
Turn Begins1Open theDoorTake 1 Door Card,fae upIs it a. . .Monster?Is it aCurseor a Trap? Plae ard into hand or putard into play right now.Curse/Trap takeseffet. . . on You! Rightnow! Aren't you luky?2Look forTroubleDo you havea Monster ardin your hand? Do you wantto �ght thisMonster?3Loot theRoomTake one Door ard faedown and plae it in yourhand or put it into playright now. 4Charity Do you havemore than 5 ardsin your hand? Are you lowestLevel or tied forlowest Level?
Disard exess ards. Give exess ards to livingharaters with lowestLevel (or tied for lowestLevel). Turn Ends

Combat Compare total Levels ofall Monsters to total ofyour Level& bonuses(plus your Helper's Level
& bonuses, too.) Can you beatthe Monster(s)? Must youRun Away?Hasanything hangedduring the `2.6 seond'pause? Runnersmust roll 1d foreahMonster.You killed theMonster(s).Inrease your Levelappropriately. Runner esapes!

Persuade someone to helpyou. Pik just oneHelper.Choose wisely.Bad Stuff happens. . .Maybe multipleBad Stuff!Go to4Charity3Loot theRoom Take the appropriatenumber of Treasure ards,fae down if you werealone, fae up if you had aHelper.
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Munhkin, Mostly On One PageWhen To Play. . .�Divine Intervention,Hoard: As soon as you get them � they have�immediately� in their text.�GUAL, Curses: Any time, even during ombat.� One-Shot Items: During any ombat (unless the ard saysotherwise), from ards in play or in hand.�Monster Enhaners: During any ombat.� Treasures, Raes, Classes, Styles, Powers, Loyalties, and Train-ings: As soon as you aquire them or from your hand at any timeduring your turn. You Can Have In Play� 1 Big Item (not inluding a Steed)� Any number of small Items� 1 Sidekik� 1 Steed� 1 Rae, 1 Class, 1 Loyalty, 1 Style,1 Training� Powers with sum of Ranks no more thanyour Level� Any number of OriginsYou Can Use� 1 Headgear� 1 Footgear� 1 Armor� 2 1-Hand Items or 1 2-Hand Item� 1 Complex ItemItems in play whih are not being used shouldbe turned sideways.

Things to Do When You Are Dead� Keep your Level, Classes, Raes, Styles, Powers, Loyalties, Trainings and anyurses with lasting effets (ChikenOnYourHead is a good example). Originsare disarded (not looted).� Lay out your hand, fae up, next to your other ards in play.� In Level order (high to low), eah living harater gets to take one ard.� Disard any leftovers.� You live again at the beginning of the next player's turn.� Just before the beginning of your next turn, draw 2 Treasure Cards and 2 DoorCards, fae down. Put any of these into play as you will.

Rules Even Munhkins Need to Heed� You have to kill a Monster to get your 10th Level (and win!).� Cards overrides rules (and this hart!).� One ombat starts, you an not hange whih Items you are already using, or play new ones exept one-shot Items; however, you an disard your Rae, Class,Training, Style or Power. If it is your turn, you may play new Raes, Classes, Trainings, Styles or Powers.� Only the ards in play (displayed in front of you) ount for trading, bribery, ombat, et. One a ard is in play you an't pull it bak into your hand � you anonly trade, sell or disard it.� AHireling (or Sidekik, or Mook, or Minion) an be disarded in order to esape all the Monsters you are faing instead of rolling to Run Away. However, itan not be done to avoid Bad Stuff after a failed roll.
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