In MUNCHEIN Adventure Tima, players experienca the far-flung
wionders and tarrors in the Land of Ooo. Thay will encounter gross
and deadly foes [and ke Kingl, which thay must defeat to gain
precious loot and level up, all with the ultimate goal of baing the
most flippin” awesomast adventurar the land has ever known -
sinca the days of Billy the haro!

This game indudes 168 cards, eight double-sided oversize
character cords, one customn sik-sided die, and these miles. You
will need 10 fokens (coins, poker chips, whatever — or any godoet
thrt counts fo 10, Mathl) for each playar,

SETUP

Three to six can play. Divide the cards info the Door and Treasure
decks, os indicated by cord backs. Shuffle both decks and deal
four cards from each to each player. Also, deal one characher
card at random to each player.

CARD MANAGEMENT

DOOR AND TREASURE DECKS: Place the Door and Treasure
decks foce-down in the middle of the foble. Keasp separate foca-
up discard piles for the two decks. You may not kook through the
discards unkess you play a caord that allews you fo do sol

When a deck runs out, reshuffle its discands (if there are any).
Diherwise, no one can draw any of that kind of card!

CARDS IN PLAY: Thasa ame the cards on the fable in front of you,
showing your Class if anyl, Allies adventuring with you, and the
Itermns you are camying whether equipped or not. Persistent Cursas
and some other cards also stay on the fable ofter you play them.
All cards in play must be visible fo other players.

YOUR HAND: Cards in your hand are not in play. They don't help
you, but theay con't be fakan away except by cards that specifically
afiect "your hand.” At the end of your fum, you may
hove no more than five cords in your
hand [see sy, p. 2.

| Conds in ploy may
| not be retumed fo

your hond - they
rrust be disconded
or fmded § you

CHARACTER CREATION

Everyone's character starts af Level 1, each with special powers
as described by their character card. Munchkin characters an
exdusively make or fermale feccept BMO, “couse | DONT KNOW!
50 ignore. the genderbasad shuffl, and your characker’s gendear
starts as the same as your own, 50 make sure the appropriok
side is face-up for your character card.

Look af your starfing eight cards. §you hove any Class andfor Ally
cards, you may play one of each by placing them in front of you
(5o cLAss and ALLES, pgs. 2-31. K you hove any usable fems (see
MEMS, p. 31, you may play them by plodng therm in front of you, If
you have any doubt about whether you should play o cand, you
could read an, or you could just go aheod and do it

STARTING AND
FINISHING THE GAME

Decide who goes first by any method of your dhoosing. We suggest -
you roll a die, or play a quick game of Drop Ball, but its upto you,
Pay proceeds in fums, each with several phases (see TURN.
FHASES, p. 2. When thefirst player finishes his fum, the player fo his
left takas a tum, and so on.

The first player to reach Level 10wins . . . but you must ach Level
10 by killing o monster, unkess a card spadfically allows you fo win
anothersway.

CONFLICTS BETWEEN
CARDS AND RULES

This muleshest gives the general mles. Many cards add
special nukes, soin most cases when the rules disagreewith
a card, follew the card. However, ignore any card effect
that might seem fo contradict one of the les listed below
unkess the card explicitly says it supersedes that rule!

1. Mothing con educe o player belew Lewvel 1, although
card effects might rduce o player's of o monster’s combat
strength below 1.

2. You go up a level affer combat only i you kill @ monster,

3. You cannot collect reesards for defedting a monster (2.g.,
Treasure, kewvels) in the middie of a combat. You must finsh
the fight before gaining any rasards.

4. You must kill a rmonsher 1o reach Lesal 10 andwin, unless

otterwise stated by a card.

Any other disputes should b seffled by loud argurmeants,
with the owner of the game having the lastword,
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WHEN YOU MAY TAKE ACTIONS

AT ANY TIME:

* Dizcard a Class.
* Play a Go Up a Lavel or Ally.

* Flay a Curse.

AT ANY TIME... WELL, AS LONG AS YOU ARE NOT IN COMBAT:
# Trade an tem with another player
other player may not be in combat, ether).

# Changa which terns you have equipped.

* Play a card that you have just received some cards
muay be ploved even during combat: see obowg.

ONYOUR OWN TURN:
* Flay a new Class [of any fimel.

# 5l ttemnis for levels lexceptwhen you are in comibsat],

* Flay an tem [most fems cannot be played during
combat, but some One-Shot fems can; ses ORE-SHOT,
p. 3.

TURN PHASES

Your tum bagins as soon as the previous players furn ends, and it
is brakan up into a number of phasas. First, equip and amange your
cards the way youwant, then go to phasa 1 - Kick Open tha Door.

(1) KICK OPEN THE DOOR: Draw the top card from the Door dadk
and fum it face up.

i it is a monster, you must fight it (see coMeat, pgs. 3-3. Fitis a

o Curse, it applies fo you immedictely and is discarded, unless it

has a persistent effed or you keep the card as a reminder of an
upcoming effed (see cuRsEs, p. 51

if you drow any other card (Class, Al Monster Enhancer, efc],
you may either put it in your hand or play i immediately §you
want o ond it & kegal fo do so.

{2) LOOK FOR TROUBLE OR LOOT THE ROOM: I you fought a
- monster in phase 1, skip this phase and go fo phase 3. F you did
MOT drow a monster when you Kicked Open the Door, you hove
twio choices: either Look for Trouble or Loot the Room,

LOOK FOR TROUBLE: You rmay play o Monster card from your hand
and fight it, just as if you hod found it by kicking open the door.
Don't play a monsker you can't handle, vnless you think you can
gt some help (2o Askmes FOR HELF, p. 4!

LOOT THE RoOM: If you don’t have a monster youwant fo fight, you
drored @ sacond cord from the Deor deck, foce down, and place
it inyour hand. Ifit & o Morster, you can sove itfor later, either
1o fight when you Look for Trouble or 10 join a combart by
using o Wandaring Monster cord. Ifit is o Curse, soveit
1o play on o player when the firme is right! You con ploy
an &lly or Class immediately, if youssant, or sove i inyour
hand for laker.

{3) CHARITY: K you have maore than five cards in your hand,
you must ploy enough cards to get you to five or below. Fyou
cannot, of do ot want to, you must give the excess cards fo the
playerwith the lowest leval. F ployers are fied for lowest, divide

e cards as evenly as possible, but its up to you who gets the
bigger sefis] of lefiovers. If YOU are the lowest or fied for lowest,
just discard the excess cands.

As soon as you are finshed with Charity, the next player's fum

begins.
COMBAT: BASIC RULES

When you fight a monster, you compares your combat strengih
feour Lewel plus any bonuses o penalties] ogainst the monstar's
cormbat strength fits Level plus ary bonuses or penalties]. Fyour
cormbat stremgth is greater, you win! K it is fied or loewer, the
rmoresterwins, and you must Bun &eavay or suffer the Baod Shuffl

u-::r the full explanation, see COMBAT, pgs. 3-4.

CHARACTER STATS

Your character, in addition to the Characker card itsalf, is bosically
a collection of alies, weapons, ammmor, and magic items, and
you hove twio key stats: Level and Class. For instance, you might
desaibe your chamcter as “Finn, the Lewvel & Herowith the Golden
Sword of Bottle, Matal Shoa, and The Enchifidion, accompaniad
by Tresas Trunks.”

LEVEL: ‘fou gain a level when you kill a monster, or when a card
says you do. You can also sall ems fo buy levels (ses mess, p. 31
You lose a kevdl when a card says you do. Your keval can never go
beskomy 1.

CLASS: Charocters may be o Hero
Musickan, Royalty, or Wizard. Eoch Closs
hs special abilifies, showmn on the cand. You
gain thiz abilifies of a Class the moment you
play its card in front of you, and losa them
a5 soon 6 you discard that cand.

some Closs abilifies are powered by
discords. Unless the cord specifies, you
may discand ary of your cards, in play orin
your hand, to power a Class ability.

You con discard a Class card of any fime, even in combat: *l don't
wiannad be aHere anymore.” You may play a new Class card af ary
firme on your own fum, or as soon as you get it if its not your fum.

o SUPER MUNCHEIN: You may not have
more than one Class af once unless you
play the Super Munchkin cord. Like o
Class card, a SuperMunchkin card may be
playad whenever it is legal o play o Class,
and as long as you have a Class card fo
attach it to. You cannot have more than ona
of the same Class in play at once

F you ploy Super Munchkin with one Class,
you get all the advantoges of being thot Closs
ithe ability to equip Class-only fems, monsters
with penalfies against that Class suffer thoss
penaffies] and none of the disodvantages
monsters do not get bonuses becouse of your
Class). If the Closs has an ability that hos a cost,
howeser, you must still pay it — you aren’t fhat
super!
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ALLY: You may hove one Ally accompany
your characier. Whan you draw an Ally,
aithar face up or face down, you rmay play it
immediately or keap it in your hond to play
Iater, at any tirme, even during combat, Whils
in play, your Ally may grant you combat
bonusas or special abilities. You can dhoosa
o play a new Al and discord the old one
whenever you like as well, but you may not
frade an Ally oway to another ployear.

Allies con be socrficed fo allow automatic
escapa for you from all monsters in a
combat, by discarding the Ally irstead of rolling to Run Aeay. IF
someong wios halping you in comibat, you can even decide whathear
or not your halpar autormatically escapas wehen you sacrifice an Ally.,
The chioica & yours!

TREASURES

Treasure cands indude both permmanant and One-5hot Bems, as well
a5 some special cands, not corsidered tems. Any Treosure card
may be ployed as soon as you gel it, or af any tirme on your own
turn except during combat (unless e rules Balow or the cord itsalf
says othanwisal,

ITEMS: Most Treasures are Hems. All llems
hove o Gold Piece walue. (Mo Valug™ is
equivalent fo zero Gold Piecas, and thesa
cards arae also tems.)

All Hems you hove in ploy are considered
“ramied.” Hems thot are octualy giving
you a bonus or that you wish fo use are
“aquipped.” You should indicate hems
that are not equippad by tuming the cards
sicewaays. You may not atter the status of
your ltems during a combt or while running
away, 50 make sure you are happy with what you hove equipped
before enfaring comibat.

Anyone con carry any fem, but there are limits to what you howve
equipped and are actively using. Indicated by icons in the upper-left
comer, a charader may equip only:

one Heodgear 0

one Armor @'
one Footgear @
up fo twro “1 Hand” ems (),

ar one "2 Hands"™ fam ,

... unless you hawe a card that lefs you ignom these limifs, such
as an Ally or Cheal!. or unlkess a card says otherwisa, § you ar
carmying two Headgear cards, for example, you can equip only one
of them af a fime. Beoouse who wears twio hats? That's just dumb.

Likewise, some fems hove msticiions: for instance, the Wizard
Choak caon only ba equipped by a Wizard (Wizards only, fools!). The
bonus only counts for a charactershosa Class is Wizard.

tems without one of the above resfriclions mioy be equipped for use
without limit.

You cannct discard ttem cards “just because.” You may sall tems
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for a level, trade fems with othar players, or give an them to anothar
player who wants it [sae balow). You may discard terns fo activate
some spacial abilities. And o Curse or a monsters Bod Stuff (p. 5)
may force you fo get rid of somathing!

TRADING: You may trade Hems (but no other cards] with other
playars. You may only tfrade tems from the fobke - not from your
hand. You may trode of any timea exoept wwhan you or your frading
partner ane in combat - in fact, the basttime to frade is when its not
your tum. Any Hem you receive in atrade must rmain in play.

You may also give ferms away without a tfrode, fo briba other players
= "1l give you my Sound Sword if youwont help Jake fight tha Door
Lord!”

You may show your hand to others. Dunnowhy, but whatever,

“OME-SHOT" ITEMS: A Treasure card that
says "Usable once only” b considered a One-
Shot Hem. Most of these are wsed during
combat to strengthen the characters or the
maonsters, and may be played from your
hand or from the fable. Sorme hove other
effects, however, 50 read them cargfully!
Discard these cards as soon as the combat
is over or their effect is rsoked.

OTHER TREASURES: Cther Treasume cards
flike Go Up a Lewel cards] are not Hems.
Most of these cards say when they can be
played, and whether they stay in play or are discarded. Go Up a
Level cards may be played on yoursel or any other ployer af any
fime, evan during combaof. Discard them once they are plaoyed.
Exception: You cannot play o Go Up a Level card to give o playerthe
winning level, unkess specifically noted otharvisa!

SELLING ITEMS FOR LEVELS: At any point during your tum excapt
during combat or Running Aseay, you may discard Bems worth
total of af least 1,000 Gold Pieces and immediately go up one e,
["Mo Value™ cards are the same 0s zem Gold Pieces. | f you sl lfems
wiorth 1,100 Gold Pieces total, you don't get change. But if you can
manage 2 000 worth, you can go up two level of once, and so0 on.
You may sell kems from your hand as well as those you are carying.
You may not sell items fo go fo Level 10.

COMBAT \

& morster immediokly enfers combat 44
against you when it is drown foce upwhen
you Kick Open The Door, orwhen you play it
from your hond when you Look For Trouble,

To resolve combaf, simply compaore  the
monsiers combot strength to yours. Your
combat strength & aqual fo your Leval plus
anmy bonuses or penalfies you receive from
spacial powers, Claoss abiliies, lems, Allies
and Curses. You and the othar ployars may
play One-Shot ems of use Class abilities fo
help or harm you in combat. Your combat
strength can be negative, i you get hit by a

Curse or suffer some other penally.

& rmonster’s combat strength is its level, plus or minus any modifiers =
it hos fror its powsers or cards ployed on it Some Door cords mwf_,.-
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also be played info o combat, such as Monster Enhancers [see
Eliow]. i

If e monstkers combat strength is greater thon or equal fo yours
imorstars win tiasl, you bsa fha combat and must Run &svay (Soe
RUNMING AWAY AND BAD STUFF, p. 5). f your combart strength is greater
than thie monsiars, you kill it and go up a level itwo levals for some
big monsters]. You'll also get the number of Treasures shown on
the Monsker cand.

Sometirmas a card will let you defeat a monster without killing it.
This is still "winning,” but you don?t gat a lewal. Unlkess tha ability
says otharwisa, you dom't get the Treasures, aithar,

If you kil @ monster {or monsters!], discad them and any other
cards played, and daim your rewands. Note: someone may phay a
hosfile card on you, or vse a spadal power, just as you think you
have wean. When you are about to kil a morster, you must wait a
reasonable fime, defined os about 2.6 saconds, for aryone eke
to spaak wp. Afer that, you hove really killed the mionster, and you
really gat the levalisl and Treasures, though they can still whine
and argua.

MONSTERS

MONSTER EMHANCERS: Certain cards,
oolled Monster Enbancers, raise or lower
the combat strength of individual monstars
[Penalfies fo monsters are still considerad
Enhancars ] They also affect the numbsar
of Treqsures a monster is worth. Monsier
Enhancars may be ployed by any player
during any combat.

Al Enhancers on o single monster add
together. i there are muliple morstars
ina combat, the person who plays each &=
Enhancer must choose which monster it §

applies to.

FIGHTING MULTIPLE MONSTERS: =
Some cards (notobly Wandedng [
Monster] allow other monsters o g
jmin a combat. You must defeat their
combined combat strengths in onefight
to kil tham. Amy special abilites, sudh as
forcing you o fightwith your level only, apply fo
the entire fight. i you howe thea rightcards, you can iminate
one rmonster from the combat and fight the otheris] nomally, bt
you cannot dhoosa to fight one and Run sy from anather, § you
- aliminate one morstar, but than run from the othars), you dont get
any levek or Treasure!

UNDEAD AND DEMOMN MONSTERS:
Seweral monsters in this set are
fogged Undeoad. You may play

3 any Undead monsier from your
hand into combat to help any

S other Undead, without using a

! Wondering Monster card. if you

p, Pawe o card that can b wsad to

= make a monster Undead, you Y

e may play itwith apon-Undeod & |

}.{5‘ monster fo use this rule. =

s

Alsa, some monsters in this sat are tagged Demoen. You may play
any Demon from your hand into combat o help any ofhar Demon,
without using o Wendering Monster card. f you have a card that
can be usad 1o turn a morster info o Demon, you may play it with
a nen-Demon monster fo wee this ke,

Cine monster, Hunson Abadeer, & both Undeod and a Demon
What did you expadt from the ruler of the Mightosphena? Yes, that
means it gefs to usa both rukes . . . hopa you hoven't made foo
many enamies!

ASKING FOR HELP: (f you cannot kill 0 monster on your own, you
may sk any other player o halp youw.  he refuses, you may ask
anothar player, and so on, until they all tum youw down or someone
helps. Only one player can help you, adding his combat strength
o yours. Ao con play cards o affect your combat, however!

You'll probably hove fo bribe sormeone to help. You may offer your
helpar any Hemisl you ore currently camying, or any numbsr of the
Treasure cards the monster is worth. If yow offar him port of the |
monstars Treasure, you must agres whethar ha picks first, or you
pick first, or whatever. You may also offer fo play any cards from
your hand that you legally could, such as Go Up a Level |

cards, on your halper.

The special abilities orweaknesses ofthemonsterako
apply to your helpar, and vice versa. For irstonoa,-if
o Musidan helps you, he can Keep the Beat to add
fo your combined combat strength. i you are fodng

ks Xorgiok ond o Wizord helps you, Xerglok's combot
1 strength is educed by 3 for that fight. i

f

If someone succassfully helps you kill the monsters
discard i, drow Treasures [see REWARDS, Delowl.
and follow any special instructions on the Monster,
card. You leval up for each monster kilked in combt.
Your helper doas not 9o up any levals. You drow the
Treasure cards, even if it was your halper's special
ability that defeated the monsier, and distribute fham
according fo the agresmeant you reached.

REWARDS: When you kil o monster, you Qo up

one level per morster, unless the Morster card says
othaerwisa, You ako get all its Trasure! Swesat!

Each mionster has o Treasure number on the bothom
of its card. Draw that many Treosure cards, modified by

INTERFERING WITH COMBAT

You can inferfere with others’ combats in several ways, induding:

USE AONE-SHOT ITEM. You could belp another player by
using a one-shot to strengthen his side. Of coursa, you can
“acddentally” strengthen the monsterwith it, instead . . .

PLAY A MONSTER ENHAMCER. These cards (usualy] maoke o

monster stronger . . . and give it mone Treoswe. You can play
thesa either during your own combats or during someane
el=e’s combat.

ADD A MONSTER FROM YOUR HAND to join the combat, either with
a Wandering Monster card or by using the spedial Undead
and Demon rukes.

CURSE THEM, if you hawe a Curse cand,
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EXAMPLE OF COMBAT, WITH
NUMBERS AND EVERYTHING

marceling is a Lewal 3 Musicion with the Axe-Bass [+4, and an
extra +2 for her power using a musical instrument] for a total
combat stremgth of 9. She Kicks Open the Door and finds the
Condy Zombies. They are Level 1 and don't have any special
bonuses, o she's winning, $1o0 1.

MARCELIME Like, gross. Fm killing this now.

JAKE: Mot so fast, Marcyl P'm adding Me-Mow to the fight.
Bacause the Candy Zombies say | can.

Jake doesn't need fo use 0 Wandering Menster card because
of the spedial rukes on Candy Zombies. With the addifion of Me-
Mo, a Level @ morster, Marceling is now losing, 10 fo 2.

MARCELIME Geez Joke, thanks for donking up my adion!

Marceling con sfill use her Keep the Baat abilty from her
Musidan Class. She discards a cord and makes up a rhyme
for a +3 bonus. "MeMow, oh Me-Mow. s fime for you fo
fake your fimal bow!™ Mow she iswinning, 12 1o 10,

JAKE: Nica one, Marceline, You are so dever. | think youwin this
one. BAMO did the math for me.

marceling dedares vidory and dams her two levels [one for
each monster] and four Treasures fhes for Me-Mow and one

for the Candy Zombies). Shes now Level 5 and has a ot of

Treasure to work with, which probably means the others are
‘ going toworktogetherto bring her down at the first opportunity.
any Monster Enhancers played on if, foce-down i you killed the
morster alons, but foce-up, 50 thewhole party con seewhat you

got, if someone halped you. Treasure cards con be played as soon
as you get thern, even i you are the halpar.

if you defeat a monster through vse of a cord or special power, you
do mot get the kevel and might not get the Treasure, so be sureto
check the cand.

RUNNING AWAY AND BAD STUFF: if nobody will help you . .. or
if sormebody fries fo help, and others interfere so you still cannot
win . . . you must Run &esay. You don't get any kevels or Treasure,
You dont even get fo Loot the Room. And you dont akvays escaps
unharmed . . .

To Run &esay, you roll the die. You successfully Run Away on a 5
or more. Some special powers, Class abilfies and fems make it
easier or harder to Run &eay from monsiers.

if you fail fo Run &way from a monster, it doss Bod Stuff fo you, os
describad by its card. This may vary from losing an Hem, fo losing
one or mone levels, 1o Death (see nest column).

If you must flea from multiple monsters, you roll ssparkely to
escape aach ong in any order you choose, and suffer Bod Stuff
fram ench as soon as you fail to Run Away from if.

If twoo players are coopanating and shill cant defeat the monsters),
thay must both Run &eay. They roll ssparakly, and each player

" chooses in what order o Run &way. The monsterisl CAN cafch

them both.
After esoking all Run &eay rolls, discard the morster(s).

DEATH

if you die, you lose all your siuff, and you visit the 37th
Dead World, Once you have died, you dont have to =
Run Away from any remaining morstars. You keap your
Classias) and level and any parsistent Curses on you) -
your naw characterwill look just like your old one. Ifyou |
are a Super Munchkin, keop thot as well.

Alfarmatively, you may choose to play as a differant
character by sswapping out Charoctar oard (oogain, start
with tha gender that matches yoursl, §you do, you still
keop your current lkevel, but must discard evarything
elsa, including Classies).

LOOTING THE BODY: As you depart the martal realm, lay
out your hand beside the cards you had in play (exoept
the cards listed abowel. f you howe an em aftadhed to
a Cheat! cord, sepamte those cords. Starting with the
playar with the highast Leval, evenyone eke chooses ona cand. In
oasa of ties in Level, roll o die. Ifyour body runs out of cards, fough.
Onoa everyona gats ona oard, discard the rest, Looted cands go
into players” hands.

Dead charoctars cannot recaive cards for any @ason, not even
Charity, and cannot lesel up orwin the game.

13

When the next player bagirs his fum you are no longer deod, and
your new character appears and con help othars in combat with
your Level and Class abilfies . . . but you howe no cards, unless you
recaive Charity or gifts from othar players.

& the start of your next fum, drow four foce-down cards from
eqch deck and play any legal cords you want fo, just as when you
started the gome. Then take your turm normally.

CURSES

i drawen foce-up during the Kick Open the
Door phose, o Curse cand applies o the
playerwho drew if.

F ocquired some other way, such as by
Looting The Room, Curse cards go info your
hand and may be ployed onany playarat any
fime. ANY firne, do you hear me? Redudng
someones abilifies just as he thinks he has
killed o monsker & ba-nay-nays!

Lkually, o Cursa affects its victinn innmediately if it con} and is then
discarded. However, some Curses give a penalty later in the gome
of howve o parsiktent effect, Keep thess cords unfil you getrid of the
Cursa or the penally fokes efiect. Parsisient Cursa cards may not
b discorded fo power Closs abilities. Mice tryl)

NOTE: If someone plays a “your next combot” Cursa on you while
you are in combat, # counts inthat combat! The same is frue for a
“your next furm” Curse ployed during your furn,

f o Curse can apply to more than ona fem, the vidim deddes
wihich ttem & affected.

f a Curse applies to sormething you dom’t have, ignore i, For
instanca, i you drow Maked! and you have no  Armaor fo lose,
nothing happans; discard the card. [Some Cursas hove altemata
effects, though, so mad tha card!)




The - i vmml’rmﬂt'ralpwu’mpiw a Cursaor Morster
on muma# of 1o "help”™ another player in o way that costs him
Treasure. MEPTR would approve, popey.

COMBINING ADVENTURE TIME
WITH OTHER MUNCHKIN SETS

Munchikin Adventure Time is basad on the same clossic cand design
found in the originol Munchkin gome, Munchkin Lagends, and
dozens of Munchkin expansions and ocoessonies. It is designed to
Blend smoothly with these sefs, keaping the following nules in mind:

Any Undead mansiermay use the Undead Monsiarule
0. 31 even {Fihatre 5 nof included in e ndas for f5 sl

Any manster with "Deman” in s name. or thal says # 5
d daman, ownls a g Deman for Munchiin Adveniure
Thme DUNposas,

Of coursa, you con combine Munchkin Adventure Time with
ary Munchkin st you want! Use the combining mules from
Munchikin 7 = Cheatf With Both Hands as a guide. (You can akways
downkad the most up-fo-date wersion of those rules, and all
oihers, of wwnw workdofrmunchikin.comyrules. |

MORE MUNCHKIN!

Wisit WORLDOF MUNCHIERLCOM Tor news, amata, updafes, G4
and much mone. To discuss Munchikinwith our stoff and
yourfallow munchkins, visit our forums at
FORUMS. S JOAMES. COM.

Chadk out
WORLDOFMUNCHKIN.COM, RESOURCES. HTML
for mference cards, play mats, and dozens of links.

Cthar ways to connact fo the Munchkin sodal network:

=
' ﬁ‘ Cur Twitter fessd offen hos Munchikin news (or bonus
mukes!): TWITTER.COM,#S06 AMES.

ﬂ Connect with other fans on our pages for Mundhikin
FACERCOK.COM./SJGAMES. MUMCHEM and Sfeve Jackson
Games [FACEBOOE.CoM/SJGAMES]. The LIRL for this set is
ADVENTURETTM E NORLDOF MUMCHNER COM .

\

Developed by USAopoly
Basad on Steve Jackson's Munchkin

For Sheva Jads on Games:
Frasdont - Sesa Jodson  Chisf Oparating Oficer - Fhilip Racd

Munchkin Czor- Andrew Hockord  Production sanoger - Somusl Mischka
Ciredor of Liensing - Elsobssth Zokes  Direcior of Solas - Foss Jepson

SUPER-SIZED MUNCHKIN

Studies have shown that 8.4 out of 2.7 Mundhkin ployers
just cant get enowgh of the game. Here ar some ideas
o fake your Mundhkin games fo new highs — or lows:

COMBINING DIFFERENT MUNCHKIN SETS. You can
mix w0 lor mor base sefts and expansions fogether
for a genre-aossing mega-Munchkin odventura! Finn
and Jake in the Ok West? L5P vs. Space Zombies? Mo
problem!

EXPANSIONS. Thase odd still more morstars o kill,
new Treasure fo koot, and sometirmes anfirely new kinds
of cards. Ask for all the Munchkin s2fs and exparsions
at your local game orcomic stone — find it using our Store
Finder, gamerfinder.sjgomes.com — but if you dom’t
haove a local store, well be happy to sell tham directly fo
you ot www.warehouse?3 .com.

TURN IT UP TO EPIC! Playing to Level 10 just isn't
enough for some people. To sofisfy their insane
cravings, we've croated Eplc Munchkin, o noaw set
of nules that gives all your Munchkin sefs that high-
octane boost you need fo make it up fo Level 20! Look
for it of wordofmunchkin.comdaplc/ - it's completely,
absolutely FREE!

ALL OF THE AROVE!!!

FASTER PLAY RULES

For a foster gama, you can add a “phaose O called
Listen At The Door. At the start of your furn before ulrg
anything elsa, drow o face-down
Doar card, which you moy play or
not. Then amange cards and Kidk
Opan The Door momally. £ oyou
Loot The Room, draw a foce-down
Tracsura, m’? Door.

‘ﬁw

HYou con also allew  shared
| victonies — if o player reaches
Lewal 10in a fight whiere he hod
a helpar, the helper ako wins
the game, no rmatter what kevd
he is.

i
|
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