CONFLICTS BETWEEN

CARDS AND RULES

This rule sheet gives the general rules. Many
cards add special rules, so in most cases when
the rules disagree with a card, follow the card.
However, ignore any card effect that might seem
to contradict one of the rules listed below unless
the card explicitly says it supersedes that rule!

1. Nothing can reduce a player below Level 1,
although card effects might reduce a player’s or
a monster’s combat strength below 1.

2. You go up a level after combat only if you defeat
a monster.

3. You cannot collect rewards for defeating a
monster (e.g.,, Treasure, levels) in the middle
of a combat. You must finish the fight before
gaining any rewards.

4. You must defeat a monster to reach Level 10
and win, unless otherwise stated by a card.
You cannot force another player to help you
reach Level 10.

Any other disputes should be settled by loud
arguments, with the owner of the game having
the last word.




OPTIONAL RULE

You can only win the game once a total of 3 Boss
Monsters have been defeated. Boss Monsters are
denoted by the * icon. You must be Level 10 to
win and it is not possible to reach Level 10 by any
means other than killing a Monster, unless a card
explicitly states that you may reach Level 10
using it. If more than one player is Level 10 once
3 Boss Monsters have been defeated, the player
with the highest total Treasure value is declared
the winner.
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. CHEAT!

WHEN YOU MAY TAKE ACTIONS
AT ANY TIME:

« Discard a Role.
« Play a Go Up a Level or Guest Star.
« Play a Curse.

AT ANY TIME AS LONG AS YOU ARE NOT IN
COMBAT:

« Trade an Item with another player (the other
player may not be in combat, either).

« Change which Items you have equipped.

« Play a card that you have just received
(some cards may be played even during
combat; see above).

ON YOUR OWN TURN:
« Play a new Role (at any time).

- Sell Items for levels (except when you are in
combat).

« Play an Item (most Items cannot be played
during combat, but some One-Shots can; see
One-Shots, on this page).

GO UP A LEVEL!




OPTIONAL RULE

When everyone has added all the bonuses they are
going to add, the active player rolls the d2o0.

1 - Critical failure; fight is lost, Run Away
auto-fails and Bad Stuff happens for all
monsters.

2-19 - Add this amount to combat strength.
20 - Critical hit; automatic victory.

The player to the active player’s right also
rolls the d20. This is for the monster. There are
no critical effects - the result is added to the
monster’s combat strength.

Now the active player may consult with their
helper, if any. The two of them may play ONE
MORE CARD if that card would change the result
of the combat either by beating the monsters(s)
directly, by removing a monster from the combat
to leave the monster combat strength too low to
win, or, of course, by canceling the whole combat
somehow.

The other players may not respond to that card. If
it ends the combat successfully, it is legal to play.
If not, it goes back into the owner’s hand.

INTERFERING WITH COMBAT

You can interfere with others’ combats in several
ways, including:

USE A ONE-SHOT ITEM: You could help
another player by using a One-Shot to
strengthen their side. Of course, you can
“accidentally” strengthen the monster with it,
instead...

PLAY A MONSTER ENHANCER: These cards
(usually) make a monster stronger. . . and give it
more Treasure. You can play these either during
your own combats or during someone else’s
combat.

ADD A MONSTER FROM YOUR HAND: to join
the combat, by using a Wandering Monster
card.

CURSE THEM: If you have a Curse card.










Female Goblin » Arcane Trickster

NOTT
THE BRAVE

“Chemistry’s good, baby,
but killin’ is better.”

Drinking Solution: Anytime a

helper other than you draws a

Treasure(s) you also draw one
Treasure card.




SUPER-SIZED MUNCHKIN

Studies have shown that 8.4 out of 9.7 Munchkin
players just can’t get enough of the game. Here
are some ideas to take your Munchkin games to
new highs - or lows:

COMBINING DIFFERENT MUNCHKIN SETS:
You can mix two (or more) base sets and
expansions together for a genre-crossing mega-
Munchkin adventure! When combining sets, we
recommend playing without the optional rules
from this set.

EXPANSIONS: These add still more monsters
to defeat, new Treasure to loot, and sometimes
entirely new kinds of cards. Ask for all the
Munchkin sets and expansions at your local
game or comic store - find it using our Store
Finder, storefinder.sjgames.com. - but if you
don’t have a local store, we’ll be happy to sell
them directly to you at warehouse23.com.

FASTER PLAY RULES

For a faster game, you can add a “phase zero”
called Listen At The Door. At the start of your
turn before doing anything else, draw a face-
down Door card, which you may play or not.
Then arrange cards and Kick Open The Door
normally. If you Loot The Room, draw a face-
down Treasure, not a Door.

You can also allow shared victories - if you
reach Level 10 in a fight where you had a helper,
the helper also wins the game, no matter what
Level that player is.






