SQUIRMISH IS A CARD GAME FOR (Hifirty

2-4 PLAYERS... NO BABIES’ tgﬂ J,
30 MINUTES OR SO TO PLAY. {!L
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TO PLAY, YOU WILL NEED:
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GOAL:

BE THE FIRST
PLAYER TO KNOCK OUT
THREE CARDS.

(NOTE: FOR A LONGER OR SHORTER GAME,
PLAY FOR MORE OR LESS CARDS)
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card which you can
immediately place.

+* SPRINKLY WINKLY »
When thif card if
attacked, draw 3 card.

SKITTY KAT CLUBw
Can't be attacked
by a KKC member

SEQUENCE of PLAY

Il DRAW A CARD, IF YOU WISH

2: PLACE A CARD, IF YOU WISH L{m@
3: MOVE OR ATTACK AL READY!
-

——

4: RESOLVE ANY ABILITIES
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W . .= SQUIRMISH TERMINOLOGY

Shuffle the cards and deal out five face-down

to each player Set the remaining cardf in a pile, ';;_ ACTIVE GROUPS
which will be the deck. Turn thé top card over and —
place it next to the deck to gtart the digcard pile. /= " ADJACENT
The stinkiest player goes firgt. I thif cannot be ! (5 :J
on, the oldest player goes firgt. If everyone wag born = o
at the fame moment, ufe rock-paper-fcifforiy. _— BASIC ATTACK
Should that fail, uge pistols at hitgh noon.
BATTLE CRY
Playery can choofe t0 take a card Off the top of the deck and
their hand. A player may have up to five cards in their ime.
¥ they have more than five cardf, they must digcard one , CARD LIMIT
DAMAGE
Before a card can figh'l', it mugt be placed in The Sguir-rn‘ljh, the DAMAGE COUNTERS
u.ri'rhinq maff of cardf haﬂlirrq in the middle of the table.
To place, a player can either: DECK
® Set a card from their hand adjacent (to the top, bottom, Hfurﬁtfhﬂ DISCARD PILE
to the edrfge of another card in play, OR
® Replace a e-free card they already have in play with a card GROUP ABILITY
from their hand. They digcard the replaced card in the discard pile.
At mogt, a card can have four adjacent cardg, one on each fide, and no
card can have more than one card adjacent on the game fide. GROUPS
Each player can have up to five cardf in play at a time.
Obviously, the first player simply places a lone card looking for a fight.
Each player’s cardf face that player, which if how you can keep frack HAND
of who controly what card.
When phcinq a card, if a player readf the "battle cry” at the bottom HEALING
of the card out loud in a §illy voice, dumq §0 qdives them + DAMAGE or
+| HEALING on their next attack if attacking with that card on that HITPOINTS (HP)

turn. If multiple cardf are attacked by the placed card on that turn,
this only applies to one attack of the attacker’s choice.

If a player choofef to move a card, they fimply swap ity pogition in IN PLAY
The Egu'r-mi;h with an adjacent card. KNOCKED OUT

If they chooge to attack a card, they firft declare which one of their
cardf if attacking which other card. Cardf can only attack adjacent cardg

(cardf tO the top, bottom, left or ri?hﬂ unlegs the card fayf otherwige.

To attack, players roll a die and read the effects in the bagic attack at the MOVE
top of the card. If they t to declare their attack before rolling, the

attack haf no effect. Place countery on the attacked card T NO EFFECT
record the done (or: if it if a attack, remove them). Any

modifiers (e : x2 DAMAGE) affecting an attack are applied addition and

fubtraction multipliers firft before any multiplication or divigion multipliers. PLACED

If a player’y attack does enough e 10 a card to leave it with no

hitpointg, that card if knocked out and it goes into the attacker’s PRIZE GUYS
victory pile. While player§ can attack their own cards, if they knock

them out they are digcarded rather than ?oinq into their victory pile. REPLACED
Any cards difconnected from the Squirmith by a knock out

must be immediately re-attached to any open card edge around

the perimeter of the Squirmish by the cunfrullinq player If multiple RE-ROLL
cardf are difconnected, re-attach ;'rarﬁntg with the cardf of the ROUND

player whoge turn it if and ¢go clockwise. If there are Two § with
multiple cardg, the player whoge turn it if reattaches the two groups,

keepinq the cards in the fame :nnﬁqur*a'riun in both groups. STARTING HITPOINTS

Every card has a gpecial ability ligted on it. Some cards only uge gpecial SPECIAL ABILITIES
abilitief when aﬂa:kipq, others are ufed when the card if attacked,

and other{ are uged in other gituations ag ftated on the cardf.

Some cards algo have group abilities, which are gimilar to gpecial abilities,
but are affected by other group member cardf in play. Group abilities
aremivacﬁvareduhenmwefhmwmmberufthafgmupi;inplaf.

Read the cardf and remember your abilitief 0 you can uge them at the
appropriate time. If you fordet to uge an ability until after the turn
you would use it on has pagsed, it i too late to uge it.

After the abilities of the cardf in play are refolved, the player whose turn it
if declares their turn over and the next player clockwige ftarty their turn
Any feriouf digpute over interpretation of a particular ability on a card

fhould be refolved with rock-paper-fcigfors. Any filly disputes should be
rejolved by hiﬂ'inq each other with focks filled with jelly.

/ 7 ONLY TERM
THE SQUIRMISH PO TNEED IS |
VICTORY PILE e J

ABILITY SYMBOL KEY
+ SPECIAL ABIL\TY )
¢ GROUP ABILITY

#/ ATTACKING ABILITY

v DEFENSIVE ABILITY SPECIAL THANKS TO MY DAUGHTERS MITZI AND ESTHER, WHO HELPED
% HEALING ABILITY CREATE THIS GAME. ALSO THANKS TO LEIGH ANME, MOM, DAD, SEAN,
@ WEIRD ABIL\TY BEM, HEMRY, THE CANNOMNS, THE FAUSTS, THE LEVELWINDS, MALIK AMD
SORREL FOR ENCOURAGEMENT, ADVICE AND PLAYTESTING.
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