
The Card Game

When the lights go out and monsters come creeping out, who is going to 
stop them? Monster Kids! These super powered teens are the only ones 
standing in the way of the monsters taking over the world. They sneak 
out at night to battle the fiends of darkness and get home before mom 
and dad find out! 

Setup
To setup the game, find the Monster Kids character cards. The character 
cards have a dark swirl on a white background on the back of the card. 
Randomly give each player one card. This is their character for the 
duration of the game. If all players agree, you may choose a character 
instead. Place the character card face-up in front of you.

Next, take the Draw deck and shuffle it thoroughly and place it within 
easy reach of all players.

Roll the ten-sided die; highest roll goes first then play continues 
clockwise.

Turn Order
Draw
Each turn a player must first draw a card. Then the player must do one 
of the following:

Fight:  If there is a monster in play, you must attack!
Or

Escape: If your character is stuck in Limbo or a Dark Portal, you must 
try to escape.

After that, your turn ends.

Fight
You may only fight one monster on your turn. To fight a monster, 
announce that you are going to fight it and one of the other players must 
roll the 12-sided die. This is the monster's attack power. Then you roll 
the 10-sided die; this is your attack power. You may play cards from 
your hand to modify either attack power. Other players can also play 
cards from their hands to modify either attack power. After everyone is 
done playing cards; the higher attack power wins the fight. If the totals 
are tied, neither wins or loses. All cards that were played are then 
discarded. Then the turn ends.

If you win the fight, send the monster to the discard pile.
If you lose the fight, you will receive one Injury counter. The monster is 
moved to the center of the table and may be attacked by the other 
players on their turn.

Injury, Limbo, Escape
If you receive three (3) Injury counters, your character is knocked into 
Limbo. Discard all the Injury counters and turn your card face down. 
You must also discard one card from your hand if any. While you are in 
Limbo, you cannot fight or be attacked by any monsters. You also 
cannot play any cards except the Light Portal card. On your turn you 
can try to escape from Limbo by rolling the 10-sided die. If you roll an 
even number you escape; turn your card face-up and your turn ends. If 
you roll an odd number, you are still stuck and must try again on your 
following turn. These same rules apply if you are under the effect of the 
Dark Portal card. You still Draw a card at the beginning of your turn 
even if you are in Limbo or a Dark Portal.



Drawing Cards
Different things happen when you draw cards. If you draw a monster 
card, you must immediately fight it. Monster cards have a Power Type 
under their name. After fighting it, your turn ends. 

If you draw a Dark Power card, you must choose a monster in play and 
attach it to that monster. The card remains attached until the monster is 
defeated. If there is no monster in play, place the card at the center of the 
table and it must be attached to the next monster drawn by any player. 

If a Dark Portal is drawn; you must discard one card and your turn 
immediately ends. You may try to escape on one of your following turns. 
If you have a Light Portal card, you can negate the effect of the Dark 
Portal card and take your turn as normal. If you are in Limbo or under 
the effect of a Dark Portal card and draw another Dark Portal, discard 
the drawn card and another card from your hand. 

All other cards can be held in your hand and used as you choose; even 
on other players' turns.

Power Types
Each player and some of the monsters have a Power Type located under 
the name on the card. All Power Types have a weakness and a resistance 
to another power type. The cards will tell how much to modify the attack 
rolls. If a player or monster has a resistance to the opponent, they will 
receive +3 to their attack roll. Also, if the player or monster has a 
weakness to the opponent, they will receive -3 to their attack roll. The 
effects combine resulting in a 6 point difference. Read the cards to know 
the weaknesses and resistances of the players and monsters. 

Winning (or Losing) The Game
The game ends when the Draw deck is exhausted and all monsters have 
been defeated. All the players win!

If at any time all the players are in Limbo or a Dark Portal at the same 
time or any combination of both; the players all lose!

Versus Mode
In Versus Mode, the players are competing to see who can capture the 
most monsters. Every time a player defeats a monster, the monster is not 
discarded. Instead the player places the monster, next to them. Whenever 
there are no monster cards in play; a player can choose to attack another 
player. Resolve the battle as normal; each player uses the ten-sided die 
and may play cards from their hand. The other players may play cards to 
affect the outcome too! When the deck is exhausted and no more 
monsters remain in play; the player with the most monsters wins. If there 
is a tie, the players must battle each other! The winner of that final battle 
is the winner. The players can all lose if they are all trapped in Limbo, a 
Dark Portal, or any combination of both, at the same time.
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Special thanks to my family for putting up with the development of this
fun game.

You can download rules updates here:
https://www.thegamecrafter.com/games/monster-kids 

Take a look at the Nightstalker Games page to see more games coming
soon!: http://nightstalkergames.wordpress.com/
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