A game by Tom Vandeweyer
Artwork by Naiade

I found it at a flea market. I'd never seen anything like it, a strange metal device, with an odd drawing at its center, a funny-looking
little fella, awlw ardly smiling up at me in fluorescent paint. | was instantly drawn to it, this mysterious object. The seller was an older
gentleman. He saw me pick up the device, and we got to talking. He told me he had found it when he was working
as a janitor in a science lab back in the 1950s. “So, you stole this from the lab?" | asked. With a little laugh he
replied... “Let's just say, | forgot to bring it back.” | asked what the object was for, and with a little smirk, he
said, “The device has the power to bring the past back to life and even make wishes come true.” | chuckled.
0f course, | did not believe his fairy , but the object intri me theless. | decided to buy it.

That same evening, my friends, a group of fellow adventurers, gathered for our weekly game

night. As usual, we couldn't decide which game to play. My friend, Nina, looking over my game

shelves, spotted the mysterious device. “So, Tom, what kind of game is this?"” she asked

sarcastically. She took the device in her hands, started tuming it around as if looking to open
it. Just when | was about to relay the old man’s story, we heard a click and the little painted
fellain the middle began to light up. Everybody was startled, and Nina almost dropped the
device, but managed to hold on. The glow intensified, so much so that before we knew it,
the whole room was enveloped by a bright light.

As the light faded, we found ourselves in a totally different world, which curiously seemed
somehow yet familiar. Then it hit me. The device had transported us to one of my board
games! At first, everyone panicked. “What just happened?” “Where are we?"” “Is that a
dinosaur?” We calmed down as we realized if the device transported us here, it should be able
7 to transport us back.

Suddenly a voice called out to us from the device. “Hello, brave adventurers! | am Flexo! I'm here
to answer any questions you may have. Are you ready to bend the rules?” And then he stood before us,
this funny little fella, and ined that we held a Rulebending machine. “It
allows you to experience gaming as never before. You're masters of your own

adventure, as you can change the rules of the game as you play, bending them
to your advantage. To do so you'll need to collect and spend energy cubes; and to control your fate
you'll need to collect the precious Chips that power the machine. You can even move from one gaming
universe to another if you play your cards right.” In the end our mission was simple. To retumn home
we needed to win a game, by collecting Chips. Well, simple in theory, but easier said than done. But
that night, | was the first to achieve it.

Since that rdinary evening, we experi our game nights in a completely different way. We
now call ourselves Rulebenders and return again and again to this great adventure. Won't you join us?
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GAME COMPONENTS

70 Chips
Jox 2 200

7 Nuclear Tohens

4% Outrnr33e)

7 Hlectron Tohens

@ 313141415151 68

14 Multiplier Tokens
QR ey

5 Setup cards

10 @me board parts

35 Arabian Nights Theme (ards
DO

35Zombie Theme (ards
0O

35 Sci-fi Theme Cards

35Prehistoric Theme Cards

60 Exchange Tokens

DO

1Start Player Token

2 (aptain's Hook Tokens

1Round Marher

1Theme Marker

5 Rule Panel Markers

1Rulebenders Die

20 Energy Cubes

Ineachofthe 5 player colors:

7 Bvolution Discs

1Player Order Disc



KEY CONCEPTS AND TERMINOLOGY

Rule Panels ) Evolution track
The cuter ring tiles of the board that each Evolutionzane
defineoneruleof the game.

loched spaces
cards allow players to
daim thesepermanent
spots in rule panel
containers.

Rule
Indicates which of the 7 game

Rule Panel Container rules s o beinfluenced here.

Theme
Theme Panels Indicates which of theme
The inner ring tiles of the board that each cards can be found here.

definethe 4 themes of thegame.

Discard Location

The threetypes of currency that canexist WHll vary, the cost can either be energy
n theg, hips, Energy aubes and cards. i cubes, chips, or cards. This isindicated on

When you gain 2nitem, yo which the apprcpriate rulefield ata
kind. i




GAME SETUP

(hoase 4 theme card decks and their matching theme panels. 3, 17
o)uxemmmmmmmmnmm ff:Ium.Iﬂbe
you won'tneed themfor this game. The 4 themes will set your 9“”‘“‘6%#_‘
game parameters; refer to the chart below to choase how tips for your rulebending
confrontational you want the game play. - eperisce, o look out
fror me i the following

@Maﬁewmmgdhboxd,maenh
rule panels; place the 4 theme panels randomly,
inside the outer ring; and finally, place the Flexotile
in the middie.

€)) stufic exchtheme deck separately. Nte: l dcks
have the same back, take carenot t mix decks together.
o P of

hdeck f

the matching themepanel.

(=]

Do the same for the Flexo cads, 2nd place them
facedown on the draw location of the Rlexo card

panel.

e)(am;hyenfmmamloumdmatfﬁm
energy cubes, 7 evolution discs and 1 player order
disc of their colour.

o)wngdmmoﬂrem\mmads.

Placethe 5 rule panel markers on theappoopriate
locations asindicated on the setup card.

The setup card shows the playing color of the start
player. If this color does not particpate, take the
next color thatis depicted. Place the start player’s
disc on the startplyer spot and givethemthe Start
Player Token. Al other player order discs are placed
onthe *1 chip’ spotinno particular onderas play
will moveclockwise from the start player.

o)lhesm;hya;ixamemmmmed
the 4 theme panels of their choice. This willbethe

active theme for thefirstroundofthe game.



GAME SETUP

@Mhrmmmwmsmdw
round track.

@mwmmaxmmsm
randomly place ane facedown on each of the
matching locations ontherulepands.

® Place the multiphier tokens, exchange tokens, dips,
and Rulebender diein a general supply, nextto the
boaed.

@mammm in thegeneral supply next
to the game board.

@lz‘ hof their evolution discson

the indicated locations.




GAME OVERVIEW

is played over 4 Tk A TR
A. Placeanenergy cube ona mule panel container or a tiebraaker spot OR
8. Playa crd

then take turns performing one of theseac tions:

Ifplayers can't or dorit want to performany mare actions, they pass. Onceall players have passed, each of the 7 rule panels will score. In each panel the player with

themajority will take control and choose how to bend that rule.

At the end of mund 4, players will count all their chips, 2nd the player with the mastchips is dadiared the best Rulebender, 2nd wins the game.

ROUND OVERVIEW

1. Prepare for the round

Players prepaee their round set up to match the current rule settings & avolution
track modifications. Note: Vau can choose to perform this step sinultmeausly with
the rule pavel scoring. But whenever o cand dters the end of the ramd, know tht the
basicrule is that the preparation i dane ot the beginning of the round.

Exchange: Draw one exchan ge token of thecurrent walue. See
exchange token on page xx for moredetails.

Start Player - Gain (hips: In round 1, 2l players receive 7 chips. In
rounds 2 to 4, the player whasediscis on the start player pot
recenes 2 chips and the StartPlayer Token. Allotherplyers
recene 1 chip.

2. Perform anaction

Players take turns in do cewisecrder, choasing tun. If you
don twant to, or can't take any more actions, you may pass. You're not dlowed

1o per form 2ny mareac tions this round. Therear ody 2pos sible actions:

a. Place an energy cube

Place on2 enagy cube fromyour personal supply:

o on any of the 7 rulle panel containers on the board 0R

o on the leftmost awilable space of the top row of the tiebreaker track.

dznd

pbcemmﬁeip-enmi supply.

Daw (aeds: In player order, players draw as many cards s
indicated, upto their current hand bimit. Players draw cards from
anytheme or the Flexo card draw deck, If 2 deck is exhausted,
shuffle the discard pile into 2new draw pile.

Dot forget to alvays draw a few
Flexo cards! Since these can alvays be

plaged, gou. will nexer get stuck i the
game!

@0

b. Play a hand card

Theme, (ardHand Limit, and (urrency.
nothing happens

1. Based on the pasition of your evalut onmarkerin the theme rule panel, check
to seewhich themes you may play. Note: Ployers ave always dlowed to play e

Nothemecards

(Cands of the active theme only

(Cands of the active theme and of the theme cppasite the active
theme

(Caads of the active theme and cards of the neighb curing themes
(left 2nd right of theac tive theme)

00000

Any themecards.




2. Thenpay the cost of the card asindicated inits top left comer.

Abvays pay closs attention to the
current cureacy) I i the game,

this will lawe a.big effect on your
strategy to try and outswart the
ather plogers!

o |-

1 ormore of the axrent curency

3. All played cards are kept faceup in front of you.

Foel Cards featurea sitver coloused title and areplayed faceup in
frontof you, stackedontop of eachother, 2nd at the end of the
round will be discarded.

featwe tealcaoured titleand will
be kept faceup in frontofyou, in your dashbozed, until theendof
the game. These cards feature ongoing effects 2nd should remain
visibleto all other players.

Daslboard cards are always weat
o laxe since they give you more

options and make you. wore powerful
a5 the game progresses!

Atany point ca your tern
youmay xthatea e in
your dashboard witha tp
action.

Tap (rotate 9o ) and resolve the effect.
(Cards canonly be tapped 1x per round.
At thestart of the next mund, 2l cards
will b2 untapped (rotated backga’),
ready for use once again.

) 2»1 1
Voumay use an exchange taken at any tine doring yaur turn, to exchange 2,2 0r 3
itams of the some type into 1 other item, depending an the positian of your

Exomple:



3. Rule panel scoring

Once Ml players have passed, starting with the themes rulepaneland going
dockwisearound the baard, exch rule panel is scored and altesed oneby one.
The player wif ity of energy aubes in the ruk | 4
on locked spaces, scores this rulepanel and may:

» Move the rulle panel marker /Theme marker P layer order discs toany pasition

of thei choice, changing this rue of the game f the nextromd, AND/

» Move their evolution marker eae step in any direction.

1f thereiis a tie, chack if ayone wants to break it, using the tiebreaker track.

Goingfrom kft toright, discegardng the row, the first tied player that b an
energy cube on the trackmay choas e to move that energy cube to the coment

contested e e, immedately bredhing the te, ad chiming the majorky.

(T

—_—
_—

I they choose nat tobreak the ti, the next tiedplayer who hasan energy cube m
ths track may choase 1 do so.

[ noone bredks the tie, becouse they can'tor don't want to, thisrule pavelis not
scored andremainsas 5.

The winner thendiscads their energy cbes from
iner badk into thy
andthenextrulepanel is scored

Note: energy cubes from the lacked, permanent spaces,
arenot emoved.

induding

a. Rule changes

Bywiming arule panel, youcan change the game rules for the next round:

Theme: Place the theme totem on one of the 4 themes.
That theme is now the active ane.

. jmit: How bold i hand 3t

any given moment: 5, 6, 70c 8

Exchange token : The exchange token value: 321,251
or 11

(Currency: The method of payment when ahend card is
played:

o energy cubes fromyour personal supply

o or chips fiom your personal supply

» o hand cards

Start Player - Gain Chips The staet player & how many
chips each player will receive. One player’s disc is

placedon the2 chips f1st player spot. All other player
order discs areplaced on the 1¢hip pot.

Energy (sbes: 8y
recene.

Draw (ards: How many new car ds each player will deaw,
p to ther hand bt

CO® O ©60®




b. Evolufion frack advancement Exchange Tokens

Bywiming arulefield, you may advance your evolution marker 15tep on that If youchoose touse an Exchange |
evolution track toward either the nudear or electron token. If you played at token:

least 1 Flexocardt his tun that matches the icon of the rule panel just scored,

youmay even mowe your evolution marker 1 dditional step. L You may not use anyexchange tokens.

Youmay tohen to exchzng i
A | (cacds, cubes, chips) of the same type andin the depicted amount
WV | aganstoneitem of the current currency, as indicated by the

aurencyrulepanel.
Youmay exch; of
-~ hmwdnhdﬂmmtqmnmmdtm
W | current currency or the
arrencyrulepanel.
- | Youmayuse token to exch, items of
"’ tﬁemtwemdmhedqmdmmqmnmzmdmy
. Las currency type.
h fies the preset rulle for the individual player. The

electron sde modifies therule not at al or negatively, but the electron tokens
have 2 higher passiblechip yield. The muclear side modifies the rule pasitively,
but thenudear tokens hawe 2 lower possible chip yield.

Due to cortain card effects, electrons
way receive o multiplior, wiuik wuclear
tokes wmay disappear, Hold o to these

tokais as they may come it lowdy -
later! o youmay pay using the ax ent currency or the secondary aurrency
e

(Currency
You can play Flexocards and:

O

youmay pay using the ax ent currency

wm:mmmmwm“mm;mm

iately flip the token, gain the chips ind
applicable. Thm!ﬁqwmdhupwmnmm,rmmy
multipliers, and place their disc ontheclasest evolution track spot.

At the end of the game, 2l player discs will rceivechips Fom unclaimed tokens
in &ch 0e.

Theme
Youcan playFlexo cards 2nd:

you my pay using 2ny type of currency

secondary currency

Start Player - Gain Chips

‘ No themecards Decreases or Increases the
mumber of dips you gain.
‘ (Cands of the active theme only
Receive Energy Cubes
e (Cands of the active theme 2nd of the theme opposite the active Y
mumber of energy cubes you may
a Cauds of the active theme 2nd cards of the neighb curing themes receive.
(left 2nd right of theac tive theme)
a Any themecards. Draw Cards
Decreases or increases the
................................................ rumber of cards thatyou may
(Card Hand Limit ———— draw. You may never drawmore
C (I‘ cards thanyour hand bmit llows
Decreases or increases yourhand — youta
limit by theindicated value : y




At the begining of the game, you may Wit to move gowr evokution marker towards the wckar
side of the track, sice this will giw you all sorts of adwutages as you ploy along. But i the later

rousds, you may wot to eand the game arownd the electron side, since tius will giekd greater chips
rewards, It's all about timing and strategy!

4. Cleanup

a. Discard all Fuel cards

AN players must nowplace d| their Fuel cards back onto their respective discard piles.
Dashboard (ards stay inplace.

b. Move energy cubes down and left on the Tiebreaker
frack

Moveall energy cubes d

. If thisis off dow, theenegy cube is returnad
to the owner’s generd supply slong with 1 chip. Then, mave 2l energy cubes on rowB to the
left to dose nygps.

c. Move the round marker

Move the round marker one step to theright. If this is theend of the gth round, it’s the end

of the game. Proceed to the final scoring.




FINAL SCORING

At the end of the 4th round, players gain 2 number of borus dhips: For eachzone (2 spots on theleft or right) that contains at least one evolution
R R marker 2nd still has 2n electron or nuclear token at the end of the game:
1. Chips for set collection cards.
o The player whoseevolutonmarkeris dosestto the muclear or electontoken
Players gain yf3/6/10 chips for each setofa/2/3/qdifferent setcollection cards  gaing chips equal to the vaueof the muclear or electontoken, multiplied
theypassess where applicable. In case of 2 tie, ltied pleyers gain thedepicted valuz in
chips.
o All other players whaseevolu tion mar ker is in the same 2one, but not dosest
103 token, gain chips equal to the depicted wlueminus 2. If the resultis
negative, theylose dhips.

e M it N o e e 4 :
Note: L] of the Jougan

2. Chips for Evolution markers

First, reveal 2l remaining facedown electron 2nd nudear tokens on the board.
Mdtrmewm«hpsr«e\ednm andtheplzyer with the mast chips
wins, and can declare themselves 1Incaseof a tie, the
player wha is first in player order wins the game.

Congratulations! You sunvived mighty dinosours, trawlied past a coswic nebula, had encowters
L‘J withan angry dward;, dasced with o witiing deryisit, shared a bottk of rum with Blackbeard, and
—— survived o toxic zombis, but most of all... you beaded the res of the game better thow exryone
- el You won the game, and can vigictfully gloat about your exploits until... the next time yu
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