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Come on down to the Munchkin 
Petting Zoo, home of the fluffiest, 
cutest, and most adorable critters 
around! Make some new friends and 
show those old monsters that ‘cute 
but deadly’ isn’t just a saying.

ALLIES
All of the animals at the petting 

zoo are very friendly (except maybe 
the pony). Some of them will even be 
happy to join you on your adventure! 
You may have one Ally. When you 
draw an Ally, either face up or face 
down, you may play it immediately or 
keep it in your hand to play later, at 
any time, even during combat. While 
in play, your Ally may grant you 
combat bonuses or special abilities. 
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You can play a new Ally and discard 
the old one whenever you like, but 
you may not trade an Ally to another 
player. 

Allies can be sacrificed to let 
you automatically escape from all 
monsters in a combat, by discarding 
the Ally instead of rolling to Run 
Away. If someone was helping you 
in combat, you decide whether your 
helper automatically escapes when 
you sacrifice an Ally. 

STEEDS 
Dear to a munchkin’s heart is his 

mighty Steed. Because, of course, it 
gives bonuses. Steeds are found in 
the Door deck. No player can have 
more than one Steed except by using 
a Cheat! card. Steeds are Items and 
follow normal Item rules. Anything 
that affects an Item can affect a 
Steed. Steeds carry themselves. A 
Steed is “Big,” but it does not count 
against the number of Big items 

you can carry. The 
“Big” tag on Steeds 
is to control what 
Traps and Curses 
affect them, and to 
keep Thieves from 
pocketing them and 
walking off.

Treating Steeds  
as Monsters

A player who 
draws a face-up Steed may choose 
to treat it as a monster instead. In 
that case, its Level is equal to twice 
the combat bonus at the top of the 
card, and defeating it is good for 
one Treasure and one level. Monster 
Enhancers may be played on Steeds 
being fought as monsters, and have 
their normal effects. The Bad Stuff 
for any Steed attacked as a monster 
is “Lose a level.”
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