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. player who captures the monsters with the |

Cute monsters have appeared all over the Kingdom. More
and more Vvillagers, mesmerized by their astounding
cuteness, become their victims.

With most of the army in the North fighting invading
enemies, the King has turned to Bounty Hunters like you to
help him deal with this strange new threat. (O}

Capture those cute monsters and the King will reward you
generously! But beware: Each monster will need a different
combination of weapons and spells in order to be captured
and speed is going to be crucial.

Will you be the quickest?

In Whoosh: Bounty Hunters you take the role of Bounty
Hunters trying to capture cute monsters. You do tﬁ'i's}by
revealing cards with weapons and spells L‘md-"cﬁgcking“ to

see if they match those on the revealed mon . The

is the winner. _ '
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Game Serup

If you are playing with less than 5 players, set GSIde '
the Monster cards with the 5+ indicator on the lower rii
corner. If playing a 2-player game set asrde. all the Mp_ ste
cards with the 3+ indicator as well.
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Shuffle the Monster cards and place them in 3 face-down

piles of equal size near the center of the table, as shown in

the following image. Then reveal the top card of each pile ®
placing them close together.
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Shuffle all the Weapons & Spells cards and split them in as
many piles as the number of players, of roughly equal size
(they don’t need to have the exact same number of cards
so no need to count). Give each player one of those piles
and have them place it face-down in front of them.

The youngest player goes first.

4 o
“.- '::ib:. :.'.. '-'-.I 'r"'".'_ .:- :.-'I-- . d .-\.- L

On your turn, reveal the top card of your Weapons &
Spells pile. The next player on your left then does the same
and players continue to do this in clockwise order, each
revealing a card in front of them. When your turn comes
(O] again, reveal another card making sure to place it next to (O}
the previous one and not cover it. This is very important
as all cards revealed must always be clearly visible to all
players.
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Play continues in this way. If at any point all the symbols
shown on one of the Monsters have been revealed by
the players (it doesn’t matter who revealed them — any
combination of players may have done so) you must quickly
place your hand on top of the Monster in order to capture
it. The first player to do it gets the card and places it on
their side, face-up. At the end of the game, they will score
points equal to the value on the top left corner.

If you try to capture a Monster and touch its card without
all the symbols required being revealed, then you have
made a mistake. Take the Monster’s card and place it on
your side, face-down. At the end of the game, it will count
as a negative point.

Whenever a Monster is removed from the board (either

by a player capturing it or by making a mistake), a new (O}
Monster is drawn from its corresponding pile to take its

place. In addition to that, all players take the cards they

have revealed and place them face-down on the bottom

of their pile. The player who took the Monster is the first

to reveal a new card from their pile and play continues as

normal.

If, after a card is revealed, two or more players try to
capture different Monsters, only the first player to do so
counts. If that cannot be determined, look at the numbers
on the bottom left of the cards. The player who touched
the card with the highest number is the one that counts.
Keep in mind that this doesn’t take into consideration
whether the other player’s capture attempt was successful
or not. You only check the attempt of the player with the
highest number. o
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If two or more players try to capture the same Monster,
only the one who did so first counts (usually the one
whose hand is beneath everybody else's). If that cannot be
determined (for example the different players' hands do
not touch each other) then the player whose hand covers
the most area on the Monster card, is the one that counts.

i NhITR S, v
When the last Monster in any of the three piles is taken
by a player, the game ends.. Add the points of the face-
up Monsters on your side and subtract one point for each
face-down Monster. The player with the most points
wins. In case of a tie, the winner is the player with the
most 5-point Monsters. If there is also a tie there, count
the 4-point Monsters and If they are still tied, count the
(O] 3-point Monsters. In the rare case where the players have (O}

captured the exact same types of monsters, they share the
victory.
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e Each player plays the game with only one hand. You must
use the same hand you reveal cards with to capture a
Monster if needed. To make it easy to remember, we
suggest you hold your pile of cards in one hand and
reveal cards (or capture Monsters) with the other one.

e While waiting for the other players to reveal their cards,
your hand must always be behind the area in which you
reveal your cards.
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. The Staff is a wild symbol. It counts

Combo Cards

When you reveal a card with two
Weapons or Spells on it, it counts as
both of those symbols.

Failed Attack Cards

Some of the Weapons & Spells cards
have an X on each corner (instead
of their normal symbol) and they
are shown somehow broken. These
cards do not count as the Weapon
or Spell they show — they are there
to confuse you.

Note: When playing with small Failed Attack card
children, you may want to leave the example
Failed Attack cards out for your first

few games. We suggest that you

add them when they will be more ’® ‘@

experienced with the game.

Wizard’s Staff Cards

®

as any Weapon or Spell. - Wizard’s Staff.

T,
bl

vk @



Designer: Theo K. Mavraganis
Developers: Vangelis Bagiartakis
Konstantinos Kokkinis
lllustrator: Tomasz Larek

Graphic Design: Konstantinos Kokkinis
Playtesters

Nikos Chondropoulos, Yiannis Thomopoulos, Dimitris Siakambenis,
Alexandros Kouris, Spyros Koronis, John Vidalis, Vangelis Velles, Orestis
Leontaritis, George Manios, Michael Georgiou, Dionisis Poriotis,
Akis Tsakliotis, Konstantinos Anastasopoulos, Akakia Apergi, Danae
Mavragani, Alexandros Mavraganis, Theodora Papanikolaou, Stathis
Poulakis, George Sarakatsianos, Fotini Stathi, Nikos Bagiartakis

Stronghold Games
1480 Via Alferi, Boynton
Beach, FL 33426,

USA

STRONGHOLD
GAMES™

www.strongholdgames.com

Al Artipia Games
RT' P' A" 19 Nikou Xilouri str,
G AM E s Zografou,

15773, Athens,
Greece
© 2018 Artipia Games. All rights reserved.

Should you have any comments or questions, please contact us at
support@artipiagames.com

www.artipiagames.com

(0]



