
After the Turn: Cleanup. 

After every turn, both players must perform a
“Cleanup” step, in which unsupported cards are
removed from play.

With the exception of Events and Surprises,
which are discarded immediately after use, all the cards
in Fight City are designed to stay in play if they are sup-
ported. Each of these cards has at least one input,
something like Cash or Fear, that must be covered to
keep that card in play. Most cards also have at least one
output, which can be used to support other cards.

Inputs are located in the bottom corners of
most cards, and up the left side of Weapons
and Guards. They are represented by a white
symbol in a black circle. Inputs are satisfied
by the outputs of other cards, with the excep-
tion of “Cash”, which you cover with coins
from your Bank.

Outputs are found in the top corners of
most cards, and are represented by a black
symbol. Outputs can satisfy the inputs of other
cards, keeping those cards in play. 

To keep your cards through Cleanup, you must
cover every input with an appropriate output of the
same type, as shown above. During Cleanup, any cards

To Begin:

Each player chooses a deck and shuffles it. You
can play the “A” vs. “B” deck, or use two decks of the
same type. You can also create your own deck using any
assortment of Fight City cards, as long as you keep it
between 50 and 60 cards.

Each player draws a starting hand of seven cards.
Set the rest of your deck aside, with space for a discard
pile beside it.

Each player starts with a “Bank” of ten dollars
(ten coins or counters). There is also a central area for
money called the “Pot,” which starts empty. 

The Object of the Game: 

Your goal is to run your opponent out of money,
i.e., to reduce his Bank to zero. You will do this by using
Fighters and other cards to chip away at his Bank, while
trying not to spend or lose too much of your own. The
first player with an empty Bank loses the game. 

Note: Money you are using to support cards in
play is no longer in your Bank!

On Each Turn:

There are three different kinds of turn: Build,
Draw, and Fight. Each turn type has two things in
common: Events, which get played before the turn
begins, and Cleanup, which happens after it ends.

Before the Turn: Events.

Before you take any type of turn, you can play
Event cards that are specific to that turn. For example,
before a Draw turn, you can play Draw Turn Events. 

Most Events require that you have a particular
symbol in play. This symbol must be showing on at least
one of your own cards in play before you can play the
Event.

You can play several Events on the same turn.
Every Event card describes exactly what it does.
Once played, Events go into to your discard pile.

Destroy: If a card is “destroyed” that means it
gets discarded from play. Destroy is not synonymous
with kill.

Guards: Guards count as Fighters, but they can’t
strike players. Their primary functions are to hit other
Fighters, and guard the locations that support them.
Anything that refers to “Fighters” also includes Guards.

In Play: All the cards on the table are “in play,”
including cards controlled by other players. Cards in
decks, hands, and discard piles are not in play.

Kill: Fighters are typically only “killed” in a Fight,
though they can also be explicitly “killed” by a card like
The Very Clever Pipe Game. If a Fighter is discard-
ed during Cleanup, or leaves play for any reason other
than being struck in a Fight or specifically “killed,” it is
not considered killed. It therefore won’t trigger effects
like those of Mister Ho’s Chop Shop or Fight City
Hall.

Sacrifice: To “Sacrifice” a card means to dis-
card it from play for a particular effect. 

Speed 100: “Speed 100” is defined as a moment
in the Fight before any Fighters take their Strike.
Although it’s currently impossible, even if a Fighter had
Speed greater than 100, Speed 100 Surprises would still
go before him. 

“Take the Money”: Unless a card tells you to
put money into the Pot, when you “Take the Money”
from somewhere, it goes into your Bank.

Unguarded: Some cards can only affect
“unguarded” Locations; these are exactly as they sound,
Locations that don’t have Guards built on them. A nor-
mal Fighter attached to a Location does not technically
guard it. That Location must have a Guard.

Unique: Only one copy of any unique card can be
in play at the same time. If a second copy comes into
play, the first is discarded.

Changes for Multi-Player Games:

If there are more than two players in the game, the
following rules are added: 

• When a player calls a Fight turn, he chooses
only one opponent. The other players do not participate
in that Fight. 

• The game ends when one person’s Bank is
empty. At that point, the player with the most money in
his Bank wins. 

• If there is a tie at the point where one player
drops out, then only the tied players remain in the
game, and they continue playing until one wins. 

Now, go beat people up.

Deck B List: Fighters: Absinthe Devlin Pierce,
Altruism Sedan Reed, Arbuck McFrye, Birthday Clown,
Black Crab (x2), Car Tel, F. Sanctimonious Pierce,
Georgia Reed Culvert, Jordan P. Beaufont, Juliet Pierce,
Larry Parks, Loose Cannon, Officer Angry (x2), Wily
Beggar, Zeppo the Clown. Guards: Angry Young Man
(x2), Renta Cop, Slacker. Locations: Beat Magazine
(x2), Fight City Hall (x2), Fight City Tribune, Friedey’s
(x2), Hertz Donut (x2), Mr. Ho’s Chop Shop, P. W. C.
(x2), Ratherbee’s (x2). Surprises: Gun in my Pocket,
Hot cup of Joe (x2). Events: Dig, Laundry Day (x2),
Opportunity Creep, Physical Threat (x2). Weapons:
Automatic Pistol, Grenade, Laptop Computer, Molotov
Cocktail, Poison Darts, Sawed-Off Broadsword, Survival
Knife (x2), Sniper Rifle, Third Arm.
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About Cheapass Games:

We here at Cheapass Games are aware of two

basic facts about games: they cost too much, and

they are, at some level, all the same.

If you ignore the clever shapes they come in, the

cheap little plastic pawns are an interchangeable part

of most of the board games in your house. So are the

dice, the money, the counters, and just about every

disposable spare part. These parts can account for as

much as 75% of a game’s production cost, and that

cost gets handed to you.

If you had your choice, you’d probably invest a

little bit of money in one good set of gaming para-

phernalia instead of twenty crappy ones, and then just

buy the new part of every “new” game. Yet most game

companies insist on selling you the whole package

every time; it’s a little like bundling a can opener with

every can of beans.

Cheapass Games come packaged with the bare

essentials: boards, cards, and rulebooks. If you need

anything else, we’ll tell you. And it’s probably some-

thing that you can scrounge from a game you already

have, or buy cheap at a hobby store. Heck, if you

need to, you can even buy the parts from us.

And once you’ve got a collection of pawns, dice,

counters, and money, you can use the same ones for

every Cheapass Game. We’ve standardized our

designs so your gaming toolbox will last.

For a postpaid copy of our latest catalog, send

your request to: Cheapass Games, [Our Street
Address], Seattle Washington 98112. Or visit our

secret website at www.cheapass.com.

Story? What story?

It’s a City, and they Fight.
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The Fight Itself: In descending order of Speed,
each Fighter gets to make one Strike. Remember that
the active player gets a half-point advantage, so all of his
Fighters will strike before the opposing Fighters of the
same basic Speed. If you control more than one Fighter
of the same Speed, you choose which one goes first.

Striking: Fighters can strike opposing players,
or they can strike opposing Fighters. Fighters can also
“pass,” meaning they make no Strike at all. When a
Fighter strikes a player, that player pays $1 to the Pot.
When a Fighter strikes another Fighter, compare the
Fighter’s Hit to his target’s Block, remembering to
include the half-point advantage as appropriate. If the
Hit is bigger, the defender is killed, and sent to the dis-
card pile. If the Block is bigger, the strike has no effect. 

If a Fighter is killed before his chance to strike, he
does not get to strike.

If a Fighter with money on him is killed, that
money falls into the Pot.

If a Fighter loses his support card before he takes
his Strike, he still gets to strike. In general, unsupport-
ed cards are still functional, but they may wind up being
discarded in Cleanup.

After the slowest Fighter has taken his strike, the
Fight Turn is over and both players take a Cleanup step.

Note: The Speed of every Fighter is locked at the
beginning of the Fight, and can not be altered except by
Speed-100 Surprises, until the end of the turn. Read the
sidebar below about changing Speeds if this bugs you. It
will matter about once in every hundred games.

whose inputs are not covered must be removed from
play, to your discard pile. 

To save your cards during Cleanup, you can move
unsupported cards into unused outputs, and put cash
on cards that need it. But you cannot split up cards in
play or rearrange them to make new outputs available.
That’s only legal during a Build Turn. If a card is unsup-
ported in Cleanup and there are no free outputs to catch
it, that card will be discarded.

If a card has multiple inputs, they must all be cov-
ered to keep the card in play. 

If a Card with money on it goes away during
Cleanup, or at any other time except during its owner’s
Build Turn, the money on that card falls into the Pot.

During a particularly hairy Cleanup, you may
notice a cascade effect as several cards that support
each other disappear one after another. Work through
this process one step at a time, because you may reach
a situation where the remaining cards can now be sup-
ported by a free output. 

The Build Turn:

On a Build Turn you can bring cards into play,
rearrange the cards you have in play, and divest from the
cards you no longer wish to support. During a single
Build Turn, you can play any number of Fighters,
Locations, Guards, and Weapons from your hand, and
arrange and rearrange all the cards you have in play,
even leaving them unsupported if you wish. You are also
allowed to remove the money from any card you con-
trol, if you no longer wish to support it. Removing this
money puts it back into your Bank.

Note: You will notice that the more powerful cards
are generally harder to bring into play. 

Uniqueness: Many cards have “Unique” in their
description, such as “Unique Location” or “Unique
Fighter.” Uniqueness means that there can be only one
of this card in play (on the entire table) at a time. If any-
one plays a new copy of a unique card, the older copy
of that card is discarded.

For example, Benson Cleaners is a unique
Location. You will never be able to field more than one
copy of Benson Cleaners at the same time. However, this
also means that getting rid of another player’s Benson
Cleaners is as simple as bringing your own into play.
Even if you don’t intend to pay for it!

Ending Your Build Turn: Since it’s never clear
when you are finished with a Build turn, it helps to tell
your opponent that you are finished. Then both players
go through a Cleanup step.

Note: If a new card requires Cash, or any other
input, you do not technically have to cover it until

Cleanup. In fact, there are sometimes good reasons to
bring cards into play that you do not intend to support,
only to let them be discarded at the end of the turn.

The Draw Turn:

Draw is the simplest turn type. Before the turn,
you can play Draw Turn Events. The turn itself consists
of discarding as many cards as you wish from your
hand, and then drawing your hand back up to seven
cards, or whatever your current hand size is. 

Notes: The term “hand size” is meaningful only in
the Draw turn.  Your hand size is normally seven, but
can be modified by cards like Benson Cleaners. It’s not
a permanent maximum or minimum hand size, only the
number you fill up to when taking a Draw.

If you exhaust your deck, you will no longer get to
draw cards, but you can still take Draw Turns if you
want to play Draw Turn Events. 

After you draw, both players do a Cleanup step.

The Fight Turn:

In the Fight Turn, everyone gets to fight. Before the
turn, the active player (the player whose turn it is) can
play Fight Turn Events. During the Fight, both players
can play Surprises, as described below.

Fighters and Guards have three stats that pertain
to the Fight: Speed, Hit, and Block. These numbers
range roughly from 1 to 12, and can be modified by
Weapon cards, Events, and Surprises. 

At the beginning of the fight, the active player adds
one half point to the stats of all his Fighters. This
bonus will persist until the end of the turn. It prevents
any ties between the stats of combatant Fighters, giving
the active player the edge.

The Meaning of Speed: Everything in a Fight
takes place in a particular sequence, depending on its
Speed. Higher speeds go first, with “Speed 100” defined
as a pre-Fight moment before any Fighters strike. This is
a critical time, because it’s when both players are
allowed to play their fastest “Surprises.”

Surprises: Surprises are like Events, but with
two differences: they are played during a Fight, and
either player can use them. Each player may play as
many Surprises as he wishes. Speed-100 Surprises must
be played first by the player who called the Fight, (At
Speed 100.5), then by his opponent.  Other Surprises
play with the Speed of the Fighter they affect, since they
say “Play as a Fighter is taking his Strike.” Some
Surprises require that the Fighter they affect have a cer-
tain symbol. They will read “Fighter must have (X).”

Miscellaneous Notes:

Fight City is primarily a 2-player game, but it can
also be played by 3 or more (see below). That’s why you
will often find phrases like “another player” even
though there is only one other player. In general, the
rules language in Fight City is written to cover general
cases, many of which happen very rarely. 

We also plan to make new and unusual cards over
time. That’s why you’ll find generalities in the rules like
“Most Events require a symbol in play” when in fact, as
of this writing, they all do. Our intent is to leave the door
open for cards that have not yet been created. This kind
of language can make the rules seem a little mushy and
hard to grasp, so we try to keep it to a minimum.

Understanding the Card Texts:

Many cards have powers and abilities that are only
briefly hinted at in these rules. Some are even designed
to contradict the basic rules, which is fine. Following is
a short glossary to help with any questions you might
have about the function of these cards. 

Any text in italics is just for flavor. The
non-italic rules text pertains to the game, but when we
have the space, we usually can’t resist telling you a little
more about the game world. So we do it in italics.

Optional Instructions: If a card tells you that
“you may” do something, then it is an optional effect. If
it does not say so explicitly, then the instruction is not
optional. For example, Fight City Hall says you may draw
one card each time a Fighter you control is killed. You
can, but you don’t have to.

Impossible Instructions: If you are ever
instructed to do something impossible, like taking
money from an empty pot, or drawing from an empty
deck, you can just ignore the instruction.

Sequential Instructions: If the instructions
on a card are in sequence, you must follow them in that
order. For example, Burglary tells you to put $1 in the
Pot, then take money off a card in play. You must pay the
$1 first. If you have only $1 in your Bank, you would
lose the game by playing the card.

“Any Player”/“Another Player”: “Any
Player” includes you. “Another Player” does not.

Basic Speed: The number printed on the Fighter
card is its Basic Speed. 

Control: Control means ownership of cards in
play. Each player “controls” the cards in front of him.

Discard: This word can mean discarded from
your hand, or from play. During a Draw Turn, you are
normally only allowed to discard cards from your hand.

Why can’t Speeds change? We have to be
specific about assigning every Fighter a Speed at the
beginning of the Fight, and then sticking to it. 

With the exception of Speed-100 Surprises,
which can explicitly alter a Fighter’s Speed, nothing
else that happens in a Fight has an immediate effect on
a Fighter’s Speed. Why?

Consider the case in which a Weapon conveying
a bonus to a Fighter’s Speed is destroyed in the course
of a Fight (maybe with a Grenade). Let’s say the Fighter
has a basic Speed of 5, but the Weapon gives him a +5,
for a Speed of 10. The Fighter takes his strike at Speed
10, as he is supposed to. Then, at Speed 7, another
Fighter destroys his Weapon, and his basic Speed
becomes 5. Can he now strike again at Speed 5? Well,
that’s a neat trick, but we think it’s silly. So, we say that
his Speed is fixed at 10 until the end of this turn, giv-
ing that Fighter exactly one chance to take his Strike.

Hit and Block, on the other hand, are allowed to
change in the middle of a Fight. So when a Fighter
strikes another Fighter, all that matters are their
respective hit and block at that moment.


