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MUNCHKIN is a tasteless parody game which brings you the
essence of the dungeon-crawling experience . ..
without all that messy roleplaying!

COMPONENTS
168 cards. Rules. Six-sided die. Box.

SETUP

Three to six can play. You will need
10 tokens (coins, poker chips, whatever - or any gadget that counts
to 10) for each player.

Divide the cards into the Door deck (with a door on the back)
and the Treasure deck (with a pile of treasure on the back). Shuffle
both decks. Deal two from each deck to each player.

CARD MANAGEMENT

Keep separate face-up discard piles for the two decks. When a
deck runs out, reshuffle its discards. If a deck runs out and there are
no discards, nobody can draw any of that kind of card!

Your Hand: Cards in your hand are not in play. They don't help
you, but they can't be taken away except by cards that specifically
affect “your hand” rather than the items you are carrying. At the end
of your turn, you may have no more than S cards in your hand (6 for
dwarves).

Carried Items: Treasure cards can be played in front of you to
become “carried items.” See Items, below.

When Cards Can Be Played: Each type of card can be played at a
specified time (see below).

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

CHARACTER CREATION

Everyone starts as a Level ] human with no class. (Heh, heh.)

Look at your initial four 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 Item cards, 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.

STARTING AND FINISHING THE GAME

Decide who goes first by rolling the dice and arguing about the
results and the meaning of this sentence and whether the fact that a
word seems to be missing any effect.

Play proceeds in turns, each with several phases (sce below).
When the first player finishes his turn, the player to his left takes a
turn, and so on.

The first player to reach 10th level wins . .. but you must reach
10th level by killing a monster or by Divine Intervention. If two play-
ers kill a monster together and reach 10th level at the same time, they
both win.

TURN PHASES

(1) Open A Door: Draw one card from the Door deck and turn it
face up. If it's a monster, you must fight it. See Combat. Resolve the
combat completely before you go on. If you kill it, go up a level (or.
for a big monster, two levels - it will say so on the card).

If the card is a curse - see Curses, below - it applies to you
immediately (if it can) and is discarded.

If you draw any other card, you may either put it in your hand or
play it immediately.
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(2) Look For Trouble: If you did NOT encounter a monster
when you first opened the door, you now have the option of playing
a monster (if you have one) from your hand and fighting it, as
described above. Don't play a monster you can't handle, unless you're
sure you can count on getting help!

(3) Loot The Room: If you killed a monster, take the number of
Treasures shown on the monster card. Draw them face down if you
killed the monster alone, or face up if you had help.

If you met a monster but ran away, you don't get to loot the room.

If you did not meet a monster, or you met a friendly monster,
you search the room . .. draw a second card from the Door deck,
face down, and place it in your hand.

(4) Charity: If you have too many cards (6 for dwarves, 5 for
everyone else), give the excess 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 half. If YOU are the lowest or

tied for lowest, just discard the excess.

It is now the next player’s turn.

COMBAT

To fight a monster, check the Level at the top of its card. If your
own Level, plus the Bonus from any items you are carrying, totals
more than the monsters Level, you kill it. Some monster cards have
special powers which affect combat — a bonus against one race or class,
for instance. Be sure to check these before resolving combat.

You may also use one-shot cards, such as potions, from your
hand during combat. A card is a one-shot if it says “Usable Once
Only,” or if it gives a Level increase.

You cannot steal or trade items while combat is going on.

If other monsters (2 Wandering Monster or a Mate) join the
fight, you must defeat their combined levels. If you have the right
cards, you can eliminate one monster from the combat and fight the
other normally, but you cannot choose to fight one and run from the
other(s). If you eliminate one with a card but then run from the
other(s). you don't get any treasure.

If you kill 2 monster, you automatically go up a level (two levels
for some very dangerous monsters). If you were fighting multiple
monster cards - see Interfering
With Combat - you go up a
level for each monster
killed! But if you defeat

a monster without killing
it, you NEVER go up
a level.

Discard the
monster card(s) and
draw treasure (see
below). But note:
someone may play a

hostile card on you,
or use a special
power, just as you

think you have won. When you kill 2 monster, you must wait a rea-
sonable time, defined as about 2.6 seconds, for anyone else to speak
up. After that, you have really killed the monster, and you really go
up a level and get the treasure, though they can still whine and argue.

If you cannot defeat the monster, you have two choices: ask for
help or run away.

Asking For Help
You may ask any other player to help you. If he refuses, you may

ask another player, and so on, until they all turn you down or some-
one helps. Only one player can help you.

You can bribe someone to help. In fact, you'll probably have to,
unless there’s an EIf around. You may offer them any Item(s) you are
currently carrying, or any number of the Treasure cards the monster
has. If you offer them part of the monster’s treasure, you must agree
whether they pick first, or you pick first, or what.

When someone helps you, you add their Level and their Bonuses
to yours.

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. If you
are facing the Wannabe Vampire and a Cleric helps you, he can chase
it away automatically. But if you are facing the Drooling Slime and
an EIf helps you, the monster’s level is increased by 4 (unless you,
too, are an Elf and the monster’s level has already been increased).

If someone successfully helps you, the monster is slain. Discard
it, draw treasure (see below), and follow any special instructions on
the monster card. You still go up a level for each slain monster. Your
helper does not go up . .. unless he's an Elf, in which case he also
gains one level for each monster slain.

If nobody will help you .. . or if somebody tries to help, and
your fellow party members hurt you or help the monster so the two
of you still cannot defeat it ... you must run away.

Running Away

If you run away, you don't get any levels or treasure. You don't
even get to oot the room (that is, draw a face-down Door card).
And you don't always escape . . .

Roll the die. You only escape on a 5 or better. Elves get a bonus
to run away, while halflings have a penalty. Some magic items make
it easier or harder to run away. And some monsters are fast, and give
you a penalty to your roll.

If you escape, discard the monster. You get no treasure. There are
usually no bad effects . . . but read the card. Some monsters hurt you
even if you get away from them!

If the monster catches you, 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.

If two players are cooperating and still can't defeat the
monster(s). they must both flee. They roll separately. The
monster(s) CAN catch them both.

If you are fleeing from multiple monsters, you roll separately to
escape each one, in any order you choose, and suffer Bad Stuff from
cach one that catches you.



