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Interfering With Combat

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

Use a one-shot card. You could help another player by using a
one-shot to strengthen his 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 cither during
your own combats or during someone else’s combat.

Add a monster from your hand to join the combat, such as with a
Wandering Monster card or by using the special Undead rule.

Backstab a player in combat, if you're a Thief.

Curse them, if you have a Curse card.

RUNNING AWAY

If nobody will help you . . . or if somebody tries to help, and your fellow
party members interfere so the two of you still cannot win . . . you must Run
Away. You don't get any levels or Treasure. You don’t even get to Loot the
Room. And you don't always escape unharmed . . .

Roll the die. You escape on a 5 or more. Some Class and Race
abilities and some Treasures make it easier or harder to Run Away from all
monsters. And some monsters give you a bonus or penalty to your roll for
that monster only.

If you fail to Run Away from a monster, it does Bad Stuff to you, as
described on its card. This may vary from losing an [tem, to losing one or
more levels, to Death (see below).

If you are ﬂeeing from multiple monsters, you roll separately to escape
each one, in any order you choose, and suffer Bad Stuff from each one that
catches you as soon as it catches you.

If two players are cooperating and still can’t defeat the monster(s), they
must both Run Away. They roll separately, and each player chooses in what
order to Run Away. The monster(s) CAN catch them both.

Once you have resolved all Run Away rolls, discard the monster(s).

DEATH

If you die, you lose all your stuff. You keep your Class(es), Race(s),
and Level (and any Curses that were affecting you when you died) - your
new character will look just like your old one. If you have Half-Breed or
Supcr Munchkin, keep those as well. Once you have died, you don’t have
to Run Away from any remaining monsters.

Looting The Body: Lay out your hand beside the cards you had in play
(making sure not to include the cards mentioned above). If you have an Item
attached to a Cheat! card, separate those cards. Starting with the player with
the highest Level, everyone else chooses one card . . . in case of ties in Level,
roll a die. If your corpse runs out of cards, tough. Once everyone gets one
card, discard the rest. Looted cards go into players’ hands.

Dead characters cannot receive cards for any reason, not even Charity, and
cannot level up or win the game.

When the next player begins his turn, your new character appears and can
help others in combat with his Level and Class or Race abilities . . . but you
have no cards, unless you receive Charity or gifts from other players.

On your next turn, start by drawing four face-down cards from each deck
and playing any legal cards you want to, just as when you started the game.
Then take your turn normally.

Example of Combat,
With Numbers and Everything

Samantha is a Level 3 Halfling Cleric with the Candletick
(which gives her +3 to her combat strength). She kicks open
the door and finds the Level 6 Chrysanthemummy. Samantha
and the monster are tied at 6, and monsters win ties, so she is
losing.

Samantha: It stinks in here! | need something minty-fresh!

She plays Minty-Fresh Moop, giving herself +4 for this
fight. Now she’s winning, 10 to 6.

Samantha: Eat weedkiller!

Ian: You forgot, this is Moop we're talking about. This ain’t no
ordinary Chrysanthemummy!

Ian plays . . . Imbued With Magical Energy. adding 10 to
the Chrysanthemummy’s combat strength. Now Samantha is
losing, 16 to 10.

Samantha: Drat! | can discard two cards for my Turn Undead
power, but that only gets me +6, and I'll still be tied.

Ian: My fiendish plan all along! - So, would you like some help?
(Tan is playing a Level 4 Human Thief with +5 in other bonuses. That
+9 would raise the combined combat strength of the munchkin side to
19, more than enough.)

Samantha: Ugh, 1 guess. Will you do it for half the Treasure and |
pick first?

Tan: T'll take that deal, sure!

Samantha: Cool. Anyone else?

No one clse says anything, so Samantha goes up a level and
draws four face-up Treasures: two for the Chrysanthemummy
and two for lan’s enhancer. Samantha and lan alternate picks
until each has two Treasures. And the game goeson. ..

If drawn face-up during the Kick Opcn The Door phase, Curse cards
apply to the person who drew them.

If acquired some other way, such as by Looting The Room, Curse cards
go into your hand and may be played on any player at any time. ANY time,
do you hear me? Reducing someone’s abilities just as he thinks he has killed
a monster is a lot of fun.

Usually, a Curse affects its victim immediately (if it can) and is then
discarded. However, some Curses give a penalty later in the game or have
a continuing effect. Keep these cards until you get rid of the Curse or the
penalty takes effect. (Curse cards you keep as a reminder may not be discarded
to power Class or Race abilities. Nice try!)



Note: If someone plays a “your next combat” Curse on you while you are If a Curse applies to something you don't have, ignore it. For instance,
in combat, it counts in that combat! The same is true for a “your next turn” if you draw Lose Your Armor and you have no Armor, nothing happens;
Curse played during your turn. discard the card. (Some Curses have alternate effects, though, so read

If a Curse can apply to more than one Item, the victim decides which Item the card!)
is lost or Cursed. There will be times when it will help you to play a Curse or Monster on

More Munchkin!

Visit munchkin.sjgames.com for errata, updates, Q&A, and much
more. To discuss Munchkin with our staff and your fellow munchkins,
visit our forums at forums.sjgames.com. Check out munchkin.
sjgamcs.com/ resources.html for reference cards, playmats, and
dozens of links.

Use the #PlayMunchkin hashtag on social media to get our
attention!

Twitter. Our Twitter feed often has Munchkin news (or bonus
rules!): twitter.com/SJGames.

Facebook. Connect with other fans on our pages for Munchkin
(facebook.com/sjgames.munchkin) and Steve Jackson Games
(facebook.com/sjgames).

Instagram. We post lots of pictures of new Munchkin stuff to
instagram.com/ stevejacksongames.

For more information about this Munchkin game, go to munchkin.
sjgames.com/ magicalmess.
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yourself, or to “help” another player in a way that costs him Treasure. This is
very munchkinly. Do it.

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 heights — or lows:

Combining different Munchkin sets. You can mix two (or
more) base sets and expansions together for a genre-crossing mega-
Munchkin adventure! Space plus Old West? Kung fu vampires? No
problem!

Expansions. These add still more monsters to kill, 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, gamcrfindcr.sjgamcs.com - but if you
don'’t have a local store, we'll be happy to sell them directly to you at
warchouse23.com.

Turn it up to EPIC! Playing to Level 10 just isn’t enough for
some people. To satisfy their insane cravings, we've created Epic
Munchkin, a new set of rules that gives all your Munchkin sets that
high-octane boost you need to make it up to Level 20! Look for it at
munchkin.sjgames.com/epic - it’s completely, absolutely FREE!

All of the above!!!

Faster Play Rules

For a faster game, you can add a “phase 0” 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 a player reaches Level 10 in
a fight where he had a helper, the helper also wins the game, no matter
what Level he is.
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