KIHG OF THE RoosT

(DEMOD HODE)

i 8

< L

2-4 PLAYERS

DBJECGTIVE: THE PLAYER WITH THE HIGHEST SCORE WIHS.
SCORIHG: PLAYERS WILL SCORE PDIHTS IH 2 WAYS:
1PT-K0" AHOTHER FIGHTER

1PT-EHDIHG THE ROUHD IHNSIDE THE CEHTER Z0HE

(Z2PT BOHUS) BE THE OHLY FIGHTER IH THE CEHTER ZOHE

STARTIHE EP: 5

COHDITIOHS: EACH TIME A FIGCHTER EHDS THE ROUHD IH THE CEHNTER ZOHE, THEY WILL
TAKE FEEDBEACK DAMAGE EQUAL TO THE HUMBER OF FIGHTERS IHSIDE THE ZOHE (THIS
INCLUDES THEMSELVES).

SPAWHIHEG: FIGHTERS MAY SPAWH IH OH, OR HEXT TO, AHY SPAWH TOKEH OH THE MAP, RE-
CGARDLESS OF THE SPAWH TOKEH'S COLOR.

Power-UpPs: FIGHTERS ARE ASSIGHED A cOLOR, RED OoR YELLOW. FIGHTERS MAY OHLY
COLLECT THEIR coOLOR’'S PoweER-UPsS.

PECKIHG ORDER: AT THE EHD OF EACH MAINTEHAHCE PHASE SHUFFLE THE HEAD CARDS
AHD PLACE THEM IH THE PECKIHCG ORDER TRACK FROM LEFT TO RIGHT, THIS IS THE
ORDER OF PLAY FOR THE HEXT ROUHD.

CHICKEHS: BoTH BRED AHD YELLOW CHICKEHS WILL BE ADDED TO THE PECKIHG ORDER
OHCE A PLAYER SCORES THE CEHTER Z0HE FOR THE FIRST TIME. CHICKEHS MOVE FIRST
AHD THEH SPAWH A HUMBER OF CHICKEHS, INSIDE THEIR COLOR'S SPAWH Z0OHE, EQUAL TO
THE HUMBER OF FIGHTERS (MAXIMUM B).

(EX. IF THERE ARE 4 PLAYERS, 4 RED CHICKEHS AHD 4 YELLOW CHICKEHS WILL SPAWH IH
EVERY ROUHND.)

CHICKEHS MOVE 6 HEXES AHD WILL:

-MOVE TOWARD AHY FIGHTERS IH THE CEHTER BY THE SHORTEST ROUTE FIRST

-IF HO FIGHTERS ARE IH THE CEHTER, CHICKEHS WILL MOVE TOWARD THE HERREST
FIGHTER BY THE SHORTEST ROUTE.

-CHICKEHS wILL ALWAYS TRY TO MAXIMISE DAMAGE TO FIGHTERS. THUS, CHICGKENS WILL
MOUVE AWAY FROM A FIGHTER THEY ARE ADJACENT TO, IH ORDER TO DAMAGE A DIFFEREHNT
FIGHTER WITHIH 6 OF THEM, AS LOHE AS THEIR HEX CAH BE REPLACED WITH AHODTHER
CHICKEH FURTHER AWAY. CHICKEHS WILL ALWAYS TRY TO DAMAGE MULTIPLE FIGHTERS
IF THEY CAH

GAME EHD:

THE LAST ROUHD OF THE GAME STARTS WHEH 1 FIGHTER REACHES 18 POIHTS. THIS MEAHS
IF ¥YOU ARE THE LAST IH THE PECKIHG ORDER AHD SCORE 18 POINTS THE GAME IMMEDI-
ATELY EHDS. IF THERE IS A TIE, KEEP PLAYIHG UHTIL A PLAYER HAS THE MOST POIHTS
AT THE EHD OF A ROUHD.
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QuicKk REFEREHCE

GAME ROUHD

AcTIOH PHASE
1.5PAWH/RESPAWN

2. 0rAIN
J.IMove/USE READY ABILITIES

d.CLEAMUP STATUS EFFECTS

MAINTEHAHCE
PHASE

1.CooLOOwH
& HCCELERRATE
J.UPGRADE
d FoIsoN CLEAHUP
a.PECcKING ORDER

STATUS EFFECTS

EGCGSPERIAHCE

GAIH 1EP FOR:

-EACH ABILITY USED
(DAMACE BEASED ABILITIES
MUST AFFECT A FIGHTER)

-EAcH FIGHTER E.0.'D
-EACH CHICEEM KILLED
-EAcH FOINT SCORED

ACCELERATIOH
-EACH ABILITY
MAY BE ACCELERATED ONCE
DURIMG THE MAINTEMANCE
PHASE FOR 3EP PER RBILITY

SPEED: HUMBER OF HEXES A
FIGHTER IS AELE TO MOUE.

HRMOP: Reouces DAMAGE

TO A MINIMUM OF 1.

BURM:TAKE 1 DAMAGE FOR

EACH BURM TOKEM DURIMG CLEAMUP.

BLEED:TrKE | DAMACE
PER ELEED TOEENW FOR EACH
ABILITY USED.
IMMOBILIZE:

HREDUCE SPEED TO ZERD

STUH: USE OHLY ONE REILITY.

POISOH: DoEs HOT
COOLDOWHN UMLES YOU PAY
1 HP PER ABILITY.

.| DAMAGE: NuMEER oF DAMAGE

DEALT.

HEAL: HuMeer oF HEALTH
GAINED

RAMZE: HuMEER 0F HEXES AwAY
YOU CAM TARGET.

I:IDE THE AREAR OF EFFECT.

READY: AerLiTy 15 READY

HCTIVE: ReILITY LASTS FOR

MORE THAM OME ROUMD.

REACTION: can ee usen on

AT AMY TIME..
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COMPOHEHTS

WELCOME TO SPRITE FIGHTERS, THE HEX BRASED, TACTICAL BOARD GAME YOU MEUVER KMEW YOU
MEEDED, UMTIL RIGHT MOl
FAILED VIDED GAME CHARACTERS HAUE BEEM GATHERED FROM ACROSS THE DIGITAL COSMOS.
THESE HERDES HAUE EACH BEEM GIVEM THE SAME CHOICE: IMMEDIATE DELETION, OR TO BECOME
PIT GLADIATORS AMD FIGHT IM THE AREMAS FOR THE EMTERTRIMMEMT OF THE MOST FERRED
EMTITY IM ALL OF UIDED GAME HISTORY..CHICKEMS! IN SPRITE FIGHTERS, YOU WILL TAKE CON-
TROL OF OME OF MORE OF THESE DOOMED SPRITES AMD LERD THEM TO WIGTORY, EITHER IM
TEAMS OR IM THE PIXILATED MAELSTROM OF FREE FOR ALL COMBAT! BEFORE WE GET DOWH TO
THE MITTY-GRITTY. LET'S LOOK AT THE GAME COMPOMEMTS AMD MAKE SURE YOU HAUVE EUERY-
THIMG THAT Y¥0OU MEED TO PLAY.
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SYMBOLS

SPEED: THE MAXIMUM NUMBER OF HEXES A HOE: The aren oF EFFECT THAT AN ABILITY
FIGHTER IS ABLE TO MOYE DURING THEIR TURH. COVERS.

ARMOP: ARMOR REDUCES THE AMOUNT OF DAMAGE PEADY: an aeILity THAT 1= 1M READY oA
TAKEN, TO A MINIMUM OF 1. BE USED DURING ¥OUR TURH.

OAMAGE: How MUGH HEALTH A FIGHTER
LOSES WHEN AFFECGTED BY AN ABILITY. UNLESS THE HCTIVE: AN 6BILITY THAT 1S ACTIVE HAS AN
AFFEGTED FIGHTER IS INUULHERAELE, Y¥0U WILL EFFEGT THAT LASTS MORE THAM ONE TURH.

ALWAYS DEAL A MINIMUM OF 1 DAMACE.

RAMGE: How Many HEXES AwAY FROM A FIGHTER REACTION: AN REILITY WITH REACTION CAN
AN ABILITY CAN TARGET. NEVER GOUNT THE HEX YOUR BE USED ON ANYOME'S TURM, AT ANY TIME, AS

FIGHTER OGCUPIES WHEN GOUNTING RANGE. LONG AS THE ABILITY WITH REACTION IS IN
READY. IT WILL INTERRUPT ANY ABILITY BEING

USED. RESOLUE THE REACTION ABILITY BEFORE
THE REBILITY BEIMG INTERUPTED.

HEAL: How MUCH HEALTH AN ALLY GAINS WHEN

AFFECTED BY THIS ABILITY. HOTE: You MAY HOT
HEAL ABOUE YOUR MAXIMUM HEALTH. IMMUMITY: A sTaTUS EFFECT WITH THIS SYMBOL OUER

IT WILL MOT AFFECT THE FIGHTER.

BURH: A FicHTer WHO IS BURNED RECEIVES A BLEED: A FicHTER WHO IS ELEEDING

BURN TOKEM. AT THE END OF THAT FIGHTER’S RECEIVES A BLEED TOKEHN. IF A FIGHTER USES
TURN THEY TAKE 1 DAMAGE FOR EACH AN ABILITY, THEY TAKE | DAMAGE FOR EACH
BURM TOKEM ON THEIR CARD. THIS DAMAGE BLEED TOKEM ON THEIR CARD. THIS DAMAGE

IGHORES ARMOR. REMOUVE ALL BURN TOKEM AT IGHNORES ARMOR. REMOUE ALL BLEED TOKENS
THE END OF THE CLEAMUP PHASE. AT THE END OF THE CLEAMUP PHASE.

IMMOBILIZE: A FIcHTER WHO 1S IMMOBILIZED RECEIVES AN IMMOBILIZE TOKEN.
THAT FIGHTER'S EASE SPEED IS PEDUCED TO B CIF THE FIGHTER HAS A POWER-UP

CARD THAT GRANMTS ADDITIONAL SPEED, THAT FIGHTER MAY MOUE THAT FAR.). AT THE END

OF AN IMMOBILIZED FIGHTER’s TURM, FLIP THE TOKEN OUER. THIS FIGHTER IS NOW IMMUNE
To IMMOBILIZE UNTIL THE END OF THEIR MEXT TURN. REMOUE THE TOKEM AT THE EMD OF THE
FOLLOWING CLEAMUP PHASE.

STUH: A FICHTER WHO IS STUNNED RECEIVES A STUN TOKEN AND MAY
ONLY ACTIVATE ONE OF THEIR ABILITIES OM THEIR TURN. AT THE EMD OF A
STUNNED FIGHTER'S TURN, FLIP THE TOKEN OUER: THIS FIGHTER IS HOW
IMMUNE TO STUM UNTIL THE END OF THEIR MEXT TURN. REMOUE THE TOKEH
AT THE EMD OF THE FOLLOWING CLEAMUR PHASE.

POISOM: A FicHTER WHO IS POISONED RECEIVES A POISON TOKEN AND WILL TAKE 1
DAMAGE FOR EACH ABILITY THEY COOL DOWN IN THE MAINTEMAMCE PHASE. H PLAYER MAY
cHoose To HOT cooL DowWH AN ABILITY TO AVOID THE DAMAGE. SPENDING EP TO COOL DOWH IN
THE UPGRADE PORTION OF THE MAINTEMANCE PHASE DOES MOT CAUSE DAMAGE TO A POISONED
FIGHTER. AT THE END THE MAINTENANCE PHASE, FLIP THE TOKEM OVER: THIS FIGHTER IS HOW
IMMUNE TO POISON UNTIL THE FOLLOWING MAINTEMAMCE PHASE. IF A FIGHTER STARTED THEIR
TURM WITH A POISON IMMUNITY TOKEM, REMOUE THE TOKEM AT THE END OF THE MAINTENANCE
PHASE.
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SETUP

FLACE THE MAP, ScoRE BOARD, AND SHUFFLED POWER-UP DECK ON THE TRELE.

EACH SCEMARIO WILL TELL YOU WHAT MAP TO USE AMD WHERE TO PLACE AMY SPECIAL
HEXES OM THE MAP. PUT STATUS EFFECT, AND CHICKEN TOKEMS IM A PLAGE THAT IS EASY
FOR EVERYONE TO REACH.

AFTER EACH PLAYER HAS CHOSEN A FIGHTER THEY SHOULD HAVE THESE COMPOMENTS:
-1 FIGHTER PLAY MAT

-1 FIGHTER ABILITY PLAYMAT

- 7 TRACKINMG CUBES OF TEAM COLOR

- 1 FIGHTER STAMDIE

-1 INITIATIVE/HERDOHUHMTER CARD

0OM THE FIGHTER PLAY-MAT, PLACE A TRACKING CUBE ON THE HEALTH BAR AT MAXIMUM
(132, AMD OME OH B OF THE EP TRACK. PLACE A CUBE ON THE HIGHEST HUMEBER OF EACH
ABILITY'S COOL-DOWH BAR. THE RED HIGHLIGHTED AREAS SHOW WHERE Ta PUT MIM MAKI-
MUS® TRACKIMG CUBES WHEN Y0OU SET UP.

4 MIH MAXIMUS 11213
-.E MIH MAXIMUS MAY
{DEP| "HoLD 1 ADDITIONAL
. POWER-UP CARD.
[ : ] 4EP SEP IEEP
£
P A A - AN A

MIN MaxiMus f

"l]
I Mln’Maxlmus may move o
up;to his fall’ speeﬁtbefare
chosmg a‘farget.




TURH SEQUEHCE

A GAME ROUNMD OF SPRITE FIGHTERS IS PLAYED IM PHASES:
THE ACTION PHASE, WHERE FIGHTERS WILL MOUE AMD ATTACK EMEMIES.

THE MAIMTEMAMCE PHASE, WHERE ALL FIGHTERS WILL COOLDOWHN THEIR ABILITIES AMD PURCHASE
UPGRADES.

ACTIOH PHASE

AcTIoN: DURING THE ACTION PHASE, IN INITIATIVE ORDER, PLAYERS WILL:

-SPAWH/RESPAWH

-DRAINM AMY ABILITIES THEY HAVE THAT ARE IM AM ACTIVE BEATTERY SLOT.

-MOUE THEIR FIGHTERS AND ACTIVATE AMY ABILITIES THEY HAUVE THAT ARE IN “READY™.

-AT THE END OF EACH PLAYERS  ACTION PHASE, THEY WILL MAMAGE ANY STATUS EFFECTS ON THEIR
FIGHTER, WITH THE EXCEPTION OF POISON TOKENS.

1. SPAWH/BRESPAWH: AT THE BEGINMIMG OF YOUR FIRST TURH,
OR IF YOUR FIGHTER IS NOT ON THE MAP ¥0U MUST SPAWH IN
YOUR FIGHTER. TO SPAWN IM, PLACE YOUR FIGHTER ON AMY HEX OF
YOUR TEAM'S STARTING ZOME. IF THE SCENARIO USES SPAWN
TOKEMS, PLAGE YOUR FIGHTER O OR ADJACENT TO ONE OF YOUR
TEAM'S SPAWH TOKEHN.

SPAWH ZO0HES: SPAWH ZOMES ARE THE 7 ENDZOME HEXES ON
EACH EMD OF THE MAP, OR SINGLE HEX TOKEMS, DEPEMDING OHN
THE SCEMARIO.

2.0rpAIN: DURING THE DRAIN PHASE, PLAYERS SHIFT ALL OF THEIR
FIGHTER'S ABILITY CUBES, IN THE ACTIVE BAR, 1l BOX TO THE LEFT. IF 2

AN ABILITY THAT IS ACTIVE WOULD GO BELOW 1, PLACE THE CUBE INTO L 1 "
THE COOL-DOWHM BAR AT THE HIGHEST MUMBER. THIS ABILITY IS MO " BI_

(7
LOMGER ACTIVE AND WILL COOL DOWM O THE HNEXT TURH. |:]24I

3.ABILITIES/MOVEMEHNT

SPEED: EACH FIGHTER HAS A HUMBER OF HEXES THEY CAM MOUE DEPENDINMG ON THEIR SPEED
STAT. SPEED CAN BE USED BEFORE OR AFTER THE USE OF ACTIONS. POWER-UPS MAY INCREASE
YOUR MAXIMUM SPEED. MOVEMENT CAUSED BY ACTIVATING AM ABILITY DOES HOT COUNT TO-

WRARDS YOUR SPEED LIMIT. WHEM USIMG SPEED, DO MOT COUNT THE HEX THAT YOU ARE IM, OMLY
COUNT HEXES THART YOU MOUE INTO.

PLACEMEHNT: PLACEMENT IS A SPECIAL TYPE OF MOUEMEMT THAT ALLOWS A FIGHTER TO MOVE
THROUGH OBSTRUGCTIONS, SPECIAL TERRAIN TILES, AMD EMEMIES. H PLACED FIGHTER DOES NOT
TRIGGER ADE ABILITIES WHEM A FIGHTER EMNTERS THEM (BUT ARE STILL AFFECTED EY OMES
THAT TRIGGER WHEM STARTING OR EMDING THEIR TURNH INSIDE THEM. ). IF A FIGHTER HAS
PLACEMENT, TREAT ALL HEXES AS 1 MOVEMENMT WHENM ENTERING THEM. YOU CANMHMOT END YOUR
MOUVEMENT OM AN OBSTRUCTION OR EMEMY.




ABILITIES: ToO USE AN ABILITY, MOWVE ITS ABILITY CUBE FROM READY
TO THE HIGHEST MUMBER IM ITS COOL-DOWM BAR. ABILITIES CAN OMLY
BE USED IF THE ABILITY CUEBE IS OM THE GREEN, "READY" SPACE OM THE
COOL-00WH BAR.

IM THE CASE OF AN ABILITY WITH AN ACTIVE BAR, MOUE THE ABILITY
GUEE TO THE HIGHEST MUMEBER OF THE ACTIVE BAR. HGTIVE ABILITIES
REMAIN IM EFFECT UNMTIL THEY ARE PUT INTO COOL-DOWH. AT THE
START OF YOUR TURHN, DURINMG THE ACTION PHASE, MOUE ANMY AGTIVE
ABILITIES DOwWM 1 SPACE. IF IT IS ALREADY ON THE LAST AGTIVE SPACE,
PUT THE AEBILITY OM THE HIGHEST COOL-DOWM SPAGE.

(OMCE USED, RESOLVE THE EFFECT OF AN ABILITY BEFORE USING ANOTH-
ER ABILITY CABILITIES WITH THE “"REACTION" S¥MEOL MAY IGHORE
THIS RULE).

HEBILITIES THAT HAUE A RAMCZE OF B TARCGET THE HEX YOUR FIGHTER IS STAMDIMG O, IF THE
RAMCE UALUE IS MORE THAM H, ¥OU MAY MOT TARCGET YOUR OWM HEX/THE HEX THE ABILITY IS
ORIGIMATIMG FROM. HBILITIES THAT OO MOT HAUE A RAMCE ICOM CAM OMLY AFFECT YOUR
FIGHTER UMLESS OTHERWISE STATED.

4 CLEAHUP BuRH.BLEED,IMMDBALIZE, AHD STUH

STATUS EFFECTS: STATUS EFFECTS ARE MAMAGED BY EITHER FLIPPIMG THEM
OUER OR REMOUIME THEM FROM THE FIGHTER. REMOUE AMY ELEED OR BURM TOKEMS
AFTER THEY HAUE CAUSED THEIR EFFECTS. IF STUMMED, OR IMMOBILIZED . FLIP THE
TOKEM OUER. THAT FIGHTER IS MOW IMMUME TO THAT PARTICULAR EFFECT UMTIL
THOSE TOKEMS ARE REMOUED. HMY IMMUMITY TOKEMS A FIGHTER STARTS THEIR TURH
WITH ARE REMOUED WHEM THOSE TOKEMS ARE MORMALLY MAMAGED.

STACKIHE STATUS EFFECTS: STACKIMG STATUS EFFECTS BUILD UP OM A FIGHTER.
IF A4 ABILITY HAS 1 OR MORE BURN OR BLEED SYMEBOLS. PLACE THAT MAMY TOKEMS
OM THE AFFECTED FIGHTER. A FIGHTER CAM BE AFFECTED BY MULTIPLE ABILITIES
WITH THESE STATUS EFFECTS, AMD THERE IS HOT LIMIT TO THE MUMEER OF TOKEMS-
THAT CAM EE PLACE OM A FIGHTER. THESE TOKEMS ARE REMOUED AT THE EMD OF THE
AFFECTED FIGHTER'S TURH.

SIHCGLE S5TATUS EFFECTS: SINGLE 3TATUS EFFECTS OMLY PLACE A SINGLE TOKEH
OM A FIGHTER. A FIGHTER CAM OMLY HAVE OME OF EACH: IMMOBILIZE, STUN, AND
Foison TOKEM AT A TIME. IF THE TOKEM IS FLIPPED TO THE IMMUNE SIDE THE
FIGHTER IS5 IMMUNE TO THAT STATUS EFFECT UNTIL THE TOKEM IS REMOUED AT THE
EMD OF THE TURHN LOR, AT THE EMD OF THE MAIMTEMANMCE PHASE FOR POISON
TOKENS).




MAINTEHAHCE PHASE

OUurRIMG THE MAINTEMANGCE PHASE, ALL PLAYERS WILL DO THE FOLLOWING STEPS, IN ORDER,
SIMULTAMEOUSLY CALL PLAYERS OO0 IT AT THE SAME TIME, NOT IN INITIATIVE ORDER).
-CooL-DowH

-lIPGRADE ! HCCELERATE

-MANAGE POISON TOKENS
CoOL-DOWH: @!r
OURING THE COOL-DOWHN PHASE, PLAYERS SHIFT ALL OF THEIR FIGHTER'S 811l
ABILITY CUBES, IN THE COOL-DOWH EAR, 1 SPACE TO THE RIGHT, TOWARDS | = ;
READY. CUBES THAT ARE IN READY REMAIM IN THAT POSITION UNTIL THE
ABILITY IS USED. IF ¥OU ARE POISONED, ¥OU MAY CHOOSE MOT TO GOOL-DOWH
AMY OR ALL OF ¥OUR ABILITIES AND WILL TAKE 1 DAMAGE FOR EAGH ABILITY
THAT %¥0OU CHOOSE TO COOL-DOWHN.

ACCELERATE: PLAYERS MAY SPEND 3EF PER ABILITY, AND SHIFT THE
GOOL-00WN MARKER TO THE RIGHT, MAKING IT POSSIELE TO USE MOVES THAT
WOULD OTHERWISE TAKE EXTRA TURNS TO BE PLACED INTO READY. YOU MAY

00 THIS OMCE PER ABILITY.

UPERADE:

HFTER COOL-DOWHM, PLAYERS MAY USE EccsPERIEMCE CEF) TO PURCHASE
STAT MODIFIERS (ARMOR, SPEED, OR DAMAGE), TO PURCHASE ABILITY MODI-
FIERS, OR TO ACCELERATE COOL-DOWNS.

To PURCGHASE ARMOR OR SPEED, A PLAYER MUST PAY: THE AMOUNT OF EP IN
THEIR LEFTMOST EMPTY STAT SOUARE. OMCE A STAT UPGRADE IS PUR- av| | BEP IEP
GHASED, PLACE THE CORRECT TOKEM IM THE CORRESPOMDIMG STAT LINE IN ‘ :

THE LEFTHMOST EMPTY SQUARE, THAT SOUARE IS MOW MO LOMGER EMPTY AMD

THE MEXT SOUARE’'S PRICE MUST BE USED FOR THE HEXT PURCHASE OF THAT

STAT. STATS PURCHASED THIS WAY REMAIN S0 FOR THE REST OF THE GAME,

EVEM IF YOUR FIGHTER BECOMES K.0.D.

To PURCHASE DAMAGE, YOU MUST PAY 3EP TO RECEIVE THE +1 DAMAGE TOKEM. YOU MAY PUT THAT
TOKEM OH AMY 1 OF YOUR ABILITIES THAT DEALS DAMAGE. THAT ABILITY CAND OMLY THAT ABILITY)
MO DEALS MORE DAMAGE. THESE CHAMGES PEMAIN IM EFFECT FOR THE REST OF THE GAME, EVEN
IF ¥0OUR FIGHTER EECOMES K.0.O

To PURCHASE AM ADDITIOMAL HEALTH BAR, YOU MUST PAY 1ZEF.
THIS UPGRADE MAY OMLY BE PURCHASED OMGCE AMD WILL HEAL
¥0OU TO FULL HEALTH. FOR THE REST OF THE GAME WHEM YoOU
SPAWH IM YOU WILL HAVE ZBHP IMSTEARD OF 15.

gl17/18/19 2@]

You rMAY OMLY EVER HAUE 3 UPCRADE TOKEMS OF AMY TYPE. WITH THE EXCEPTION OF
DAMAGE TOKEMS, WHICH ARE LIMITED TO 3 TOKEMS OM EACH ABILITY THAT DEALS
DAMAGE, AMD HEALTH EARS WHICH ARE LIMITED TO L

HEILITY/CHARACTER MODIFICATIONS WORK THE SAME WAY AS STAT
MODIFIERS. ALL FIGHTERS HAVE SOME ABILITIES THAT HAVE AODDITION-
AL RULES OR EFFECTS THAT CAN BE PURCHASED, SOME FIGHTERS EVEN
HAUE THESE ON THEIR PLAYMAT. TO PURCHASE THE ABILITY. PAY THE
AMOUNT OF EF DESIGMATED AMD PUT THE BELUE "POWER ECGE" TOKEM IM
THE SOUARE. THE SPECIAL RULES OR TEXT MOW APPLIES TO YOUR
FIGHTER. THESE GHAMZES REMAIM IN EFFECGT FOR THE REST OF THE
GAME, EVEN IF Y¥OUR FIGHTER EECOMES K.0.O




EGEGSPERIEHCE

OURIMG GAME-PLAY FIGHTERS WILL EARN EP (EGGSPERIENGE). THIS IS A CURRENGCY THAT CGAM BE
USED TO PURCHASE ABILITY AND STAT MODIFIERS, AND TO ACCELERATE COOLOOWNS. EP IS EARNED
WHEN:

1. ¥OUR FIGHTER KO'S AM ENEMY.

Z. YOUR FIGHTER KILLS A CHICKEHN.

3. YOUR TERM SCORES POIMTS.

d. YOUR FIGHTER AFFECTS ANY FIGHTER WITH AN ABILITY.

YOu CAM TRACK YOUR FIGHTER'S EP oM THEIR EP BAR. THIS 0006000000 THE
BAR HAS A MARIMUM OF 12 EP, ANY EP EARMED BEYOND THIS Tl

. | PER DAMACE

WaULD MOT BE COUMTED. A
WHEM ¥OU SPEMD EP, SIMPLY SUETRACT THE AMMOUNT USED FROM THE AMMOUNT ¥0U HAUE EARMED
OM ¥0OUR ECGESPERIEMCE BRR.

TEAW EP: EVERY TIME YOUR TEAM SCORES POIMTS EACH MEMEBER OF THE TEAM GAIMS THE EQUIVA-
LENT EP.

PoINMTS: FOINTS ARE THE SIMGLE MOST IMPORTANT ASPECT OF SPRITE FIGHTERS. THE TEAM THAT
HAS THE MOST POINTS AT THE END OF THE GAME WINS. EACH SCENARIO WILL HAVE DIFFERENT RULES
FOR HOW TO SCORE POIMTS CGETTIMG A KO FOREMOST AMOMG THEM). POIMTS ARE EARMED EACH TIME A
FIGHTER:

1. SCORES IM A SCEMARIN

2. k0's A FIGHTER.

THE EP AMD POIMTS EARMED WILL UARY DEPEMDIMG OM THE SCEMARIO. Y0OU CAM TRACK YOUR EP USING
THE EP TRACK OM YOUR FICHTERS PLAY-MAT. TRACK EACH TEAM OR PLAYER'S POIMTS OM THE SCORE-
BOARD

DAMAGE, ARMOR, AHD HEALTH:

MosST ABILITIES DEAL DAMAGE. WHEN A FIGHTER IS5 DEALT DAMAGE, REDUCE
THEIR HEALTH BY THE AMOUMT OF DAMAGE TAKEM BY MOUING THE HEALTH CUBE
LEFT THAT MANY SPACES. IF THE FIGHTER HAS ARMOR, THEM REDUCE THE
AMOUNT OF DAMAGE TAKEM BY THE AMOUMT OF ARMOR. ARMOR CAMMOT REDUCE
OAMAGE TO LESS THAM 1. HO MATTER HOW MUCH ARMOR A FIGHTER HAS, THEY
WILL ALWAYS TAKE AT LEAST 1 DAMAGE UMLESS THEY ARE TEMPORARILY IM- - A A . 4
WIMCIELE.

. ADDEDNODONE )

IF THE AMOUNT OF DAMAGE TAKEM WOULD REDUGE A FIGHTER'S HEALTH Td H, THAT FIGHTER IS
COMSIDERED ToO BE KO'D. A KO'D FIGHTER I5 PEMOVED FROM THE BOARD AND WILL SPAWH BACK IM
OM HIS/HER HEXT TURN. H FIGHTER MAY NOT HEAL ABOVE THEIR HIT POINT MAXIMUM, HOWEUER,
SOME ABILITIES OF POwWER-UPS MAY PLACE A FIGHTER'S HEALTH ABOUVE THE MAXIMUM; IF THIS
HAPPEMNS AMD THEY TAKE DAMAGE, THEY MAY STILL MOT HEAL AEOWVE THEIR MAXIMUM HEALTH.




THHEETIHE

TARGETIHEG: CHOOSE A HEX THAT IS5 WITHIM THE RANGE
OF THE ABILITY. AMYTHING IN THAT HEX CAN BE AFFEGT-
ED BY THE ABILITY. WHEN TARGETIMG A HEX, DRAW A
LINE FROM THE CENTER OF ¥OUR FIGHTER'S HEX TO THE
HE® ¥0OU WOULD LIKE TO TARGET. HS LONG AS Y¥OU ARE
WITHIN PAMGE AND ¥OUR FIGHTER CAM SEE THE HEX, ¥OU
GAM TARGET IT. IF THE LINE CROSSES THROUGH ANY RED
OR SOME YELLOW TERRAINM HEXES (THE SPECIAL RULES
FOR THE YELLOW TERRAIM WILL TELL YOU IF %¥0U CAN
SEE THROUGH IT OR NOT), ¥OU CANMOT SEE THE TARGET
HEX AMDO THEREFORE MAY HOT TARGET IT. : : ;
[ EXAMPLE: AsHLY O'CoMOR CAM TARGET
HEXES WITH LIMES CAMMOT EE TARGETED ANMD wWILL  AMY HEx IN THE ELUE RRER. AMY HEXES
ELOGK YOU FROM TARGETING PAST THEM. THESE WILL BE IM THE RED AREA ARE OBSTRUGCTED. ]
THIMGS LIKE TREES, PILLARS, AMD WALLS.

HEXES WITH YELLOW LINES CGAM BE TARGETED BUT %aOU

CAMMOT TARGET PAST THEM.

THESE WILL BE THINGS LIKE TALL ZRASS OR SMOKE.

ArRERA OF EFFECT [RDE]

S0ME ABILITIES HAVE HREARS OF EFFECT. AHM ADE's
SIZE IS5 DETERMIMED BY HOW MAMY HEXES AWAY

FROM THE CEMTER THEY ARE.

WHEM TARGETING WITH AN AOE, CHOOSE A HEX IM RAMGE
AMD SIGHT, THIS BECOMES =

THE CEMTER POINT.

AMYTHIMG IM THE AOE 15

EFFECTED EY THE AOE.

[ EXAMPLE : : : [ EXAMPLE:

THESE 3 EMEMIES OR ¢ ADE =s1zE5: 1, 2, AHD 4.]
ALLIES CAM BE EFFECGTED ’ <

BY THE HOE.]

AOE ToKENS:

AOE TOKEMS HAVE A NUMEER ON EACGH SIDE THAT CORRESPONDS WITH THE
SIZE OF THE HOE BEIMG PLACED. THESE ARE USED WHEM AN ABILITY WITH
AM HOE LASTS FOR MORE THAN 1 ROUND. IT MARKS THE MAP S0 ALL PLAY-
ERS ARE AWARE THAT THERE IS AN EFFECT IM THE AREA. MOST ABILITIES
OF THIS TYPE WILL CAUSE AN EFFECT WHEM MOUING INTO OR EMDIMG
Y¥OUR TURH IN THEM. 50 BE CAUTIOUS ;

WHEN %¥0U SEE THESE OM THE BOARD.

LIHE ABILITIES: S0ME AOE ABILITIES HAVE AM L IN-
STEAD OF A HUMBER TO DETERMIME THE ROE SIZE, THIS
MEAMS THAT IT IS A LIME. LINE ABILITIES AFFECT AMY-
THIMG IN THE LINE. CHOOSE A HEX WITHIM RANGE THAT YOU
GAM SEE IN A STRAIGHT LINE FROM OME OF ¥OUR HEXES B
SIDES. ANYTHING IN THE LINE BEETWEEM YOUR FIGHTER AMD
THE TARGET HEX ARE AFFECTED. LINE ABILITIES MUST
FOLLOW A STRAIGHT PATH AND ARE LIMITED TO THE EXAM-
PLE TO THE RIGHT. LINE ABILITIES WILL PASS THROUGH
AMY YELLOW TERRAIM, BUT HOT RED.




TR

OBSTRUGCTIOHS: 1
HEXES WITH BEORDERS CANMMOT BE TARGETED AMD WILL Ly

ELOCK ¥0OU FROM TARGETING PAST THEM. THESE WILL EE

THIMGS LIKE TREES, PILLARS, AND WALLS. You cAMHOT

MOUE THROUGH THESE HEXES (UNLESS Y0OU USE PLAGE-
MEMT) OR SEE PRST THEM. [ s

L it i
fove L o e
J-(\;,\S’y’ DT

SPECIAL HAP HEXES:

HEXES WITH YELLOW BORDERS REPRESENT SPEGIAL
TERRAIN. TALL GrRAss, IcE, FIRE, SMOKE ETE.
GRASS/SMOKE: THESE HEXES COST 2 SPEED TO
EMTER, GAN EE TARGETED, BUT %¥0U CAMMOT TARGET

FIRE: H FIGHTER WHO STARTS THEIR TURM ADJACEMT TO A FIRE HEX RECEIVES
1 BURM TOKEM FOR EACH FIRE HEX ADJACEMT TO THAT FIGHTER. IM ADDITION, A
FIGHTER WILL RECEIVE 1 EURM TOKEM FOR ERCH FIRE HEX EMTERED.

IcE: IcE HEXES CcOST 4 MOUEMEMT TO ENTER.

CHICKEH HOBS:

CHICKEW BEHAWIOR DEPEMDS ON THE SCEMARIO. CHICKENS WILL EITHER BEE CONTROLLED
BY THE TEAM WITH THE SAME coLor OF, IN A “FREE FOR ALL™ GAME, WILL ALWAYS
MOWE TOWARD THE CLOSEST FIGHTER.

CHICKEMS MOUE B HEXES PER TURM. CHICKEMS CAMMOT MOUE THROUGH A HEX COMTAIMIMG
AM EMEMY FIGHTER OR EMEMY CHICKEM.

CHICcKEMS HAVE oMLY 1 HF. THEY ARE MOT AFFECTED BY STATUS EFFECTS.

FEEDBRCK DAMAGE: IF A CHICKEN EMDS ITS MOUEMENT MEXT TO AN ENMEMY FIGHTER OR
IS KILLED, IT DEALS | FEEDBACK DAMAGE TO THAT FIGHTER (FEEDBACK DAMAGE CANMOT
EE REDUCED OF PREUENTED IM ANY wAY, EVERID.

ALLIES AHD EHEMIES:

ALLIES: ALLIES ARE AMY FIGHTER OR CHICKEN OW YOUR TEAM INCLUDING YouUR owWH FIGHTER. THIS IS
TYPICALLY DETERMINED BY WHAT COLOR YOUR TEAM IS REPRESEMTED BY. RED 0OR YELLOW. YOU ARE
ALWAYS FREE TO MOVE THROUGH, SEE THROUGH, AND TARGET PAST ¥OUR ALLIES IF ¥OU HAUE RANGE. YOU
MAY MOT END ¥OUR MOUEMENT ON THE SAME HEX AS AN ALLY. ALLIES ARE MEVER AFFECTED BY DAMAGE OR
STATUS EFFECTS FROM FRIEMOLY ABILITIES.

EHEMIES: EMEMIES ARRE AMY FIGHTER OR CHICKEM MOT OM YOUR TEAM. THIS IS TYPICALLY DETERMIMED
BY WHAT COLOR YOUR TEAM IS REPRESEMTED EY, RED OR YELLOW.

Y0OU CAMMOT MOUE THROUGH EMEMIES, BUT YOU CAM SEE THROUGH THEM, AMD TARGET PAST THEM. EMEMIES
CAM BE AFFECTED BY DAMAGE AMD STATUS EFFECTS CAUSED BY FICHTER'S AMD CHICKEMS OM YOUR TERM.

FREE-FOR-ALL GRAMES: IM FREE-FOR-ALL GAMES, ALL FIGHTERS CAM BE ALLIES ANMD EMEMIES AT THE
SAME TIME. THIS ALLOWS FOR FIGHTERS IM A FREE-FOR-ALL TO DECIDE HOW AMD WHO THEY AFFECT WITH
THEIR ABILITIES. CHICKEMS ARE MEVER COMSIDERED ALLIES IM A FREE FOR ALL GAME.

, k.
~11

4 L




Power Upr DECK

Power-Up HExXeES/CARDS: WHEM A FIGHTER MOVES OMTO A FOWER-UP HEX
OF THEIR TEAM'S COLOR, YOU MAY DRAW THE ToOP Power-UP cARD. IF THERE
ARE MO MORE CARDS IN THE POwWER-UP DECK, SHUFFLE ALL THE CARDS IN
THE DISCARD PILE TO MAKE A MEW DEGCK.

MosT PoweER-UP CARDS HAWVE ¢ WALUES ON THE BOTTOM LEFT CORMER, AM EP
UALUE AND A HEALTH WALUE. DURING THE MAINTEMANGCGE PHASE, YOU MAY
DISCARD ANY PowER-UUP CARDS Y0OU HAWE TO GAIM EITHER ITS EP OR HEALTH
UALUE. THIS CAN OMLY BE DOME DURIMG THE MAINTEMAMCE PHASE.

EACH FIGHTER MAY OMLY HAVE 3 PoweER-UP CARDS AT A TIME. IF ¥0OU GAIN
MORE, ¥0OU MUST DISCARD Power-UPS UMTIL YOU HAVE aMLY 3. YOU MAY RE-
PLACE Fower-UPsS ¥OU HAUVE CURREMTLY, WITH HEW Power-UPs voOuU AOUIRE.
You MAY MOT USE A “"SIMGLE USE” FOwER-UP CARD YOU DRAW IF YOU AL-
READY HAVE 3 Fower-Up cARDS. YOuU MUST DISCARD OR USE OME OF YOUR 3
BEFORE USING THE MEW OME. DISCARDING THEM THIS WAY DOES MOT ALLOW
%0U TO GAIM EP OrR HEALTH.

You mMAY oMLY ACTIVATE A POWER-UP HEX THAT MATCHES YOUR TEAM'S COLOR AMD Y0OU CAM OMLY AC-

TIVATE IT O YOUR QWM TURM.
OMcE A PowER-UP HEX HAS BEEM ACTIVATED, IT WILL FLIP AMD BECOME USAEBLE TO THE OTHER TEAM.

M Trash Thier

THERE RRE TWO TYPES OF POWER-UP CARDS: SINGLE USE, AMD PERMAMEMT.

A SINGLE USE CARD MAY BE USED AT AMY TIME OM ANYOMNE'S TURM FOR AMY
REASON. IF ¥OU USE IT IM RESPOMSE TO ANOTHER FIGHTER'S ABILITY. THE
Fower-UP CcARD RESOLVES FIRST. IF YOU ALRERDY HAVE 3 FoweRr-UP CRRDS
AMD ODRAW A SINGLE USE Power-Up, vou mMAY HOT USE IT UMLESS YOU FIRST
USE OR DISCARD OME OF YOUR 3 OTHER POWER-UPS FIRST.

FROM THE DISCARD
PILE

¥ Supen Arvor I
‘g8 MORE BOOM .

FERMAMENT CARDS REMAIM ACTIVE UNTIL EITHER REPLACED, DIS-
CARDED OURIMG THE MAINTEMAMCE PHASE, OR UNMTIL Y¥OU ARE
KMOGKED oUT. PERMAMENMT CARDS CAN BEE PLACED UMDER THE ABILI-
- & TY THEY MODIFY CIF THEY MODIFY A SPECIFIC ABILITY) OF OMTO
ALL ABILITIES WITH THE PLAYMAT. DISCARD ALL OF A FIGHTER'S FoweER-UP CARDS IF
F HE gk THAT FIGHTER 15 KO'D.




HEw GAME START: EHHE 5ELE':=T

WHEM STARTIMZ A MEW GAME CHOOSE YOUR SCEMARIO AMD MAP:

CHICKEH BUH: BE THE TEAM TO SAVE THE MOST CHICKENS. 2-8 PLAYERS (RECOMMEND FOR 2
EUVEM TEAMS OF 2 OR MORE PLAYERS)

HEST ASSAULT: BE THE TEAM TO SCORE THE MOST POIMTS BY OSTROYING YOUR OPPOMANTS
MESTS. 2-8 PLAYERS (RECOMMEMD FOR 2 EVEM TEAMS OF 2 OR MORE PLAYERS)

RoosT RIVALS: BE THE TEAM TO HOLD THE MOST POWER EGGS. 2-8 PLAYERS (RECOMMEMD FOR 2
EVEM TEAMS OF 2 OR MORE PLAYERS)

HEH HUHTER: EE THE PLAYER TO COLLECT THE MOST GOLDEM HEMS AMD SURUIVE. 3-8 PLAYERS

KIHG OF THE ROOST: HOLD THE CENTER AMD SURVIUE TO SCORE POIMTS. 2-8 PLAYERS (FREE FOR
ALL OF TEAMS)

EACH SCEMARIO HAS SPECIAL SETUP, EP, AMD SPRAWMING RULES.

ArREMA MAP: 2-B PLAYERS
ForesT MAP: 4-8 PLAYERS

*RECOMMENDED TEAMS: FoOR YOUR FIRST FEW TIMES PLAYIMG, IT IS RECOMMEMDED THAT YoOu
SELECT FIGHTERS FROM THE FOLLOWING TEAMS. AFTER ¥0OU FEEL COMFORTAELE WITH THE FIGHT-
ERS, ¥YOU CAM FEEL FREE TO MIX THEM UP. FOR A TWO PLAYER GAME, IT IS RECOMMENMDED THAT
EACH PLAYER COMTROL AT LEAST 2 FIGHTERS EACH.

- BERSERKERREX, CHAD FISTENSTEIN, CUEBSICLE, THE RAMGER

YELLOw TEAHM : MIN MAXIMUS, YOSHINOBITSURUGI, ASHLEY O'CoMMOR, JOULES WATTSON

PECKIHEG URDER: THE PECKING ORDER DETERMIMES WHEN A FIGHTER GETS TO AGT IM THE ROUND.
H MEW PECKIMG JRDER IS CREATED EACH ROUMD AT THE EMD OF THE MAIMTEMAMCE PHASE. WHEM A
FIGHTER EMDS THEIR TURM REMOUE THEIR HEAD CARD FROM THE PECKIMG ORDER TRACK.

TEAM GAME: IN A TEAM ZAME THE PECKING ORDER ALTERMATES BETWEEN THE RED TEAM AND THE
YELLOW TEAM. (I.LE. - RED, YELLOW, RED, YELLOW). IN THE FIRST ROUMD OF THE GAME, EACH TEAM
GHOOSES THEIR OWH ORDER CRED TEAM GOES FIRST). EACH SUBSEQUENT ROUMD, SWITCH WHICH TEAM
GOES FIRST AND RANDOMIZE THE TEAM ORDER BY SHUFFLIMG YOUR TEAMS HEAD CARDS, PLACING THEM
oM THE PECKING JRDER TRACK ALTERMATING, RED, YELLOW, OF YELLOW, RED DEPENDIMG ON THE
ROUND.

_ Bk
i :13 FREE-FOR-ALL: IN A FREE FOR ALL GAME, SHUFFLE ALL THE HERD CARDS AT THE START
OF THE GAME AMD PLACE THEM IM THE PECKIMG ORODER TRACK. THIS IS THE FIRST ROUND
4 L PeEckinc OrDER. REPEAT THIS PROCESS AT THE EMD OF EACH MAINTENMANCE PHASE.




