PRINT € PLAY



L 8
Raise: Monster is worth +5 Drinks

Heal: Destroy an Action currently on the Justice: Choose a player to take 4 drinks
Monster. And Gain 1 Treasure. gl S ‘ ; and give you 1Treasure.
O Miracle: Double the effects on an Action = T“;": Monster is worth -5 Drinks O Smite: Take the last 2 Actions From the
-2 Treasures.

currently on the Monster. discard pile and play 1 on the Monster.

1
Steal: When the current Monster is Plunder: Take 1 Treasure at random from
defeated you may keep 1 Action that was 2 players of your choice. Nature Calls: Draw & add a Monster to
played on it. the current one. (Drinks & Treasures added

3 Burried Treasure: Take 2 Treasures from

X only. No extra Level or Ability,)
the bottom of the draw pile.

[ Bullseye: Immediately close the circle.

[ Borrow: Take and keep the top Treasure
card from the discard pile.




Rage: Draw 1 Treasure for every Permanent Hit Song: Look through the discard pile Tonic: Take the last 2 Instants from the
you have in play. for an Interrupt and keep it. discard pile. All drink giving Instants you
play are doubled for the rest of the circle.

[ Glory: Add X Drinks to current Monster. (2 Drop The Beat: Whenever an Interrupt is
(X = the number of drinks it takes for the Monsters
base value to equal 10)

played during this circle, gain 2 Treasures. OO Tips: You may steal a Permanent
currently in play.

ANSIENT
rIROLOSY

Draw: Draw 3 Treasures and discard 1

Fireball: Take 3 Drinks to add 6 drinks to Taunt: Monster is locked to controlling from your hand.

the Monster. Draw 2 Treasures. player. Draw 1 Treasure e oA e
O AE: All players take X Drinks. (x - to the O Battle Shout: Draw a new Monster to CJ ) o . e Y a S carci

number of Treasures currently in their hand) replace the current one. (All current hstant ey onotiaideginet

Actions stay.) they take 4 drinks).
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BEERBERRIES

“Great as a midday snack!” “The blood of dragons!”

K@EE RLOOD

Action: Add 2 drinks to Monster. Action: Add 4 to Monsters drink value.

WINEAPPLE COPPER

“Grown in red, white and rose. “Buy you a drink?"

e
9

Action: Add 3 to Monsters Drink value.. Target player takes 1

immediate drink.

HOPS GRATE

“Monsters can't resist this stuff.”

Action: Add 5 drinks to Monster.

SILVER

“‘Buy you a pint?”

!l ]
I L
R

L

t: Target player takes 2 immediate
drinks.




I'm so tired.”

“Poi I h
Poisonous to Monsters! “It’s like a cleric in every bowl!”

._(!

. WNER ) [ spwp | [ REDBALLeeNS

REMIOVE DRURES 4 S}
Action: R fi the Monster’
Action: The current total drink value of S emo&rg:,k \.rngTe. i Action: Add 4 to Monsters Drink value..
the Monster is reduced to zero. (Al cards in this family combo)

RANNBOYNS PORPLE HORSESHOES| | POTS OF GOLD

“They're always hungry.” “They'll never stop...” ‘I can't fight them forever.”

Ht Ht 7)®
Action: Add 3 to Monsters Drink value.. Action: Add 3 to Monsters Drink value.. Action: Add 2 to Monsters Drink value..
(QAll cards in this family combo) (QAll cards in this family combo) (QAll cards in this family combo)




PIATIMMM | [ PINKMEARTS | [ ORAMGESTARS

“Keep ‘em cominl” “They're always after ‘em.” “They want them..”

stant: Target player takes 4 immediate Action: Add 2 to Monsters Drink value.. Action: Add 1 to Monsters Drink value..
arinks. (Q)All cards in this family combo) (QYAll cards in this family combo)

“‘Made by Jasn Painter.”

“An all in one, beer making plant.”

“Greasy, salty goodness.”

MASTER BREW A Rmmmmy R/EﬂM

()
Action: Draw Treasures until you have E[:jﬂ %

your maximum hand size.

The next player may play 2 Actions
on the Monster.

Action: Add 1 drink to Monster. Draw Action: Remove 5 drinks from Monster.
2 immediate Treasures.




GREEMN CLOVERS EOLD

“I'ver tried everything to keep them away...”

“This rounds on me!” ‘Don't feel bad, it happens to
everyone..well. Not me, but..”

®
) LHIRE
Action: Add 3 to Monsters Drink value.. 1stant: Target pl_ayer takes 3 immediate lnterruﬁt:tlgnori {Ehe la|s—|t i Action
(QY All cards in this family combo) drinks. or Interrupt from Happening

“Raise your glasses!”

FERST 0 (T BISTILL 7 (. exeenes

S (N1 +2 TREBSURE

Action: Remove 10 drinks from Manster. Action: Add 6 to Monsters Drink value stant: You & 2 other players of your
and 2 to its Treasure value. choice take 3 drinks. You gain 1 Treasure.




" BREAD ) [ museMeos | (T SHATAN

“Bry - “They're savages. Thieves!”
€ g / = : ; o’
gty betteathen nothige “You know where its going?..Nowhere!

OIS ATEASIRE. LOGK MONSTER

on: Remove 3 drinks from Monster 1: Add 1 to Monsters Drink value..

Int t: Monster cannot be moved.
but add 1 Treasure. (QYAll cards in this family combo) MFITHR




TELEPORT

‘How weird, | have one just like it.”

olEAL

Interrupt: The last Permanent, Action,
or Interrupt played is igored and
instead, moves to your hand.

TARK

“All that's just for you?”

SIORINKSRATRERSURES

t: Take 5 drinks and gain 2 Treasures.

U

“Let’s bury that way down deep with
your sadness.”

JBIRE BRI

Interrupt: The last Hero or Realm Ability
used. does not happen.

STRONG PREW

“Aged 50 years!”

\

LEEW(ELL WP

: Target player gains 1 level,

WERK SAEE

“This bottles been sitting in the sun.”

LDSE [ LEEWEEL

Target player loses 1 level.

SONIRE

“Squire! Come. Test this for poisons!”

t: Choose another player. They
must take all your drinks for this
entire circle. You keep all the rewards.




“The bigger the bill..”

REMPATIIMN HR COCHET

Target player takes 2 immediate

drinks. All drink giving Instants played
on the Target during this circle are
doubled.

“Uh-oh, what happened?” d

H@N@HBE

Interrupt: Replace the last or
Action played with one from your hand.
(If Action, counts as that players turn)

T\

BREASE PUCHET

PORGCELAN GOD

‘Bow before the almighty.”

‘Head like a hole, black as your soul.”

REDIREEH

Interrupt: Redirect the effects of any
card to a player of your choice.

Action: Copy the effects of an Action
already played on the Monster.

FOL

‘Monsters can't resist this stuff.” e ; 4
It ruins everything for everyone.

MOVEMONSTIER

Instant: Move Monster to any player.

REMONHRERMANEN

: Discard target Per




“Distilled and crystalized liguors.” “They multiply on weekends.”

“OMG Look over there!”

/[

DISTRACTION g CRISTALS 7 @@ CRACKERS

STENRRERHANENT LOGK MONSTER SRS -2 TREASURES

Take any & move it Action: Monster cannot be moved Action: Adds +2 drinks and -2 Treasures
to any other player. to Monster.

( CONSAR ) | meEn emmsi

This monster had a big sack.. ofcoms! “Everything looks..better.”

SUEAL

Action: Add 2 Treasure to the Monster Look at a chosen player's hand,
take 1 Treasure of your choice.



‘I'm kind of a big dleal.”

“I think this ones too much for you friend.” ‘I don't drink anything under level 3

ARANDAN OVEST GE@ IM@A g BOAST

: ‘ x '
AN ﬂ" H ‘,

RORCEIREIREAT D L LS i @@“mﬁﬁggﬁﬂi@%@

Target player must run from Action: Add all players levels together. Add Action: Adds 7 drinks, 3 Treasures and
current Monster. total to Monsters Drink Value. 1 Level to Monster.
‘It carries a secret cache of treasure.” “And now..he’s everyones problem.” ‘It attract pretty much anything.”

)

O

NODIMONSTIER

Action: Monster is worth an additional stant: Target Monster is now a Boss. Action: Reveal a new Monster. Add only
3 Treasures. its drink value to current Monster.




“Tri-Nitro-Beer.”

‘It's time to get schwiftyl” “Look at all this useful stuff!”

BREAKDOWN TRASHED L T.MB.

0 DRIES oo

drlnks on current Boss, Monster or Discard entire hand. Remove 15 Action: Add +3 to Monster. Moves to the
Player are reduced to zero. drinks from Monster. next Monster drawn. (then discards)

SPELLEADK SOLOE SMASHED

“Supercalifragilisticexpialidocious!” ‘It is known far and wide. and is loved.” /

“That was a prime vintage!”

&

wh
N

+I +] LEVEL DESTIROHMAGHIDN

t: Every willing player may take 10 Action: Monster is worht 1 additional

drinks to gain 3 Treasures. level when defeated. ant: Destroy 1 Action attached to
the Monster.




“Nothing beats a good shield.” “You gon'learn today." “You'll wish you'd brought one later.”

SHIELD ) (MOONSEINE] ' Stey Lnver

{1 A1) GLDSE EIRELE NG @[M@@%

Action: Add 10 drinks to theMonster :tant: Take a random Treasure card
and close the circle immediately. from each other player

Interrupt: Reverse the effects of an

MONSTER CALLER MIX MAGIC

“Sounds like..a keg being tapped.” “Scrolls allow anyone to cast!..provided
they can read of course.” [

!f ! if ? i

PARTY POPPER

“Shake it like a polariod picture!”

SOSTIET WOVE HORSTER

Action: Add +4 to Monster. Moves to the Action: Move Monster to any player. Treasure.

next Monster drawn. (then discards)




“So I clearly can't choose the wine in
front of me! and I'll look down and Whlsper ‘No.”

“Why even be a Monster if you aren't
going to have Treasure?!”

K LOGIED ) | JAME CRALICE K HENNY )

=
U VR

m@ F@Emgmmﬁ ' Choose another player, bet X
drinks (limit 20). Whisper either 10r 2 to a Action: After this Monster is defeated, it
S NS s e TTeRsie second player. The chosen player guesses 1.0r 2. and all Actions attached to it move to the
If they are wrong, they drink the bet amount. next player. Where the circle begins again.
If they are right, you do. (rewards are gained from both defeats.)

value becomes zero.

w...try not to think about it.”

‘That's it! You're cut offl’

LH@KHM@MHM CELLAR KEY

={ LEVEL UNIOCKSMONSTIER

Unlock, currently locked Monster.

Action: Monster grants 1 less level.



i “Never goes flat.”
“It's like he's trying say something.” “g out of 10 Rogues, choose Sneaks.”

— :
125
TREASURE TRADE ol EALS IBEIORE
3 3
Permanent: On your turn during the circle, Permanent: After you defeat a Monster; Permanent: You may ignore 1 Instant
you may take 4 drinks to gain the Top you may keep 1 Action played on it. of your choice played on you.
card from the discard pile Once per Circle.

THESUFFERRING! | TAMPER RING

“One of the 3 rings of marriage.”

“One part the Fuehrer, one part the Pope.”

“The best defense is a good offense.”

TRIEASURE TRADE HETI00 TRADE

Permanent: On your turn during the circle Permanent: On your turn during the circle, Permanent: Subtract 2 drinks anytime you
you may take 2 drinks to gain 1 Treasure. you may take 3 drinks to play 1 additional must drink to defeat a Boss or Monster.
Action on the Monster.




“Something, something. darkside.”

‘Its got what plants crave.”

2

. <
&
) o
y

Permanent: Subtract 2 drinks anytir}]e you

must drink to defeat a Boss or Monster.
(Does not count as a weapon)

Permanent: Subtract 3 drinks anytime you
must drink to defeat a Boss or Monster.

THIRST E@EP MEAT %@WE[P

PARGHED SHIELD

“Your shield she so thirsty.”

PINT POUNDER

‘Now Serving..pain!”

[GHDBE DRIES

at any time to ignore all drinks.
Additionally when you do, gain 1 level.

a

Permanent: Subtract 4 drinks anytime you
must drink to defeat a Boss or Monster.

RING OF RUIN

‘It 1l slowly destroy you.”

N /
; /s

TRIEMSURLE TERADE

Permanent: On your turn during the circle,
you may take 5 drinks to gain 2 Treasures.

MASTER CLASS

“I've drank with dragons!”

FREE HERD ABILITY

Permanent: Rolling your Hero Abititywduring

your turn in the circle is a Free Action.




So many pouches!

Thr

‘Classic storage extender.’

LAMBIE BELT %@Mﬂ%ﬂl H %ﬂﬂlmﬁ HOUR

Permanent: You may equipt al‘l Permanent: Your maximum hand size is Permanent: Each time you defeét a
Permanents even if you already have 1 increased to 10. Monster, all other players must take an
of that type. immediate 6 drinks.
U
‘They're vintage.” W:th my mind on my Treasure and “Suprisingly Light.”
my Treasure on my mind.”
o\
Q ¢
{
& 7
‘V\\/’J.
Permanent: When you defeat a Monster Permanent: You may take and keép 1
Permanent: Anytime you defeat a Monster all other players take drinks equal to the Action from a Monster you control.

gain +1 Treasure. total Treasure value of the Monster. (before deating Monster)




FORGE DISGARD

Permanent: On your turn during the circle;

you may drink 4 to force another player
to discard 1 Treasure of their choice.

BARTENDERS APRON

‘It’s a rough bar ok?"

3

Permanent: You may reflect 1 drink

giving played on you during
each circle.

CORN SCEPTER

It's all in the wrist.”

9. i

Permanent: Subtract 2 drinks anytifne you

must drink to defeat a Boss or Monster.
(Does not count as a weapon)

“Shaken, not stirred.”

FLEE S

Permanent: Running from a Monster
grants you 7 Treasures.

BREWDRASS

“Forged in the Rockies to lock in flavor.”

DOVBLE FERMANEXT

Permanent: Double the effects of 1
Permanent. (attaches to card)

‘It's 5 o' clock somewhere!”

DIRTY E@@H S@W PRINKERS

LEVEL PERK

Permanent: Anytime you gain a level
draw 2 Treasures.




WY ISERLAR

3 wicked brothers.”

If this is the 2nd Wiseman
drawn it gets +7 drinks & +1
Level If this is the 3rd
Wiseman drawn it gains +17
drinks & +1 Level.

VODEAROLDS

‘They mix with almost anything.’

Choose another
player. They must take total
drinks with you. (Only you get
the rewards.)

WM

'3 wicked brothers.”

&)
f_""} f 7

3

If this is the 2nd Wiseman
drawn it gets +2 Treasures. |f
this is the srdWiseman
drawn it gains +4 Treasures.

TEETOTALER

He's also a Vegan.”

\/\/\/\/ \/\/\/V

Actions played on this
Monster do not add drinks.
Instead, players draw X
Treasures. (X equals the number
of drinks the Action would add)

WYISERIAR

3 wicked brothers.”

If this is the 2nd Wiseman
drawn it gets +8 drinks. If this
is the srdWiseman drawn it
gains +12 drinks.

SHRHYI

Shots shots shots shots, shots.”

Players must take 3
drinks before playing any card
while this Monster is out.




SMBUER Ll Kl

“He ain't for everyone.” “The most honorable combat.” “Weird name, great taste.”

All players that are Player fighting Sake
the opposite sex of the may choose any other player ot
controlling players, must to defeat Monster instead. _ _ nstants
take total drinks. (only (Player who controls Monster that give drinks are doubled

controlling player gets rewarcls) still gains rewards) while Monster is out.

QLI RENRY MUPSLIDE

“Come at me brol” “Attacks anyone over level 3 “Brings all the boys to the yard.”
rc L C .

Anyone not wearing
green takes the total drink
value when the circle closes.
(other players do not gain
rewards)

Anytime a player
makes eye contact with the
player fighting this Monster.
They must take 3 drinks.

Players must
discard 1 Treasure before they
can play an Action.




MOREA

“You wanna little captain in you?"

All players must talk
like pirates for as long as
Monster is out. (any player
caught not doing so must
take 4 drinks)

LEMDNDR0S

‘Started from the bottom now we here.”

HOLUTOV

“They just want a sip.”

Worth 2 levels.
Every time this monster is
moved, add +10 to its drink
value.

NEITTEL M

Look at it, it doesn't even
know where it is right now.”

Before playing an
Action. Each player may choose
to rap a rhyme, if they do so,
they may draw 1 Treasure.

Drink giving Instants
that are played white this
Monster is out do not get
discarded. (They can only be
played once this circle)

AR DMATER

It's the blood of their enemies bro.”

All players must
add the word bro anytime

they speak. (Must drink 3 if
they forget)

HURSEMER

“One of four, signaling the end!”

This Monster gains
+5 for every other Horsemen
that has already been drawn
this game.




DRSEMEN

“One of four, signaling the end!”

This Monster gains
+5 for every other Horsemen
that has already been drawn
this game.

BAY BOOSE

I am the terror that flaps in the night!”

As long as this
Monster is out. When a
player plays a Treasure card,
they may immediately draw
a Treasure to replace it.

ORSEMEN

“One of four, signaling the end!”

This Monster gains
+5 for every other Horsemen
that has already been drawn
this game.

EOLDSERILEGER

‘He wants to show you something.”

© 0

You may look at
the top 5 Treasure cards and
put them back in any order
you choose.

ORSEMEN

“One of four, signaling the end!”

This Monster gains
+5 for every other Horsemen
that has already been drawn
this game.

GEORGI0

“Watch out for that tree!l”

Any player
caught smiling while Georgio
is out must take 3 drinks.




GELLDS FAT FROG DIEE DRIPER

“Cute, colorful, murderous.” “.And a diet coke please.”

Any player caught Worth 2 levels.

making noise while Gellos are Once the circle is closed i
out, takes an immediate 3 Double Monsters total drink Hero abilities may
value. be rolled as a Free Action.

drinks.

SUP KNG EOSD BIAL COBEEY

“She litterally can't even.” ‘Did...did he just eat your shield

“All are fools in his court.”

Players must : : If Monster When defeated all
take 2 drinks before playing ends circle with an Odd drink players gain total Treasure
value, add +6 drinks to total. Value.

an Action on this Monster.




GORIPAR]

I am the greatest man that ever lived.”

Cannot be moved,
stolen or have its level
negated.

BLUBOM

“He sounds just like Morgan Freeman.”

Interrupts
cannot be played while this
Monster is out.

CHERRY

“Party starts in 3..2.."

-.‘3 f,/ J
V"""/
\ YWY Y

Each player rolls
the +/-dice on their turn
cduring the circle. Any player
rolling a + must take the total

number of drinks as well
(only defeating player gets rewards)

BIEER BEAR

“Does not want Pic-a-nic baskets.”

f"\

Players can only make
animals noises. Any player
forgetting must take the
Monsters total drink value.
(those players gain no reward)

!‘v

BRANDY ORG

“Smart enough for weapons. too drumb
for pants

Players must take 2
drinks before playing an
Action on the Monster.

BONMSLANA

‘Hey! I'm walkin" here!"

' g

Monster moves to
the player to the right, equal
to the number of drinks
added to it by an Action.




BALTRAZAR MFTERSHOR ABSINTH

‘The sun is a mass of incandescent gas.” “Its crystals are highly sought after.” 3 .
“Ball so hard mo'fucas wanna find me.”

Each player must

At the close of the circle. j give the controlling player a
If Monster is not worth at Each Action compliment before playing an
least 10 drinks. Balthazar played on Aftershok adds +2 Action on this Monster.
drinks to his total. (Cannot play an Action otherwise)

Grants no level.

Tl WA TR

Yy again In margarita vill

ERAITOR

‘BE (
\ lj. I‘l ~A\

Only attacks the player(s)
with the most cards when the circle
closes.

On yeattacks players with
2 or more Permanents:

Ry,

Gains drinks equal to the
total levels of all players combined.




s 1 level to the
least amount of Treasure
n the circle closes.
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