


JRULES[SUMMARY¢ S

Use as many Weapon decks as the number of players.
Shuf e and deal 12 Wempen cards to each player.

In turn order, each player chooses 2 Weapon cards from their hand, and places them in their Magazine.

Form as many columns of Monster cards as the number of players.
In each column, place 3 Monster cards, one for each Level, in ascending order, and one Artefact.

Yourtourn
(MandatoyyPReg eccdifitd fromiyduanthand

- either IN your Magazine, as an Ammo. You immediately gain 1 JokserAmma.,

- or IN FRONT OF you, as a Loaded Weapon.

The required Ammos are supplied by VORI QNS
the Ammos down accordingly. You may also use

ViMgazinboe goymirs, Pull the Guns that provide
BiRer AIMMes.

youlr
The Ammos supplied by the Your opponents earn 1 poimstt The Weapon must be fully
ﬂazmes must correspond per Ammo you take from them. loaded im@ne @D,
to the Ammos required by the

Weapon card you are loading.

(Optional)) Then Atttaklo ond/Montster:

Discard as many Loaded Weapon cards as the number of Impacts on Tokilla Monster  imaBeagkh,
the Monster card, according to the required type of Impact. The the Impacts in the dark zone
Monster must be killed in one go. are not do

Place your Hero standee on the dark zone of the Monster card of the
next Level (you create a Breach.)

Ifyoukilla [LevellINKorsé¢er, you can exchange a card from your hand with a card from ANY Magazine.
If you do it with yowrl\ltamﬂae you earn 1 JokerAmmo.

If you kill a ey, you earn the Artefact and its power, except if another player has
created the Breach at Level 2 (their standee is on the Level 3 Monster car ). In that case, your
opponent gains the Artefact and its power.

Do not place your Hero standee on the Battle eld.

End of\youd Turn

Lose 1 Poimt pser Qlum vwitith Take your Hero standee back  iif Fill in the empty slots on

no availdlslble Amdimmo in you imvesmb ke illad/a iterster the Battle eld with Monster

your Magazine. dunrigghifiisr turn. cﬁarcllss if Ro Hero stands in
the Breach.

End ofthhd&Ganse

The game ends as soon as all the Artefacts have been gained OR after 10 rounds.

You score the points on the Monster cards you earned, plus the points on your Scoring Wheel.
Artefacts are worth 5 pointsseaabh, onlyifidliedfitbemihemeternigainethined.
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