T fIMamalAinitiHappy™
iThelRules

LAIN'T NObOdy Happy Tired of,the trouble she's had
wi’rhMankind, Mother Earth has decided,to rid herself,ofgthe pesky,

critters by any means: Hurricanes} Ear,thquakes? Flurries™
~ Whatever It,Takesl!

But don T write of f humanity just
yeft. They react with Fear, Denial
- even Recyclmgl You never know .

what they'll come up with next!

The Basic Idea:

Each player starts with a population of¢100,troublesome humans
The first player to reduce their. population ofgthe vexing creatures

to zero by playing Disaster cards agains’r themselves wins!

But wait, your opponents can counter,the'effects ofyyourDisasters

g
by playing Reaction cards of,their,own¥If,your,human population'gets
-~ .

out of control and exceeds 200, you're out,ofgthe’game!

e ‘ et ’
I Assemble the'game board. At a minimum¥each player,will need access

& to an overpopulation counter,and a countergthat,corresponds;to,the

color, ofstheir, game piece which they should place on'Start;Hereon



(OnyYourgiurn:
Y ou may make upitotwogplaysgduring yourgturn§ Eachy playgconsists|

ofgone’orpmore’cards (more on,this later)fwhich you either, play
againstyyour,own human populace’orzyour,opponent's.

You may,decide fo make one orgtwogplaysior,choose to discard one

-
card.and draw a replacement,in place of eachyplayi%You may,also

decide to.do nothing on yourgturn?but,this would prevent,you from

YAt the'end of,your,turn; ‘d~r'aw youry} hand back
for some reason; you end up with 5 or. more cards at
the'end of yourgturn} you don't,get,to draw. Tough luck.

CardjTypes:

V|
of
Disasters are'Mother Nm‘ur'es weapon of chonce Play
Disasters in front,of,you to r‘edﬁz,e your population of
pesky, bipeds¥Make sure o keep your Disasters
P

(see Card Management) smce your opponents can

m Weaken or.even Steal them (see Reac‘rlons for more info on
o) R

. : . T e
Some Disasters have Special'Instructions,that allow you to magnify

-

fheir strength when combined with’other,Disasters already in front of =

youXOthers allow,you,fo discard Reactions played againsf you.} Foiling = -
your, opponem‘s well laid plans;is always'good,fun!§ D (



your,choice
— - .
Reaﬁons with this symbol Lallow, you!
to Discard one of your, opponent'siDisasters?
" Some Reac‘rions'sgecjfy.which Disasters(s)
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can be Discarded while others allow,you,to

Type.

Discard any Disaster of a certain
5_‘\' .

Like Disasters, some Reactions have pc_iaI'Ins’rr'ucTions; thatallow
you to Trade or Steal a Disaster,from your,opponents while others
have prolonged effects that prevent,your,opponents, from playing
certain types of Disasters. Still others magnify,their, strength
when combined with other cards already,in front,of,your,opponents!
Playing these cards is both cruel and entertaining!
chance to do so!

; o X
Compound Disasters/Reactions:

Disasters and Racﬁogwi‘rh this symbol in,the'lower,left,
‘cor‘nei" allow,you to play specific Disasters or,Reactions,from your

" hand.in conjunction with the original card$You don't;have to have

N ey et :
o the'additional cards.in order,to playAthe’original.card§Playing.a

compound Disasteryor,Reaction by, combining cards is entirely optional’

I ;
104 Unique Collectible Cards
pra I -

S5 New Diseases, Reactions, g

If Mama Ain't, Happy.®

Speciéls‘ & Modifiers =~

% So'Much for, Man's Best, Friend .




IMPORTANTASO]PAYJATTENTIONI

Cards combined.in this manner,count,as a'singleyplay: Cards played.in

this manner,are’alsoxstickygand staystogether,for,the remainder. of,

the’game’and are treated as a’single’item from that, point,forward -

even ifgdiscarded,for,some reason§You can't,create compound
o

Disasters'/Reactions with'cards.that;have already been played.”
W BECAUSE/T'SAID SO!lBesides, there's no benefit,to . that

brand of;idiocy $SO,DONT3 DO IT!
Modifiers:
7™ L Modifiers Strengthen or,Weaken the effects of a

nnnnnnnn
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==« y Weffects Don't, bother with grammar, when using Modifiers.

It,is perfectly,acceptableto have a Category,5 Hurricane or Ginormous
Puddles! orzCategory,5 Puddles! for,that matter.

Modifiers may,be played in'conjunction wihﬁ_g:dr'ds from your hand.
any, cards combined in hi;rr:\;nner count as a single
g play; ¥ Modifiers mayalso be played ’rdify Disastgady in
In this situation, each Modifier you

play,will count,as a'singlegplayz4Each;fime a MOdifig: i?played, the
player,must,update;theiryscore by,moving their, game piec‘e'{‘i“,.“r

§

accordingly!

When a'Modifier,is played on'a Disaster}it t 4
s ckiness persictothioahouiniebane e gticluiole

o

mess,ends up.in;the'discard pile§There are¥however¥a,few,cards,that

canoverride this'stickiness.and. allow,you,to Discard or, Steal Modifiers!



iThere's no_limifyto,the’number,offModifiers,that,may,be played.on'a

It's perfectly;acceptable;fo haveyTorrential®
GalesForce Gravity,ora'MiniatureML sy BitsyNTeens:Weensy]
Hurricane or,Itsy-Bitsy? Gale:Force Gravity, for.that;matter§BUTg

BEWARE! Your, opponents can'Steal,your, Modifiers.and/orgthe

Disasters they're associated with¥so,you may,want,to spread,;them

Specials:
-

L7

e Many Specials can be played at any,time ZFANYATIME!

e

F

— during your turn and can be played during another,

Do you hear mel Theseﬁcds of ten do nofycounf,as.a

opponent’'s turn. Replace any Special immediately,after, playing it by.

drawing a card from the top of the draw deck®¥ Some'Specials.allow
you to negate the effects of the last, play,or,reverse its effects!

Others allow you to draw additional cards¥Xtake an‘additionalgplaygory
prevent an opponent from making ay'playz*

There ar‘en'ft‘many of these, but,they,can be'game’changers!

So, if you get one, use it wisely.

5‘# A“ Icons:

o Weather Disaster t Modifier

o
f}
IR

7 Natural Disaster @ Special
@ Reaction




READJTHE #42 $ @#21'CARD:
These rules describe the basics ofgLf{MamaAin't; Happy " Lfythere'is!
a dispute between'a’card orycards and;these'rules’ the cards win!

Yourgscore will be'constantly,changing,throughout,the game. Tybically,

this will be'straight,forward as you deduct,the’effects ofyDisasters

you've played from your,score or,add the effects of Reac‘ruons played

on you by,your,opponents§But,there are a few su*ua’rlons *ha‘r require
a bit;more explanation!

iThere'are’'a number, of,Reactions which allow

lan'opponentytol Steal STradeor Discard
Disastersfyoulhave already, played.

For,example®ifayour,opponent

plays a Check;the Forecast,Reaction &
againstyyouthey,can discard one y
ofyyoursWeather, Disasters§Let's say, = -r,e

you'just,playedgThunderstorm for-10 WhICh your' opponent, happily
[discards WAs a result! your, score will increase by +30,(+20 for the
Check the Forecast,Reaction and,+10 (mmus -10) for ‘rhe Ioss of the

iThunderstorm Disaster)!

You can splitgthe effects ofgthis,;type’of; playgto make scoring easier. "‘DC-

In,the’example aboveYyou would move your,game piece +20,forgthe t
effectjofgthe’Check;the Forecast,Reaction®§Then another,+10,for,the

Thunder'stor'm Disastergthat,was so rudely,discarded by.
your, sadistic opponent’




Card/Management:

That's right!
Otherwiselthe game will degenerate intolanarchyAnarchy RTytell
you!
against you'in front of,you!

separate so the Disasters can be Discarded NTraded or, Stolen without,
a big argument breaking out,each time;this happens:

Only!a}few Reactions require this kind ofgtreatment?
simply piled up in front of you.t However *there are afew,cards with

persistent effects\These must be placed in‘a prominent;place’in,fronf,
- - B

of you so that all other players can see them®§ Reactions;that;magnify,

their effect when combined wﬁh other,Reactions should also be'set;

aside from the general Reaction pile!

Strategy:

By now, you've probably realized thatsthe Disasters you play,in;front.

of you may not stay there for long.  So’ put;some ;thoughtsinto,when

and how you play your Disasters.

id
Card Management Example:
Special Reactions: Cards with Individual Disasters:
o ey ane Persistent Effects: f| 1+ wwmy gy pr———y 1= =
2 : Gyl 3 {:mer.:“j"e' { g ..o r >, r o0 R
. - r::'] v%"?]i
{ ':;} &8 ‘ H
i 1| | 5|4 |
| 1=
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FAT firstXyou may,be tempted,to hold’onto,your,more severe Disasters
until,you're within'striking distance ofywinning;the game §This is|

certainly,a’strategy? but;ifyyou waitgtoo long,;to make your,move?¥you'll
spend,the whole'game waiting,for,an'opportunity,that may,never, come!
Also¥keepin mind,that,your,opponents will gleefully discard or, even
steal,yourgbigfgame winning move ifgthey happen to have the right
cards,when you finally, decide to deliver. your,coup de grace! Better.
nofgto put,all yourzeggs.in one basket; ifl')'lo want, my,advice (which you

mustbecause you're’still reading,this). - 7

The first, playergto annihilate their, human population wins! Well sort

If,you're able ;fo do,This;to a.fellow pler - L hi

Its entertainment,value’cannot;be overs’rm‘ed.'

fAby,chanceYyou happen

o.run out,ofycards before =

player, has reduced,their,
human population to zero! play,
continues until each'player,
(including,;the’one thatydrew
the lasty,card, from,;thedraw, pile)

completes one'lastyturn with

i

whatevergthey have'left;in their,

|

Atgthis pointithe player

i

with the'lowest;human population wins!

(Game] Design]byfAndylLajoie} © 2019 Litigious Games LLC
1 llustrations]bylRon] Leishman Version 1.0 (June 2019)




Disaster,Cards - f eCi
Play Disasters against, _ pecials allow you,to

yourself,to decr-ecse your® | cel or, reverse the:

allow you 'ro:dlscar'd the le il Modifiers ‘cannot, be
listed Dlsas'rer-(s). ’ played on their, own

i- Modifier
@;‘ Reaction

rd and imme replace
you' 3 .
'Atithe End of Your Turn) draw enough cards from the L) Special
[Draw] Pile fo return your hand fo five (5) cards)




Dissatisfied with her, progress in eliminating the Humam&:e, Mother Nature
has unleashed every,illness iagimble: Acne; Gingivitis, even Restless Leg
Syndrome. Unwilling‘o go without a fight, Mankind has responded with
Vitamins, Butt Cream, ai et :ng ﬂ?izy gxll “Health Insurance".

* Diseases Cards Z ¢ ‘ry'mucﬁ just like Disasters!
> HOE\W,
Play them i in fr'on1' of,youto infect your, humans with a debilitating

case of J'azz Hands or.a chroni ase of, Spontaneous Combustion.
4

\l.
N
Specml Cards-a slew of new Sp luded with the:

o -
Pestilence Puc‘l?’ Some allow you to combme Disasters and

-2

DISBOS'E_.S or pr-o‘rect your, plays from | your, meddlesome opponents}

With the addition of, Diseases and Injuries, the term ‘Si.s-asfer"‘ is of ten
used generically to refer to qﬂ\ Weather and Natural Disasters as well as
Diseases and IrLiuri For. example, Modifiers can be used to Strengthen or.
Weaken any *Disaster”: .meam any type ofDisaster” including Weather.
and Natural Dlsasters os well as DISQCTS?S and Injuries.

Don't allow this to become a source of c::;'ﬂ‘l\sn'on‘Unless Add'l Icons:

a card specnflcally proh its you,from making the play, Disease
m Your, opponcnt:wﬂl no_doubt, keep, you honest 5

Settle 1'he evitable ar'gumem' ?hrough whatever' nor.-violent, Q’:"{:? Injury

.

~ means you pr'efer : L “ d ~q

L
The Pes‘rllence ngck is an _expansion for,
If'Mama Am‘r Happy Not a'standalone game of;its own!

B




Still unsuccessful with her, efforts to wipe the Human Race from the face of
the earth, Mother, Nature has turned the planet’s other residents against the
Mankind will nmo contend with new threats like Free-
Range Mosquitos, Feral Dandelions and Iesh Eating Gluten! -

>Aﬂ'ack Crds —"Attacks work just like Disasters and
Play,them in front, of,you to torment your
Rabid Hot Potatoes, or, Genetically Modified Dand:

Aplifier-s Cards - Amplifiers| multiply the Strength (or, Weakness)

of a Modifier.t Amplifiers cannot be played by themselves or in

conjunction with any Card Type other,than Modifiers or Amplifiers.

>

With the addition of Attacks (along with Diseases and -Injuriﬁfrom the
Pestilence Pack), the term ‘Esasnr" is of ten used generically to refer. fo
both Weather, an Natural Disasters as well as Attacks (and Diseases and
Injuries).] For, example, Modifiers can be used to Strengthen or. Weaken any
“Disaster’- meaning any,type of. Disas?r" including &Eﬁl]ﬂm
Weather and Natural Disasters as well as'Attacks (and £,
%eases and Injuries).|Con't allow this to become a b,
source of confusionyUnless a card specifically prohibits e
you from making the play, go forit. Your, opponents will ;
- no doubt keep you honest.| Settle the evitable argument: -
2 - Amplifier
Through whatever, nor-violent means you prefer.

e The Attack Pack is an expansion for,
If ‘f‘l\ama Ain't Happy...| Not a standalone game of its own.




