
RESPAWN 
THE PAINFUL QUEST FOR PERFECTION 

 
 

Lead a spirit through successive reincarnations to achieve 

perfection. Sometimes, death is just the beginning of the next 

stage on the journey. 

 

SETUP 

3 to 6 can play. You will need the Control Sheet, tiles, cards and 
counters included in this game and a die, a chip and three tokens 

(coins, buttons, anything you have handy) for each player. 

Separate the tile labeled Start from the rest and place it at one end of 
the table. Shuffle the rest of the tiles and pile them facedown. Take 
the top six and place them, face down, forming a straight path 

leading away from the Start tile. 

Each player must choose the chip that will represent him and place it 

on the Start tile. 

Divide the deck into the Character and Mission cards. Shuffle both 
decks and place them face-down on the table. Each player must take 
a card from the top of each deck. The Character card must be placed 

face-up in front of himself, but the Mission card is kept secret. 

Place on top of the table in a visible spot the Impetus, Order and 
Retribution Control Sheet and place each player’s tokens in zero for 

each cathegory. 

STARTING AND FINISHING THE GAME 

Any tile with a yellow or red edge among the seven already on the 

table is flipped face-up. When it’s flipped, its effect does not activate. 

Each player rolls the die. Whoever gets the highest result goes first. 

Play proceeds in turns, each with several phases (see below). When 

the first player finishes, the player to his left goes, and so on. 

The first player to reincarnate for the third time wins. If two players 

reincarnate for the third time at the same time, they both win. 

TURN PHASES 

(1) Place a New Tile: Draw one tile, face down, from the top of 
the deck. Without looking at it, place it in a legal space. See 
Tile Placement, bellow.  

(2) Movement: Roll the die. The result is the maximum number 
of tiles you may move. You cannot end your move in the same 
tile you started this turn. 

(3) Face the Event: If it’s face-down, flip the tile where your 
move ended face-up. Follow the instructions on it. 

It is now the next player’s turn. 

TILE PLACEMENT 

In the game you will find101 tiles. One of them is Start. All the others 
represent different decisions of events in the life of the Characters. 48 
of them are decisions and events with minor consequences and have 
white edges. 40 are decisions and events with serious and potentially 
deadly consequences for your Character, and have yellow edges. The 
12 remaining tiles are globally-encompassing events that can either 
destroy the world as it is known or give your current incarnation a 

considerable advantage. 

White-edged tiles can only be placed following a straight line with two 

previous tiles. 
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Yellow-edged tiles can be placed anywhere on the table, in direct 
contact with another tile. If one is placed continuing a straight line, it 

is immediately flipped face-up and its effect does not activate. 

Yellow-edged tiles can be placed anywhere on the table, in direct 
contact with another tile. They are only flipped face-up when a 

Character finishes his move on them. 

Tiles can never be placed forming a square two tiles wide. 
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The event on each tile can only be activated once per game, and only 

on the turn it is flipped face-up. 

TYPES OF EVENTS 

The color of a tile’s edges indicate the level of risk that activating it 

implies, as well as the possible consequences of such activation. 

White-edged tiles never have negative consequences. When he flips a 
white-edged tile, the player decides whether or not to activate its 
event. If he decides not to activate it, the tile remains face-up and it 

has no effect at all. 

Flipping a yellow-edged tile face-up can have deadly consequences. 
Sometimes the Character’s death cannot be avoided, and sometimes 
the player can pay Karma or Hedonism (see Karma and Hedonism, 
bellow) to emerge victorious from the encounter. 

Flipping a red-edged tile face-up has a starting 50% chance of 
causing an Apocalypse. If an Apocalypse occurs, the board is reset to 
zero. All Characters die and their Impetus, Order and Retribution 
points are lost. Players keep any reincarnated Character cards they 
have earned. Face-up red tiles on the table are removed from the 
game, and all the other tiles, save for the Start tile, are shuffled 
again. The game is set up as described in Starting and Finishing 

the Game. 

The alternative to an Apocalypse is an Apotheosis, which gives the 
activating player his choice of two Impetus, Order or Retribution 

points, both of which must be alike. 

 

 

KARMA AND HEDONISM 

Each Character comes into play with 1 Karma and 1 Hedonism point. 

These points are used to overcome events. 

In the case of white-edged tiles, the player may spend either Karma 
or Hedonism, as he sees fit, to gain the reward indicated by the event. 
The player may also choose to ignore the event, in which case it has 
no effect at all. Some white-edged tiles have events that don’t require 

spending Karma or Hedonism to grant their reward. 

Yellow-edged tiles have two types of events. Some cause immediate 
death for the player’s current Character. The rest require a payment 
of either Karma or Hedonism for the Character to survive and claim 
the reward. If the character succeeds, he gains the reward and 
recovers the Karma or Hedonism points he spent, and receives an 

additional point of the same kind. 

Events on red-edged tiles cannot be avoided by any means. 

CHARACTER DEATH 

When a Character dies as a consequence of an event, his Character 
card is placed on the bottom of the deck, as is his Mission. His 
Impetus, Order and Retribution points are lost. The player’s chip is 

removed from the table. 

At the beginning of his next turn, the player draws a new Character 
and Mission card from the decks. The new Character comes into play 
with 1 Karma and 1 Hedonism point, and without any Impetus, 
Order and Retribution points. The player places his chip on the Start 

tile. 

MISSIONS AND REINCARNATION 

When a Character fulfills the condition specified on his Mission card, 
he automatically reincarnates. The player removes his chip from the 
table and places the Character card in front of him face-down. The 
Mission card is placed on the bottom of the deck.  

At the beginning of his next turn, the player draws a new Character 
and Mission card from the decks. The new Character comes into play 
with 1 Karma and 1 Hedonism point, and without any Impetus, 
Order and Retribution points. The player chooses where to place his 

chip, on any tile at the end of a straight line. 
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Most Missions ask for the player to accumulate a given number of 

Impetus, Order or Retribution points. 

If a player draws a Mission card and it refers to an Apocalypse or 
Apotheosis that has already left play, that Mission card is removed 

from the game and the player draws a new Mission. 

CHARACTER INTERACTION 

Whenever a Character finishes his move on a tile already occupied by 
another Character, there is an interaction between them. This event 

can have different consequences, determined by a die roll. 

The results can be: 

Result Consequence 

1: Characters exchange Missions. 
2: Players exchange Characters, but keep their Karma, 

Hedonism, Impetus, Order and Retribution points. 
3: The player whose move caused the interaction may offer one 

point of Karma in exchange for 1 point of Hedonism. The 
other player decides whether or not to accept the trade.  

4: The player whose move caused the interaction may offer one 
point of Hedonism in exchange for 1 point of Karma. The 
other player decides whether or not to accept the trade. 

5: Each player rolls a die. The one with the highest score steals 
1 point of Karma from the other player, if he has one. 

6: Each player rolls a die. The one with the highest score steals 
1 point of Hedonism from the other player, if he has one. 

 

If a Character finishes his move on a tile already occupied by 2 or 
more Characters, the player controlling the arriving Character 

decides with one he wants to interact with. 

 

MEDITATION AND CATHARSIS 

Once in a turn in which the Character hasn’t activated any events or 
interacted with any other Character, he may decide to have his 
Character Meditate or experience a Catharsis.  

If the Character Meditates, he may convert 2 points of Impetus, Order 
or Retribution (both alike) into 1 point of any other of these. 

If the Character experiences a Catharsis, he may convert 3 points of 
Impetus, Order or Retribution (all alike) into 1 point of Karma or 

Hedonism. 

CHARACTERS 

Each Character has a special ability that may be activated once 

during the game, each time he is put in play. 

THE END OF TIME 

In the event that at the beginning of a player’s turn there are no tiles 
on the pile, an Apocalypse occurs immediately. 

RULES CONTRADICTIONS 

When the cards disagree with the rules, follow the cards.  

 


