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g-Bit Attack: The Board Game

It took vears of war to end the terrifying threat of the
monzter lords, Finally, they were buried deep beneath the
ground, ¥ears elapsed, and their perturbing birthright was
forgotten; no one expected a return. Life went an, Folks
lived their lives, happy to cooperate in the great rhythm of
life. Elves, dwarfz, goblins, and even humans maore ar less
got along together,

But =omething was wrong. The otherworld powers that all
thought banizhed forever started to cooperate az well. Their
power grew, Some former heroes turned to the path of evil
and malevalent forces were on the march, Eventually, we
realized that the monzter lords were back. Hidden beneath,
above, and bevond our warld, in their wast grim realms, thew
remembered evervthing. Yengeance will be theirs, and the
kingdom will fall beneath their curzed fistz...or tentaclesz...
aor whatever,

Unleszz we, the heroez of the land, can stop them.




Intfroduction

g-Bit Attack iz a cooperative game where plavers work to-
gether az a team. Either vou zhare victory together, or you
are all defeated together. Although S-Bit Attack iz normally
a 2-5 playver game, you can play it zolo if you control two
heroes at the zame time, which iz not difficult,

In the core game wou face off against a mix of different en-
emies: Lovecraftian outer godsz, aliens, myths, and demons,
Expanzions each focusz on one of theze enemy types, With
more of these, wvou can add more fun and variety to vour
aszaults,

How to Win

g-Bit Attack iz plaved over five turnz, Each turn vou face an
azgzault, then take yvour rewards and upgrade wour hero, On
turn five (or earlier, if you’re amazing!), vou fight the final
lord. If wou defeat him, wou win! Give each other a hand aof
applauze, or buy each other a drink, or something equally
appropriate,

If wou do not defeat the final lard on (or before] turn five,
vou loze, and the final lord conguers the world, He foreclos-
ez the mortgages on all wvour castles, cancels your pen-
zionz, and all the heroes spend the rest of their davs on the
ztreets, eating dizcarded fast food out of dumpsters, Don’t
let thiz happen.

ZELDA’S TIP: Hi! I'm 2elda. I’'m here to help,
I Here’s my first tip: wou may not win the first time

vou play 8§-Bit Attack. Practice makes perfect,
though, and zoon vou®ll be walloping that boss

l like a pro.
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Components
1 tactics die 15 battle dice 128 Hit Tokens 20 timer

tokens

20 hero sheets
(Alien, Cultist, Demon, Myth)

20 energy
tokens

10 medals

ViIF KNk CLLTIST HLIER
T = & | i i 0|

80 minion cards
(Demon, Myth, Cultist, Alien)




30 rune tokens 1 final lord
standee

a8

The victim cannot
attack or use abilities
or factics on its turn,

1t just gets skipped.
Ahero can still use a
potion, however.

48 buff and
1 final lord debuff cards
assault card (6 of each)

1 game turn
tracker

2 Minions
B o T e, He
4. Battle sequence |_E L 1
a. Roll enemy tactics die

b. Heroes attack
c. Enemies strike back

mer tokens 7 assault
cards

15 potion
tokens

5 hint cards
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How to Set Up a Game

il

Shuffle each of the enemy decks (alien, cultizt, de-
mon, myth), plug the champion deck individually and
place them face down on one $ide of the table. The
decks have different back sides, s0 they are eazvy to
tell apart,

Chooze afinal lord. You can do thiz either randomly
or by congulting with each other and decide to uze
afinal lord that wou like, or one vou haven’t zeen
befare. Place it by the other azzault decks—vou®ll be
vigiting him before the game iz through!

Place the final lord’s ztandee on Turn 1 of the game
turn track. He’1l be marching down the track, hoping
to ruin vour davs, When he’s on Turn 5, wou fight him,

Each plaver picks a hero, Hgain, you can do thiz ran-
domly by shuffling the pile of hero cards and drawing
one, or zimply choosge a favorite, The game’™s owner
must resolve any dizputes in thiz caze (with great
power comes great responsibility)., Place vour hero’s
hero zheet in front of wou, Place itz ascended zide
(the zide without the locks) face down—you’11 flip it
face up when vour hero ascends by spending 2 med-
als,

Each plaver should collect a number of hit point
tokens equal to their hero’s HP value, Place these an
vour hero’s zheet az vou take damage,

For Easy difficulty, plavers start with all 3 potion
tvpes, For Medium difficulty, plavers take just a
health potion, For Hard, start without any potions,

Each plaver needs at least 2 battle dice. Of courze,
vou can ghare, but our experience iz that most people
want their own,
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Game Elements

Abilities — Every hero has cool abilities, printed on hiz or
her zheet, Heroes start with two and gain one more when
they azcend, These cost energy to use,

Allies — Alliez are enemies from the alien, cultist, deman, or
mwthic declk, but from a deck that the aszault’s bozz DOESH'T
belong to. If wou only own [or only want to uze) one of the
enemy decks, then your alliez will be drawn from the same
deck az the minions, Thiz iz no big deal.

Ascend/Ascension — Your hero can rige to greater heights,
gaining even more amazing power, Thiz coztz 2 medals, and
lets you flip hiz card over to the ascended zide. You keep
vour runes though, =0 replace them on the flipped card.

Assavult cards — The individual enemy onslaughts you must
defeat to earn rewards and work yvour way to the final lord,
They come in seven different levels of difficulty (with lesy-
el11 being the eaziest). Each azzault tellz you the hit points
of the champion wou choose as boss and which minions are
helping that champion.

Boss — The “boz:z™ of an aszault iz a champion, selected for
that purposze, Each aszault has one boss, plus other minions,
which are dezcribed on the azzault card.

Champion cards — Some enemies are extra powerful and
are called championz, The champion decks are where vou
draw your bozz from, Champions alzo belong to ane of the
four categories [Aliens, Cultizts, Demonz, Mythsz), and thiz iz
ztated on their card, However, their memberzhip in a cate-
gory only matters when they are the boss of an azzault.

Enemies — The lords don’t work alone—each has goons
azzizting them. These are drawn randomly az cards from the
enemy decks, They are zubdivided into Alien, Cultizt, Demon,
Mwth, and champion decks, In addition, they can be further




. I
I
categorized az minions and allies, depending on the boss of

the chozen assault,

Dice — The game includes two types of dice—battle dice and
the enemy tactics die. The tactics die iz rolled each turn to
determine which tactic the enemy applies. The battle dice
are rolled by heroes to inflict harm on their enemies,

Fast defense — Thiz reprezents heavy armor, thick
zkin, or other regizstance to injury. Thiz character
may not be able to dizh it out, but he zure can take
it.

Fast hit — Thiz reprezents a quick jab or swing that’s

hard to avoid, But because of the speed af the at- H
taclk, it iz neceszzarily a weaker strike, and mayw not

be able to get pazt armor plate (i.e. fazt defenze).

Final lord cards — The ultimate bad guy who oppozes every-
thing wou hold dear, Each game can have a different final
lord (at least until you have defeated all of them and want
to start over), You can chooze randomly or just pick one yaou
think would be fun,

Game turn track — keeps track of how many turns the game
haz left, If vou don’t beat the final lard by the end of turn
five, vou lose, Thiz means yvour battle ws, the boss iz almost
alwavs turn 5, though if yvou’re feeling really tough vou
could fight him earlier. If on turn S vou’re not ready to fight
the boszz, foszz in the towel, ¥You’ve lost,

Health and/or hit points — The vitality of a hero or an ene-
my. When reduced to zero, that enemy iz eliminated fram the
fight, though a hero can return with a Revive pation.

Hero sheets — Thiz has all the infarmation you need to keep
track of wour hero’s abilities, advancement, and energy to-
kenz You'll physzically place runes, potions, and rewards on

top of the zsheet, or at least nearby it.
[
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Medals — The world has reached a highly advanced econom-
ic ztate in which no one ever actually spends their wealth,
Inztead of gold, people just accumulate medals to show their
fortitude, Spend medals to upgrade wour hera, It costs 1 for
3 potions, 1 for arune, and 2 to ascend a hero,

Minions — Minions are enemies fram the alien, cultizt, de-
mon, of mythic decks—basically whichever deck the as-
zault’s bozs belongs to,

Potions — Magical one-usze drinks (on cards) that give you
awesome,..stuff. Buy ’em. Uze em. A zingle medal earns 3
af them, one of each type (heal, energy, revivel. ¥You can
only carry 1 potion of each tvpe, but if wou buy potions, you
can give excesz ones to another plaver before the fighting
ztarts.

Runes - Little cardboard tiles that are placed right on your
hero’s card and add permanent stat bonuzes to your hero,
They’re cool, Try to get them. They cozt 1 medal each.

Slow defense — Thiz represents a target who iz

agile and difficult to hit, Perhaps it iz good at dodg- .
ing.

Slow hit — This represents a slow, but powerful
attack. It might have a long wind-up time, ar yau
might have to telegraph where you’re aiming. If the
enemy can dance out of the way, vou’ll miss, which
iz what zlow defense represents,

Tactics — Special powers for the monsters, printed on their
cards, These don’t require energy, just the correct roll on
the tactics die.




How to Play
g-Bit Attack has a clear sequence of play an each turn.

1. Choose assault; draw enemy cards

2. Reset heroes

3. Assign heroes

4. Battle sequence
a. Roll enemy tactics die
b. Heroes attack
c. Enemies strike back
d. Remove timertokens

5. Battle end check

. Loot!

Advance game turn

- ZELDA’S TIP: Don’t
panic, | know it

looks like a lot of
zteps, but really, l
they are lightning
quick and zimple to ||
work through, |

=

Theze ztepsz are dezcribed below in more detail.

STEP ONE — CHOOSE ASSAULT

There are 7 azzault cards, one per level. Pluz, of course, the
final bozs card, which waorks a little like an agzault, During
the Choose Assaull step, the plavers dizscuzsz what level

of difficulty thew wizh to face, The azgaultz each give your
team 1 medal per level, Thus, beating a level 1 aszault just
nets your team one zingle medal. But beating a level 7 means
vour team can divwyy up 7 medals amongst you,

Of courze, wou can choose any aszault level: the level vou
thould chooze depends on the number of playvers (more he-
roes can handle a tougher azzault), and on wour own experi-
ence [veteran playersz can take on challenges). If you have
2-3 plaversz, we recommend starting with a level 1 azzault,
With 4-5 plavers, start with Level 2-3. Then, depending on
how tough wou felt that battle was, you can chooze your
next azzault, Remember two things, First, you will be tough-
er next aszault, becauze you will have uzed the medal(z)

.
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earned to booszt wour heroes, Second, you®ll face four as-
zaultz before the final lord, ¥ou need at least S medals per
hero to reach wour full capacity of 3 runes and an azcen-
zion, pluz probably 1 or 2 medals more for potions along the
way, 3o let that alzo guide vou,

“When vou chooze an aszault level, take and set up that as-
zault’z card. Thiz iz done in three stages:

1,

Oraw a random champion
card, Thiz champion card
now becomes the boss
for the current assault,
Place the assault card
z0 it covers the boss’s hit
point score—the azzault
card now becomes that
boss"z actual hit points, Figure 1. Here is the King in
since he is now a mighty Yellow champion being vsed

e e W e S U as the boss of a level 1 assavult
¥ card, set up for the plavers. His

mous champion. For S0Me it points are 15 as the boss of
azzaults, thiz might ac- this assauli.

tually be lower than the

champion®s original hit paintz, Too bad far hin,

Hext, draw the enemies listed on the card

a, Aminion iz an enemy from the zame category as the
azgault’sz bosz, You can tell a champion’ category
bw the matching borderz and frames az minions of
the zame category. For example, in a level 1 aszault
led by a Venge boss, vou would draw 2 cards from
the alien deck to zerve asz the opponents on this
azgzault, becauze the Venge bears the alien border
and frame.,

b. An ally iz an enemy from a MFFERENT category than
the bozz, For example, in a level 2 azzault with
aVenge az bosz [with 2 minions and 1 ally), vou

KING IN YELLOW
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would draw 2 cards from the alien deck as minions,

then draw 1 card from any other deck [cultist, de-
mon, myth) to zerve as the ally.

c. Hchampionis, of course, a card drawn from the
champions deck, For example, in a level 6 aszault
againzt a Venge boszsz, he’d have S minions and 2
championsz, 50 in thiz case vou would draw 5 cards
from the alien deck asz minions, then 2 cards from
the champion deck. In thiz case, unlike the boss,
all champion helpers have their normal hit points,

Final Lord

To face the final lord, inztead ;
of chooging an aszault you can || ZELDA'S TIP: If you have 2-3 |
choose to fight the Final Lard! players or you are new to

the game, choose a level 1
azzault for vour first chal-
lenge, Depending on how
easzily vou defeated that
azgault, move up 1-3 levels

The final lord acts az hiz own
boss—vou don’t need to draw 1
another “bozz.” However, you
do need to draw one champi-

on per player fo accompany for your next assault, and
the final lord [thiz iz stated on | keep doing o until you're
the card). ready for the final lord.

The final lord always has 25
hit points PER PLAYER! So in
a four-plaver game, the final boss has 100 hit points, Ina
two-plaver game, he only has 50,

STEP TWO - RESET HEROES

Each hero removes all hit tokens and takesz exactly 4 energy
tokens (even if they ended the last agzault with 5 or mare
energy]. Remember that if a hero has a Life Bune, it is
included in the health total.

Alzo, any buffz or debuffs a hero has left from the previous

assault are discarded. Heroes start with a clean slate,

=
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STEP THREE - ASSIGN HEROES

Each hero takes an enemy and places it in front of their hero
zheet, For example, in a level 1 Assault, yvour team faces the
bozz pluz 2 minions, That’s three enemies, ¥You’ll face three
pozzibilities:

1,

If the number of heroes exactly equals the number of
enemies, just have each playver pick a foe, and vou’'re
done!

If wou have more heroes than en-
emiez, some heroes won’t need to
face a foe, They £till fight but aren®t
targeted directly (zome enemies can
21111 hit them).

If wou have more enemies than he-
roes, take the excess enemies and
divwy them up among the heroes as
vou pleaze, Ho hero can take
azecond enemy until every
hero haz at leaszt one ene-
mY, no hero can take a third
enemy until every hero has
at leazt two enemies, and =0
forth, To indicate a hero is
facing extra enemies, place Figure 2. This hero is facing
the additional enemies in fileé  fwo enemies.

above itz hero zheet,

Thiz iz an important step in wour strategy, because your hero

iz going to be attacked by the enemies assigned to them.

ZELDA’S TIP: Don’t bite off more than you can
chew by generouszly taking on the zcariest
enemies unazked. | never do.




STEP FOUR - BATTLE SEQUENCE

Mozt of the game takes place during the battle sequence,
Thiz iz when heroesz ztrike—and are struck by—their enemies
and iz the heart and core of the game.

BASICS

The fundamental principle of battle iz that heroez can attack
any enemy, regardlezz of who they are aszigned to. But en-
emies must each attack the hero azzigned to them, though
zome enemies may have an effect that can target another
hero aor heroes as well,

Battle Sequence 5tep 1: Reassign Enemies

You®ll only have to do this if, in a previous battle sequence,
a herowas K0°d, In thiz caze, if any enemies no langer have
a target, vou need to re-assign these enemies to one or more
of the remaining heroes, In doing this, you may not remove

a current enemy from its hero—you can anly assign new
enemies to a hero, ¥You don’t need to keep the enemies “bal-
anced™ in thiz casze,

Example: Hannah, Tarang, and Aurora are facing 4 minionsz.,
During the ariginal Azzign Heroes step, the plavers decided
that Aurora would face two enemies, while Hannah & Ta-
rang each take on a zingle foe, Tragically, Aurora iz KO°d. In
the next Reazzign Enemies =tep, her two enemies need new
targetz—the plavers decide to place both minions against
Hannah, who now faces three enemies (her original, plusz
Aurora’s two newly-orphaned foes), while Tarang =111 anly
faces ane,

. i
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Battle Sequence 5tep 2:
Roll the Tactics Die

The enemy tactics die has
three different faces—the
orange, purple, and green
hourglazz, Roll the die and
leave it on or near the aszzault
card where evervaone can
eazily zee it—thiz die deter-
mines which tactic an enemy
iz going to uze thisz round. You
can often uze thiz information
to wour advantage in battle
againzt them,

f—
| ZELDA’S TIP: The reazan :
that the tactics die iz rolled
before the heroes attack is
#0 vou can plan ahead. If the
M tactics die shows a purple
hourglass, then you know
that the minion iz going to do
her associated attack—say,

| a Cripple—thiz round. If vou
can kill her befare she at-
tacks, wou can avoid this.

Battle Sequence 5tep 3: Heroes Attack

The Heroes Attack step takes place in three parts:

A. Heroes roll their dice

B. Heroes activate abilities & potions

C. Heroes apply damage

A. Heroes Roll Their Nice

Each hero rolls their battle dice, The battle dice have four

gt pozzible results:

Critical - Inflict 2 damage on the target, ignoring all

armor.,

}

Slow hit — Inflict 1 damage on the target. The target
zsubtracts its total 2low defense from all slow hits

rolled againzt it. Multiple slow hits can be combined

againzt the zame target,

Example: The Troll minion has 1 slow defenze, The heroes




need at least 2 slow hit results to deal 1l damage, IT they
hawve 3 glow hit results, Trall will take 2 damage, and z0
forth,

Fast hit — Inflict 1 damage on the target. The target

zubtracts its total fazt defensze from the fast hits

rolled against it, Multiple fazt hits can be combined
against the same target.

Example: The Grylluz of Phlegethon has 2 fast defenze,

The heroes can’t deal damage with fast hitz unlezs they

gcore at least 3, in which caze thiz Grellus will =1ill only

take 1 damage. [t°s better to apply critical or slow hits
againzt zuch a foe.

Energy — Gain 1 energy token,

. Heroes Activate Abilities & Potions

After rolling dice, heroes decide if they wish to spend en-
ergy to activate abilities, Heroes can use an energy token
they juzt gained in an attack roll to spend on an ability,
even if it iz used to reroll that same attack (and if they score
an energy in the reroll, they can keep it, too).

Heroez can also use potionz at thiz time (See the Potions
gection on pg. 22 for detailz), Remember that heroes revived
by a potion #1111 get to roll their battle dice, Activating abili-
ties happens simultaneously with the battle die roll, =0 don’t
worty about the sequence here. Always decide conflicts in
favor of the heroes, within the spirit of the rules,

C. Heroes Apply Damage

The heroes now divide their attacks among the enemies,
Each hero’s attack must be fully applied to a single enemy —
it cannot be zplit between enemies, (Abilities and traits may
affect this.]

. i
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Thiz iz alzo when enemy buffs, debuffs, and defenzes come
into congideration.

Example: The Un-Man has 1 slow defense, The Star Vampire
haz no defenszes, Hero Tarang ralls a critical hit and a slow
hit on hiz two battle dice, and must now decide if he wants
to apply hiz attack to the Un-Man—in which case the target
will suffer just 2 damage—both from the critical, becausze
the zlow hit iz stopped by its defense. He could instead aim
at the Star Yampire and inflict 3 total damage—baoth the criti-
cal and the zlow, What he can’ do iz apply the critical hit to
the Un-Man and the slow hit to the Star Yampire, 117z got to be
all or nothing.

“When an enemy iz injured, place hit markers on itz card,
“When that enemy haz accumulated total hit markers equal o
itz hit points, it immediately dies.

* Enemy “If Attacked” Trails Trigger — Many ene-

mies hawve a trait that iz triggered when theyw are
attacked. Apply theze now,

Example: The Slumbering Cultist has an “If Attacked™ trait
that inflicts 2 fazt hitz on each attacker,

Remove Nead Enemies — Dizcard the cards of any enemies
who are killed, If all enemiesz are dead, the azzault iz over,
In that case, just move on to step seven — Battle End Check.
But if any enemies are ztill alive, go to step four — Enemies
Strike Back

Battle Sequence 5tep 4: Enemies Strike Back
The Enemies Strike Back step takes place in three parts:
&. Enemy Attacks & Tactics Trigger
B. Bemove Timer Tokens

C. Remove KO'd Heroes




&. Enemy Attacks & Tactics Trigger

Pick one enemy, and go down its card line by line, applying
each line az they come. “When vou are done, go to the next
enemy. Keep it up until wvou have gone through all the ene-
mies,

Most enemies have one or more attacks printed on their card.

These are naormally applied to the hero assigned to them.
Some enemies have zpecial triggered attacks or effects that
may cauze ather effects,

Example: The Deep One appliesz 3 fazt hits to ARY hero cho-
zen by the plavers (i.e, it doezn’t have to target the guy it iz
facing.)

Enemy tactics are listed on their cards, right after their at-
tacksz. Theze only trigger if the correct result on the tactics
die iz vizible,
Example: The Fungi From
Yuggoth has three differ-
ent items on itz card, First
iz its normal attack—three
fazt hitz, so0 the Fungi aims
at itz azzigned hero with
thiz every round. Hext, it
has two different tactics—
an orange and a purple. The tactic it uses depends on what
rezult zhows on the tactics die. If the die shows orange,
then the Fungi hits its hero with a Fear debuff, If the die
zhows purple, then the Fungi hits any hero (chosen by the
plavers) with 2 fast hitz, If the die shows green, the Fungi
doezn’t uze any tactics at all.

FUNGI FROM YUGGOTH

Lo through every single enemy, inflicting damage, applying
tactics, and =0 forth, until vou are done. 117z uzually easzier
to keep track if wou =tart at the right-most enemy and move
through them right to 1eft,

0
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For each damage point inflicted on a
hero by an enemy, place a hit taken an
the hero’s sheet, Remember to include
any Life Runesz in hiz total. If a hero iz
affected by an enemy tactic such as
fear or cripple, they must place the
appropriate debuff card near their
zheet, with 2 timertokens on it They
can dizcard the debuff card after the
last timer token iz removed,

| ZELDA’S TIP: Remem-
ber the tactics die
iz the zame for all
enemies, ¥ou can

ignaore all tactics

that weren’t rolled ||
this turn.

Remember that heroes may have traits, armar, buffs, and
debuffz, all of which can affect the enemy damage inflicted,

B. Remiove KO'd Heroes

Any hero whoze damage equals or exceeds hiz health iz K0°d
and can no langer participate in the fight (unlezs a revive
potion iz used on that hero during the Heroes Activate Abil-
ities & Potions step). Heroes can be revived even if they ve
been K0°d for several turns in a row,

C. Remove Timer Tokens

ANl heroes and enemies with a buff or debuff card remove
one timer token from each such card during this step. If all
timer fokens are removed from a card, the effect ends and
the card is remowved,

STEP FIVE — BATTLE END CHECK

If at leazt one hero and at least one enemy are =till in the
fight, keep battling—return to the start of ztep four (Battle
Sequence), roll the tactics die, and so farth,

If all heroes are dead, the fight iz lost, Go directly to step
zeven — Advance Game Turn, The fight has become more
critical,
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ZELDA’S TIP: If vou lose one assault, don’t give up.
I You =till have a good chance to succeed, If wou
loge two aszaults, wou might 21111 be able to win,
but it’s not as likely. If vou loze three aszaults,
lnnly a miracle will save vou,

If all enemies are dead, including the azzault’s bosz, the
fight iz won! 117z time to gather wour medals!

STEP 51X - LOOT!
The heroes gain 1 medal per assault level.

For example: If vou have just beaten a level 5
azzault, the team gets: 5 medals, Plavers must
decide who getsz what, In a two-plaver game, wau
might divide 5 fokenz ag 3 for one plaver, 2 for
the ather. Or give all five to one plaver—it’s up to
vour own haggling to figure how to do it,

See the Loot & Upgrading Your Hero zection (pg. 26) for
detailz on thiz process,

STEP SEVEN — ADVANCE GAME TURN

After all heroes have applied their loot, advance the epic
boszs figure one gtep on the game turn track,

LOSING THE GAME

If the epic bozz was on turn 5 at the ztart of thiz turn, he hasz
nowhere to advance during thiz step. In thiz caze, vou loze
the game, and the kingdom iz congquered. Time to drown your
gorrows in a big bowl of ice cream. We’re not here to judge.

=
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Potions

A potion iz a foken which wou can use anly an your turn,

You can only carry one of each type of paotion—aone health,
one energy, and one revive, ¥You can use only one potion

per turn, If wou use a potion on yourself, then you can alzo
attack and uze abilitiez, If vou vuse the potion on another
hero, then you must give up vour attack and any abilities
for that round of combat.

Three types of potions exist:

Health potion - Immediate-
Iv gives the target 6 health
(up to itz maximum health).

Energy potion — Immediate- Health Energy Revive
Iy gives the target 4 energy. Potion Potion Potion

Revive potion — Thiz can only be uzed on a K0°d hera, It
reztores all of the hero’s health, gives 4 energy, and brings
the hero back to fighting shape; the newly revived hero can
immediately engage in battle the same round vou revived
him. Thiz iz the only potion you can uze if you yvourzelf are
kK0°d, and wou must uze it on yvourself in that case, If wvou are
not K0°d, wou can uze a revive potion on anaother hero, Az
with other potions, wvou’d have to
give up vour attack and any ability
to play it on someone else, since
vou’re not uzing the potion on wour-
zelf.

| ZELDA’S TIP: Remem-
ber, at the start of
each boss fight, your
energy goes back to §
4, zadon’t waste en- I
ergy potions by uszing
them at the end of a

fight.

“When vou buy potionsz, divide them
up among the heroes such that no

hera haz mare than 1 of each tvpe

of pation. If vyou can’ do thiz, wou

loze any excess potionz, (So don’t

do thiz.)




Buffs and Debuffs

Some abilities and tactics inflict an ongo-
ing effect on the target. Theze are “buffs™
if the effect iz beneficial and “debuffs™ if
harmful, but they work similarly,

Take the appropriate card (buff ar
debuff] and place it next to the af-
fected character. Place hwo timer to-
kens on the card. During the Remove
Timer Tokens zsubstep, dizscard a timer
token from each card., When the sec-
ond timer iz removed, also take away
the card—its duration iz finizhed. IT

a character gains another copy of

buff or debuff, do not add another card;
instead, just add extra timers to the ex-
izting card.

Example: On the firzt furn of a fight,
Moosze uzes Beztial Roar, which places an
empower card, plus two timer tokens, an
all heroes, On the next Remove Timer

l....-!

o
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[ EMPOWER |

The target gets one

extra fast hit added

to any other damage
inflicted.

[ FEAR |

The wictim takes an
extra damage per
enemy (or hero) that
attacks it

Tokens zubztep (after enemies attack), every hero removes
one timer token, leaving them with one token apiece. The
next turn, Haomi uzes her Rebel ¥ell trait. Hormally this
wiould give her an Empower, but zince she already has one,
zhe juzt adds 2 timer tokens to her empower, On the follow-
ing Remowve Timer Takens subztep, all the other heroes loze
their lazt timer token and their empowers end, but Haomi
z1ill hasz two timer tokens 1eft on her card, thanks to Rebel

Vell

i
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100 FISTS

Apply your attack to
‘r’ou gain 2 extra - all enemies,
and the team gains
Empower,

. BOOT TO THE HEAD E
- Apply your attack, tAEN roll your dice

f again and apply it fo the same enemy as
. before.

2 &

PERFECT SWING
3 Youignore [

. Hero Portrait B, 2kill Harme and
. Hero Hame Abilty
. Max Hit Points '+ Pune Upgrade
Slots

. Attack Dice -

Folled g, Trait

i 9, Un-Azcended

. Akill Energy .

Cost side

Hero Abilities

Abilitiesz are printed on the hero sheet, Each hero starts with
twio abilities and gaing a third when they azcend.

“While abilitiez are theoretically alwaws available, vou can
only activate them by zpending the correct amount of en-

ergy (thiz iz marked on the card), If vyou can’t (or don®t want
to] zpend the energy to activate an ability, it does nothing.

e . __________________________§N [
o B : :




WHEN DD ABILITIES TAKE PLACE?

Abilitiez are activated after the hero attacks but can then
retroactively affect that attack. They muzt be applied be-
fore battle damage iz dealt to the enemies,

Example: John Dark®: Wall of Fire ability lets him apply hiz
damage to all enemies in play, Plus, if your attack included
at leazt one critical hit, all those enemies gain an Affliction
1 (with 2 timer fokens apiece), Sweet!

Some abilities do not affect vour attack: in this caze, vou
also get to attack.

Example: Doc Hunter’s Cauterize ability letz him heal a
zingle target on his team by 4 HR. Thiz could be himzelf. In
addition, it healsz the plaver with the lowest health by 4 HF,
which might be the same plaver. Thiz doesn’t interfere with
hizs attack,

Traits (Ascended Heroes Only)

A trait iz an automatic bonus that the hero always benefits
from. By default, it iz asszumed to be active, though a plaver
can chooze not to apply a trait he iz qualified for,

Example: “When Cindrew iz ascended, she gainz the Choking
Provoke trait, Any enemies assigned to her transform their
critical hitz into fast hits for that turn, which iz obyiously
better for her or anvone targeted by that particular enemy,
Of courze, an enemy that doesn’t inflict critical hits won't
be affected,

Enemy Tactics

Many (not all) enemies have tactics, Theze work a 1ot like
abilitiesz, Howewver, tactics do not cost energy, and the en-
emy only uzes them if the tactics die iz the matching result,
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An enemy can keep uzing a
particular tactic again and
again, z0 long as the tactics
die keepz rolling the neces-
zary resulf,

Example: If the tactics die [ oesorovevee |
zhows the orange hourglass,

then the Bezotted Yenge inflicts two extra fast attacks on
the hero azzigned to him, Ouch!

Enemy Traits

Enemiesz can have traits as
well, Traits are always in ef-
fect, and don’t depend on the
vagariez of the tactics die.

Example: The Wyvvern iz im-
mune to all debuff effects, This
trait iz always active,

Loot & Upgrading Your Hero

You can zpend vour medals on three different pozzible
rewards: potions, runes, and ascending your hero, You
don’t have to zpend wour medals all at once, but can zave
them to combine with those from a later aszault,

POTIONS

Spend 1 medal to gain three potion cards, one of each type;
a Health, an Energy, and a Revive. Theze don’t all have to be
given to the zame plaver. And in fact they can’ be, if that
wiould lead to zomeone having mare than 1 of a given pation,
You can only carry 1 of each tvpe.




CURE WOUNDS
Heal one chosen
friend (not yourself)

TEAM MEND

Heal all friends (not
yvourzelf) 4 HR,

M
@@%
Gimseal B

RUNES

ANl heroes have three open slots for Runes,

For example: Randolph Carter haz open zlots for a Life
Rune, a Precizion Rune, and an Armor Rune, Elvse Greengraszs
has open £lots for two Life Runes, and a Precizion Rune.

Each rune costs 1 medal. Simply pay up and chooze the
rune of wour choice, There are 7 different runes:

Lite — Addz 5 health., Remember to include thiz in
EE vour fotal wwhen taking hits,

- Nodge — Adds 2 slow defenze,

i Aeqgis — Adds 1 slow defense and 1 fast defenze,

|

¢ Armor — Adds 2 fazt defensze
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g T Precision — Gives vou rerolls on 2 dice when you at-
- tack, ¥ou can uge thiz to reroll 2 dice at once, or 1 die
— 5t 5 time (up to 2). You must accept a reroll, even if it
iz worze than the original result,

Enhancement — Add +1 damage to all of
vour critical hits,

gl Power — Add +1 slow hit fo your battle total, Even
Il i vou roll no 2low hits on vour dice, thiz =till gives
wou 1,

Speed — Add +1 fast hit to wour battle total. Even if
vou rall no fazt hits on vour dice, thiz till gives vou 1,

§ Vampiric — Addz 1 fazt hit and regain 1 health
when vou attack,

ZELDA’S TIP: ¥our hero sheet zays which runes
I vou can take—but wou can take them in any arder.
Some people like to take a Life Bune first to be
more durable, but killing the enemy faster alzso
l makes vou “durable,™

MEDALS: USED FOR ASCENSION

Spend 2 medals to azcend your hero, Thiz gives vou an extra
attack die, a new ability, and a trait! Flip vour zheet over
when you azcend, Remember to keep your runes (and trans-
fer them to the other side of your zheet)




The Biqg List of All S5ymbols and Effects
COMBAT EFFECTS

Fast defense — Decreaze the total damage inflicted
by fazt hits by 1 per icon. Thiz iz subtracted from the
total fazt hitz inflicted on the target—not per attack-

Fast hit — Inflict 1 damage per fast hit, subtracting
any fazt defenze,

by zlow hitz bw 1 pericon. Thiz iz subtracted from
the total zlow hitz inflicted on the target—not per
attacker.

. Slow defense — Decrease the total damage inflicted

Example: Hannah Hazard has her Dodge Rune, which adds 2
zlow defenze, One enemy hits her with 1 slow hit, and anoth-
er with 2 zlow hits, Thiz iz a total of three slow hits, =0 she
takez 1 damage,
Slowr hit — Inflict 1 damage per glow hit, subtracting
any =low defensze,

Critical hit - Inflict 2 damage per critical hit, Fast
and zlow defenses do nothing ta block a critical
hit, The Enhancement Rune can increase the damage
vour critical hitz inflict,

" All Targets — Hitz all heroez [or all enemiesz), The
¥ effect iz equal, but the resultz might nat be,
ke

Example: On a red timing hourglazz, the Librarian enemy
hits all heroes with four slow hits, Heroes with slow de-
fenze will take less damage from thiz, [t7s 2111l pretiy awful
though,

- xainl

.



O X

F 1 Ongoing — Thiz effect occurs every time thiz enemy

[or herao) takes a turn.

Enemy “If Attacked” Traits Trigger — Many ene-
mies have a trait that iz triggered when they are
attacked. Apply theze now,

Single Target — The plavers must decide which tar-
get iz hit by the enemy. Some affect ather enemies,
zome affect the heroez—bad effects always target
’rhe oppozite zide, and good effects the same side, S0 an
enemy with a heal effect would only heal ather enemies, IT
there iz more than one Single Target icon, then the effect
happens that many times, The playvers could decide that the
zame hero gets hit multiple times. If the Single Target targets
an enemy [for instance if it’s a buff or heall, then the heroes
can pick which enemy gets the advantage, However, they
muzt chooze an enemy which can benefit from the effect if
at all pozzible, ¥ou can’ choose to heal an uninjured ene-
my, for inztance,

Purge — Removes an effect based upon whao it iz
ﬂ affecting. If can target either friends ar enemies, If a

hero uzes thiz ability he can remave all timer tokens
from a friend’s debuff, or he can remave all timer tokens
from an enemy’s buff. If an enemy has a purge effect he must
remove a hero buff if pogsible, If no heroes have a buff, he
can instead usze the purge to remove a debuff from hiz allies,
Purge happens betore any damage is applied if it is part

of an attack.

WkL ke :
azzign it ta a hero, If possible, chooze a categary
different fram thiz card. l.e., if an Alien iz drawing 1

ally, pull a Myth, Demon, or Cultizst card.

Draw 1 Ally — Draw a card from a minion deck and




gl Draw 1 Alien — Oraw a card from the Alien minion
deck and azzign it to a hero,

Draw 1 Myth — Oraw a card from the Mwth minion deck
and azzign it to a hero.

b~ |
il

fat | Draw 1 Demon - Draw a card from the Demon minion
deck and azzign it to a hero,

Draw 1 Cultist — Oraw a card from the Cultist minion
deck and as=zign it to a hera,

g+

Heal — The target gainz 1-4 HP bazed on the number
on the icon, but cannot reztore health bevond itz
maximum value, There are three subtvpes of heal,
depending on the target:

* Heal Self — An enemy who does a heal, but haz no
target depicted, alwavs heals himzelf,

+ Heal Single Target — A hero can pick hiz own tar-
get. If an enemy heals a target, then it iz alwavs
another enemy (or itzelf]l, The heroes can pick who
the enemy heals, but they must pick a damaged
enemy who can accept the masimum heal offered,
if pozzible,

/LS

N F
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+ Heal All Targets — A1l heroesz, or all enemies, are healed,

BUFFS

+ Empower — The target gets one extra fast hit added
.L;"f to any other damage inflicted.
S=0 4

Example: Tarang rolls 2 battle dice while emposw-
ered and scores a critical hit plus an energy. He inflicts 2
damage for the critical, plus a fast hit on his target,

. i



i Tavunt — The precize effects depend on whether a
- ‘ hero or an enemy iz taunting.

~ + Hero - Rearrange the enemy cards however you
want, There iz no purpose in taunting mare than
once during a single combat round,

* Enemy — Enough damage must be azzigned to kill the
taunting enemy before any heroesz can azzign their attacks
to other targetsz. If more than one enemy iz uging taunt, the
heroes can target any taunting enemy.

Ward - The next character’s attack directed at the
l target gets ignored in its entirety, If a hero has the

: ,j ward, pick one enemy who iz attacking that hero
and ignare all damage from that enemy. If an enemy has the
ward, then one hero targeting that enemy lozes the entire
attack (which muzst be able to inflict at 1east one damaage).
Unlike other buffs, once the ward triggers, all timer tokens
on the ward are immediately dizcarded az well. Of course, if
the timer takens expire, it alzo expires. The timer tokens are
only uzed ta let the ward stick around if it izn’t uzed imme-
diately.

DEBUFFS

| —— |

| &Affliction — “When a timer token iz removed from
‘ thiz card it dealsz damage equal ta the number of the
l affliction value.

Cripple — For an enemy, all printed critical hits
-u_‘- became zlow hitz, For a hero, any rolled critical hits

becaome zlow hits,

1 Fear — The victim takes an extra damage per enemy
| [or hero)] that attacks it,

Example: The hero Mercy Dexter targets the cham-
pion Tulzzcha with Fear, Tulszcha has 2 fast defense, Mercy

L.




hitz Tulzzcha with 1 fast hit roll, and her ally Rurik the Rest- |
lezz hitz Tulzzcha with 1 low hit and 1 critical. Hormally,

Mercy would zcore 0 damage v, Tulzzcha, and Rurik would
zcore 3 damage, But thanks to Fear, each of them add 1 to

their total, zo Tulzzcha takes a total of 5 damage—1 from Mer-
cy, and 4 from Rurik,

Immune to Debuffs — Thiz hero or enemy iz immune
to debuffz,

Silenced - The wictim cannot uge any abilities or
tactics on its turnm,

Stun — The victim cannot attack or use abilities or
tacticsz on itz turn. It just gets zskipped. A hero can
ztill uze a potion, however,
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§,000,000,000,000,000 Bit Assets:

Programming: Lincoln Peterzen

Pixelization: kent Hamiltan

User Interface: Tony Mastrangeli

8-Bit to Physical Transmogrification: Arthur Peterzen
8-Biz: Chriztine Graham

Word Processing: Benjamin Kocher

Worker Drone: George Botelho

Transference: Chrizsty Crace

Netarork Support: George Botelho, Hathan Bizhop
8-Pit Community Support: Pierre “Pit™ Lanrezac
Final Boss: Sandy Petersen

Test Subjects:

Frank Baurath, Jared Harvey, Lacey Harvey, Raron Harvey,
Jozeph Harvey, Bryvan Hehmann, Guy Hovle, Chad Jones, Chris
Lemensz, Spencer Peterzen, Chad Richard, Paul Sluzzer, Adam
Starks

Special Tanks:

Heather Maztrangeli, The McElroyvs, Cecil Petersen, Griffin Pe-
terzen, Lizzy Peterzen, Lvsander Petersen, Wendy Petersen,
celda Peterzen, and definitely not Arthur

* PETERSEN GAMES

A Saxpy PeTERSEN COoMPANY ———




Also From Petersen Games...

STRRTROPOLIS

A 3d SPACE STARTION BUILDIN

i‘

A 3D Space Station
Bmldmg Game

Startropolis is a modular 3D space station game for 2-4 people. Each
turn, players buy modules and connect them to the existing space
station. This creates revenue, and allows them to purchase more
modoules. The player with the most credits at game end wins.
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