HOW TO
PLAY

THE BASICS:

2-4% PLAYERS take turns playing LOOT
CARDS and using items to kill MONSTERS in
order to gain more items, loot cards and
sometimes souls. The first player to gain 4 souls
is the winner. Co-operation, bartering and
betrayal are all strongly encouraged.
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PLAYER CARD AND STARTING ITEM

STARTING THE GAME

The MONSTER., LOOT AND TREASURE
decks are each shuffled and placed apart on
the table.

2_ MONSTER CARDS are revealed and
placed face up next to the monster deck.
These are the current active monsters. If any
non-monster cards are revealed this way,
place them at the bottom of the deck and
continue this process until 2 monster cards
are revealed.

2 TREASURE ITEMS are revealed and
placed face up next to the treasure deck.
These are the current store Items.

Shuffle the character deck and deal out one
character card to all players face down. Each
player then reveals their character and gains
their starting item.

All players start with their character card
activated (turned sideways).

Each player starts the game with 3 loot cards
and 3¢.
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Cain always plays first. If Cain is not one of
the characters drawn, then the saddest
person playing goes first, or just roll a dice,
whatever works.

PLAYER TURN:

1) Recharge all active items and your
player card - turn all items and player cards
upright.

2) Loot 1 - draw the top card from the loot
deck and put it in your hand.

3) Action phase

DURING THEIR ACTION PHASE. THE
ACTIVE PLAYER MAY DO ANY OR
ALL OF THE FOLLOWING IN ANY
ORDER:

1. Play 1 loot card - this can be in
response to any action.

2. Purchase 1 store Item or topmost card

of the treasure deck - all store items
cost 10¢, including the topmost card
of the deck.

3. Attack a monster - the player can
choose to attack any active monster
or attack the topmost card of the
monster deck. !

4. Activate their player card to play an
additional loot card - player cards can
also be saved and activated on other
players’ turns in response to any
action.

4) Ending phase
1. Heal all players and monsters

2. Discard down to 10 loot cards if you
have more than 10
in your hand.

3. Pass the turn to the player to your
left.

LOOT:

LOOT CARDS are
the only cards you
draw and keep in
your hand. Playing
them can instantly
change the flow of
the game in many
interesting ways.

BASIC LOOT -

Basic loot cards come in the form of coins,
bombs, hearts, pills and the like, and are used
to gain resources or aid in combat.

TAROT CARDS - Tarot cards are more
advanced loot cards that can drastically
change the course of the game in many neato
ways.

TRINKETS - These are rare loot cards. When
played, these act like treasure items and have
passive effects. Place these cards face up on
the table next to your item cards. They count as
items when in play.
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MONSTER:

THE MONSTER
DECK is the meat
and potatoes of
the game. It’s filled
with basic
monsters, bosses,
treasures, curses
and other
surprises.

BASIC MONSTERS - Monsters that are easier
to kill and yield loot, coins and on rare
occasions, treasures.

BOsSES - Difficult-to-kill monsters with bigger
rewards that always yield souls when killed.
When a boss is killed, the player gains that boss
card; this is how you keep track of souls.

BONUS CARDS - Uncommon cards that yield
rewards... but may also kill you...

CURSES - Rare cards that curse a player of the
revealer’s choosing. Curse cards are placed to
the left of your character card and are discarded
when the cursed player dies.
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TREASURE:
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Treasure cards are
put directly into
play in front of the
player, are visible
to everyone and
tend to have very
strong effects that modify gameplay and
interact with other players and monsters.

ACTIVE ITEMS - These items can be activated
in response to any action. These are marked
with a gold border and turning arrow symbol.
Once an item has been activated, it can't be
activated again till it's recharged at the start of
that player’s turn. You show an item has been
activated by turning it sideways.

PASSIVE ITEMS - These items give players
special abilities that usually change the rules of
the game or modify existing effects. These
abilities don't require activation. Passive items
have silver borders.

PAID ITEMS - These items are used when you
pay a specific cost. These are marked with a $
symbol. Like active items, paid items can be
used in response to any action, but paid items
can be used as many times as they are paid for
and aren't turned sideways when used.
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Players may attack once during their turn.

If a player decides to attack, they can target
an active monster card or the topmost card
of the monster deck. If they attack the
topmost card of the deck, they have to reveal
that monster card to all players and place it
face up over one of the active monsters.

When a player attacks a monster card they
roll their d6. If the number is equal or greater
to that monster’s dice number and that dice
roll “resolves” (no one uses any abilities to
modify or reroll the result), the player deals
damage equal to their damage number to
that monster. If the player rolls lower than the
monster’s dice number, they miss and take

damage equal to that monster's damage
number. The attacking player continues until
either the monster or player is killed.

Use the d8 to keep track of the damage done
to a monster during that turn.

When a monster is killed, the active player
gains rewards for its death and that monster
card is placed face up on the top of the
monster deck discard pile. If the active
monster is killed and an active monster slot is
empty, reveal the top card of the monster
deck and place it face up in that empty slot.

If a monster deals lethal damage to a player,
that player is killed ¢SEE: DEATH) that
player pays a penalty and it ends their turn.
All damage done to players and monster
cards are healed at the end of any player’s
turn.

NOTE - If a non-monster card is revealed

when a player attacks the top card of the
monster deck or is revealed when adding a
card to an empty active monster slot, the
active player reads that card to all players
and follows the directions on the card. If a
non-monster was revealed when attacking
the topmost card of the monster deck, this
will count as your attack for the turn.

DEATH:

When a player takes lethal damage or is killed
for any reason, that player suffers “the death
penalty!” This means that they must destroy a
non-eternal item they control, discard a loot
card andlose 1¢.

In addition to the penalty, that player also
de-activates all their items and player card,
marking the end of their turn.
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MULTIPLE ITEM OR
LOOT INTERACTION

CAKA: STACKING EFFECTS)

When a player makes an action (activating an
item, interacting with a deck, attacking a
monster, playing a loot card, rolling a dice,
etc.) any other player can respond to this
action by activating one of their items, or
using their character card to play a loot card
in response.

When multiple effects like this trigger at once,
you wait to see if everyone is done respond-
ing to the action. Then each effect plays out
in reverse order, so the last effect resolves
first and 2nd to last goes next until each
effect is resolved ending with the initial
player’s action.

EXAMPLE 1: Player 1 decides to attack an

active MONSTER that needs a 4 or higher -

dice roll to deal damage. Player 1 rolls their
dice to see if a hit lands and they roll a 3. In
response to this roll, Player 2 offers to raise
the roll by 1 with their BOOK OF BELIAL in
exchange for 2¢. Player 1 agrees, pays them
and Player 2 activates the Boox oFf
BELIAL to raise the roll to a 4. Out of
nowhere, Player 3 decides to activate their
D6 in response, forcing Player 1 to reroll the
dice! No one else has any response to this, so
each effect now plays out in reverse. Player 3
rerolls the dice, and rolls a 1, Player 2 adds +1
to that dice making it a 2, then the dice
resolves, making Player 1 miss, seeing as
they needed a 4+ in order to land that attack.

EXAMPLE 2: Player 1 activates their
TAROT DECK item to Loot 1. In response,
Player 2 uses their SLEIGHT OF HAND item
to look at the top 3 cards of the Loot deck
and put them back in any order. No other
effects are played. Player 2 looks at the top 3
cards, rearranges them so a single penny
card is placed on the top. Then Player 1's
Loot 1 effect goes off, drawing them a single
penny... (.

Stacking effects is where advanced strategy
really shines, so make sure you read your
Loot cards and ltem effects carefully. Most
are designed specifically to be used in many
different ways.

THE BONUS SOULS

Once players have a better understanding of
the game’s mechanics, you are encouraged
to add the BONUS SOULS CTHE SOuUL OF
GUPPY. THE SOUL OF GREED AND THE
SOUL OF GLUTTONY) to your games.
These bonus cards aren’t added to any deck
but instead lay face up on the table next to
the game decks in view of all the players.

The first player to gain 25¢ or more instantly
gains the SOUL OF GREED.

The first player to have 10 or more Loot cards
in their hand instantly gains the souL OF
GLUTTONY.

The first player to have 2 or more Guppy
items in their possession, instantly gains the
SOUL OF GUPPY.

Each soul can only be gained once per game.
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