
Hunting (2–5 players)

Overview
You and your buddies have been hired to 
kill off the last of a species that has been 
causing havok to the Kings friends dogs 
pet mouse. It shouldn’t be too difficult, but 
only one of you will be getting paid, the one 
bringing back the most creature parts. Be 
sure you take the kill and the subsequent 
parts so you can flaunt your new status at 
your old buddies!

Components
1 Monster Deck
 36 Creature Parts
 6 Creature Heads
43 Trick Cards
30 Strength Tokens each of 4 colors
5 Turn Order Cards
10 6 sided dice

Objective
Kill the Creature Heads to take all it’s 
associated body parts. Be the first to 
acquire 12 total body parts.

Setup
Each player begins with 10 strength tokens 
and 3 Trick Cards and 2 dice. The trick deck 
and creature decks are placed in a central 
location to all the players with space for a 
trick discard pile.
Reveal the first two creature parts from the 
creature deck. If the first is a creature head, 
do not draw a second.
Determine who goes first with arm 
wrestling.

Turn Order
1.  Sell trick cards from your hand for 

strength tokens equal to the value noted 
on the card. You cannot exceed 10 
strength tokens.

2.  Draw 1 card. You cannot exceed a hand of 
3 cards.

3.  Draw 3 strength tokens to a max of 10
3.  Set your attack strength by setting aside 

a number of tokens from your available 
strength.

4.  Roll to try and match a result of either of 
the two creature parts (the number on 
the card matched to a single dice). You 
do not have to call which creature part 
you are attacking specifically.

5.  You may pay the cost of Trick cards any 
time after the initial roll.

6.  If you can match either of the two 
available creature parts with a single die. 
Place your strength tokens that you set 
aside for this attack on that card. 
 
If you cannot match a result, all your set 
strength tokens are discarded 
 
If you can match both available creature 
parts. Your set strength tokens go on 
the first creature part. Roll 1d6 and add 
strength tokens equal to the result from 
your discarded tokens onto the second 
card.

After The Turn
Draw cards from the creature deck so that 
there are no more or less than 2 parts to 
attack. 
If the creature head has already been drawn 
and there is only one part left to attack 
do not draw any more cards. Defeat this 
creature before drawing more. 
If two cards are drawn and one is a creature 
head, it goes on the end of the creature 
regardless of draw order.
If two creature head cards are drawn, use 
the first drawn and shuffle the second into 
the remaining creature deck.



Special Dice Conditions
Doubles -  If at any point two dice have the 

same result on them. The attacker 
may choose any result for one of 
the two dice.

Killing a Monster
At any point a creature head card may be 
drawn. No more creature parts are drawn 
until the creature on the table is entirely 
defeated meaning, every single part on 
the creature has been hit including the 
head. Killing the head before the rest of the 
creature does not result in an early win.
Once a creature is defeated. Tally tokens of 
each player who contributed in killing the 
creature. The person who contributed the 
most gets the entire creature. In the event 
of a tie, the last player to get a hit in wins 
the creature.

Trick Cards
The cards may only be played during your 
roll phase and cannot be played until you 
have rolled. To play a trick card you must 
pay the cost indicated at top of the card 
(circled) from your remaining available 
strength.


