one player can h

o Even during combat. Discard them once ihey ate played. adding his combat strength to youcan play cards to affect your

M @%s with other playersaorltem to another playerw

the rules or cards refer to your Level, capitalized, they meagdhis a8!y¥etiscard that Ca.rd' Some.CIass abilities are power%ﬂysq B‘elow). You may discard Items to power certai oalgggr&%top Xc% e T« card_to give a player the winning Ievgl! combat, however!
You gain a level when you kill a monster, or when a card Saysifest ¢figgata. any card, in play or in your hand, to power a special bl 2 Curse or a monster's Bad Stuff (see p. 5) may forcd) played at any time, on any turn. You cannot give a : ,
You can also sell ltems to buy levels (see ce ). s e _ P- o) may [ ?f hil : bat h You'll probably have to bribe someone to help. You may offer yot
y See the Class cards for when abilities can be used. Note H@t A b methina! ireling an Ttem to carry while you are in combat, however. .

: . r mething: any Item(s) you are currently carrying, or any number of the Treas
vou lose a level when a card says you do. vour L.evel carcaauer 8eablowia.he or the targetis ghting — and as soon as'a mgostei iy, may carry any number of Small items, but only one Big the monster has. If you offer him part of the monster’s Treasure
However, your combat strength can be negative, if you get fietéaiedCtiiseght is on! one. (Any item not marked Big is considered Small.) \’(ou mav not discard aaree whether hé i)(/:ks rst. or oup ick rst. or whatever. You ma’ )
suffer some other kind of penalty. You can discard a Class card at any time, even in combat: “I| fNEiw#aRto ol her: Il th It q Y lose i g P » OF you P ! ' Yy

_ / - Yy to play another; you must sell the rst Item, trade_it %8 iftoa . b to play any cards from your hand that you legally could, such as
be a wizard anymore.” When you discard a Class card, you begQjpg dagsiesstuff, or discard it to power a Class or Race a .ﬁ ght a monster, compare its + « to yours. Combat _ < cards, on your helper
 ——— EEE— until you play another Class card. ’ - strength is the total of Level plus all modi ers — positive or negative — given " . ' -
o TM You may not belong to more than one class at once unless [jou play the = by Items and other cards. If the monster's combat strength is equal to yours, The special abilities or vulnerabilities of the monster also apply
. card < ™Me—S %o or greater, you . and must Run Away (see p. 5). If your helper, and vice versa. For instance, if a Warrior helps you, you \
When you ght a monster, you compare your -« combat strength totals more than the monster's — note that monsters win your combined total ties that of the monster, and he can Berserk ai
(your Level plus any bonuses or penalties) againgt the monster's be H Elves. D Hal idas. 1f ce—j ° ¢ ties!—you  and go up a level (two levels for some big monsters). You'll cards to add to his combat strength (but only once per combat, r
combat strength. If your combat strength is greaterJyou win!'If ffR@racters may be Humans, Elves, Dwarves, or Hal ifgs. ! yc())djhave a1 0S or Android device. vou'l like oul Levalse ggidtie number of Treasures shown on its card. per monster). If you are facing the « £ » and a Cleric helps
tied or lower, the monster wins have no Race card in front of you, you are human. ; Y Y . - - - - e - you, he can chase it away automatically. But if you are facing the
, : . _ A app. Just search forlevel counter” or cligk the Sometimes a card will let you get rid of the monster without killing it. This ! ) T
|  For the full explanation, see « , p, 3. Humans have no special abilities. The rules for Classes, ab qsi'%%rt%ﬂlﬁ P Evon better. it ai s still “winning.” but you don't get a level. Unless the ability says otherwise and an EIf helps you, the monster’'s combat strength is increas
to Races. nka - EVEN DEEr, It gives you persopa 9 g ' y say ’ 4 (unless you, too, are an Elf and the monster’s combat strength h

“

card.

You may not belong to more than one race at once unless

. to make your friends jealous . . . wijch igouH#@n’t get the Treasures, either.
%’emaya pr?unchkin is all about! Some monster cards have special powers that affect combat — a bonus
against a Race or Class, for instance. Be sure to check these!

been increased).
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