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_.orphanage care facility. But his severe governorsth of the o
_ homefor lost chlldren anything but a haven. A firein 1939

* account of his family’s stay in the Thornhill tells ofunexplamed chlldren s Vowes the
£ sounds of little feet running through the night, of moaning heard inside the walls, even
" of parts of the house shifting. After leaving the Thornhill, Holland declared, “The place is
£ a house of the dead. No sane person can live well within its walls.”

" _'13 ghosts live in the Thornhill, victims of the devastating fire that happened so long ago.' -
* As a ghost hunter, you welcome the chance to stay in the ghostly orphanage. Will you be the
_ ' one to finally put the children to rest? Or will the malevolent child spirits drive you insane?

children contains the ffo[[owing Components

e 13 Ghost Mini-Cards
e 13 Toys Mini-Cards
e 20 Mansion Tablets EFE

= o 70 Children Cards .
[=]},

GANGRENE GAMES

LEARN'TO-PLAY
Tutorial Video
www.gangrenegames.com/children-rules

_ » 4 Player Pawns
8 Skull Tokens
1 Kitty Kitty Figurine

o@ect gf the Game

Players use toys to trap ghosts in a haunted mansion. At the end of the game, the player with the most trapped ghosts wms

Game Overview

di'en thé game you wander around the Thornhill Mansion trying to trap ghosts.







Deal the 13 Children mini-

deck face down off to the

side on the table. _ .\
Place the 20 Room
Tablets in a neat stack
face-down off to the side
of the play area.

Deal the 13 Toys mini-deck
face up over the face down
13 Children mini Cards to
create 13 2-card sets.

Place 2 Skull Tokens per _
player in the available skull '
tokens pile off to the side of |
the play area.

Turn all ghost cards in the -’ Fie il Shuffle sepia-side-up ghost
Children deck blue side - |@  cardsrandomly into the
down. 2P -~ B Children deck.




< Any Fate Cards and
_ o = : = : Ghost Cards dealt to

e 13 Ghost Cards in the Children deck. Make sure they are all placed ~ players must be placed

ue)mde?if}wn and shuffled randomly throughout the deck. Deal Eﬁ?é’;‘jlydziik into the

m the Children deck to each player. Do not deal Ghost Cards to :

. If you come across Ghost Cards while dealing, insert them randomly

ack into the deck, sepia side up, and continue dealing.

players may look at their cards. Players trade in any Fate Cards they may have for new cards from
the Children deck. Once all players have hands of 5 cards with no Fate Cards and no Ghost Cards, you
are ready to begin. Determine which player will take the first turn.

| aﬁmg a Turn

0 the following during your turn:

—F Play a Room Tablet (see “1. Play a Room Tablet” on page 5).
2. Take 2 actions (see “2. Take 2 Actions” on page 7).
3. Restore your hand to the current hand limit (see “3. Restore your hand to the current hand limit” on page 9).
- 4. Move 1 ghost (see “4. Move 1 Ghost” on page 10).
5. Move Kitty Kitty if you have the Kitty Kitty figurine (see “5. Move Kitty Kitty” on page 10).
- 6. Play passes to the player on your left.

0 P [?)/ “ Room T“g [et Room Name

Draw the top Room Tablet from the Room Tablet pile and play Room Floor
t face up on the table. The Thornhill Mansion is divided into 4 —
els, basement, 1st floor, 2nd floor, and 3rd floor. All floors of the m
‘hornhill Mansion may have up to 5 rooms.

ach Room Tablet represents 1 room. Place the Room Tablet face
on the table on its designated floor (written on the Room
let). If you are playing the first Room Tablet of the game,
ace it on the table such that the rest of the Thornhill Mansion
uilt around it. When possible, you must place Room
 adjacent to already in-play Room Tablets, such as
; g_a 2" story room next to an already in-play second story -
"o_m-or below an already in-play 3" story room.

itis lmp0551ble to place a new Room Tablet adjacent to an
oom Tablet, play it on its respective floor and leave
ace for i "-betw _en_ﬂo_o__rs that have not yet been built.

: .n_ in a grid with rooms directly to
bove d below each other Allow enough space g




Allow enough space
above and beneath floors

to place cards under
Room Tablets

Play all Room Tablets
only on their respective

floors.

Play Room Tablets adjacentto
already-in-play Room Tablets,
s pREemar either side by side or up and

down in straight lines.

Sometime when placing Room
Tablets, it is necessary to leave
temporary gaps between floors. Ife
this is the case, adhere to the rule
of placing rooms in straight lines
up and down and side to side.



_Each Room Tablet is marked with doors and trapdoors to allow travel from room to room. As a turn action, you may

‘move into an adjacent room provided there is a door or trapdoor between the room you are exiting and the room you are
entering. The door or trapdoor may be either in the room you are exiting or in the room you are entering. If there is no door
or trapdoor between two rooms, you may not move between them.

_"Y‘O_u rﬁay not leave a room with more cards in your hand than the current hand limit (see “Enraged Ghosts” on page 11).
~ After all, there are only so many items you can carry from room to room. The hand limit at the beginning of the game is set
to 5 cards. This will change throughout the game. If you have more cards in your hand than the hand limit, you must leave
~ cards in the room you exit by placing them face down underneath the bottom half of the Room Tablet.

':"Entering rooms is the main way to find devices, traps, toys, and ghosts. Each time you enter a new room, you must do the
- following in order:

~ 1. Draw a card from the Children Card draw pile (see “Draw a card from the Children Card draw pile” on page 8).
2. Look at cards that have been left in the room you have entered. Some cards (such as Trap and Fate Cards will have
~ immediate effects (see “Look at cards that have been left in the room you have entered” on page 8).

Master Bedroom
andar +

You may not move right
from the Wash Room to
the Dormitory because
there is no door between
the two rooms.

;'("

}

N"

You may move left from the
Washroom to the Master
Bedroom because there is a

door on the Master Bedroom
Room Tablet.

If you have more cards in your
hand than the current hand
limit, you must leave cards

under the Wash Room Tablet

before leaving the room.

You may move down from
the Wash Room to the
Billiards room because there

is a trap door on the Billiards
Room Tablet.

You must pick up the Children
cards beneath the Billiards Room
Tablet upon entering the room

and after drawing a card from
the Children Card draw pile.




Play Fate Cards
immediately after
drawing them from
the Children Card
draw pile. After
playing a Fate Card,

Play Ghost Cards beneath Room
Tablets that are not occupied by
players. Place Ghost Cards under
the top half of Room Tablets

so players can see the ghost’s
names and beloved toys. More
than 1 Ghost Card can be played
on a single Room Tablet. If you
draw a Ghost Card, do not draw a

draw a new card for
your hand.

replacement card for your hand.

A strict hand limit (5 cards at the beginning of the game) force players to leave cards face down

beneath Room Tablets. Each time you enter a new room, after drawing a card from the Children Card

draw pile, you must pick up any cards that have been left in the room and look at them. If you find
a trap, it immediately springs (see “Trap Cards” on page 17). Read the Trap Card to find out what
affect it will have on the game then remove the Trap Card from the game by placing itin a Chlldren

serdaisearc g, Cards left by a player, face

down, beneath the bottom

Other cards left in the room might include
half of a room tablet.

devices (see “Device Cards” on page 15)
and toys (see “” on page 14). You may put

these cards in your hand. But remember,
you can’t leave a room with more cards in
your hand than the current hand limit.
This might mean you have to leave cards
behind before exiting the room.

Place the next
12
adiacent o s o g" 955 he dray pilg iy oo

y as an action 10 draw 2 cards from the Children

Ao | drow ple.

& When entering a room, you must
always look at the cards beneath the
Room Tablet. However, if you begin your turn in a
room (as opposed to entering a room during your turn)
that contains cards, you may choose to either look at the
~cards and risk springing a trap or leave them alone:



ea 55#[[ Token e

You may forfeit turn actions in trade for skull tokens at the rate of 1 Skull Token per
turn action. You may keep a maximum of 3 Skull Tokens. The number of available Skull
Tokens is limited to 2 per player. If there are no Skull Tokens left in the available Skull Token pile, you are
out of luck until a player discards a token into the pile. Skull Tokens allow you to play Free Action Device
Cards even when it isn’t your turn. Each Device Card is marked as a Turn Action Device or a Free Action
Device. You may use turn actions to play both Turn Action Devices and Free Action Devices during your
turn. You may play Free Action Devices out of turn only if you have at least 1 Skull Token. To play a
Free Action Device out of turn, declare your intension to all players. Turn in a Skull Token by placing
it in the available Skull Tokens pile then play and discard your Free Action Device Card. You may not
play Turn Action Devices when it isn’t your turn, even with Skull Tokens.

Skull Tokens may also be used during your turn to make extra moves through the Thornhill
Mansion (1 move per Skull Token) or to play extra Turn Action and Free Action Device Cards

(1 card per Skull Token). Remember to turn in a Skull Token to the
available Skull Tokens pile for every action you take above your normal &
2 actions per turn limit. 9




Penny, the ghost currently haunting the Billiards Room,

can only move along the spectral flow. She can follow the
ghostly arrows to the left into the Parlor or to the right into
the Kitchen. She can not be moved up to the Wash Room or
down to the Wine Cellar because there are no ghostly arrows
pointing in those directions.




Runmng into Gﬁost.f

. If you ever find yourself in the same room as a ghost, you must either trap it or run away in terror

The Twins’s beloved
N | toy is the Parasol.
’\@, If you are in the
f‘ same room as The
& Twins and you
have the Parasol
in your hand, you
successfully trap

The Twins without

requiring an action.

Tmffmg Ghosts

Use Toy Cards from your hand to trap ghosts. It does not require a turn action
or a Skull Token to trap a ghost. If you are ever in the same room as a ghost and
have that ghost’s beloved toy (the toy that appears on the top right corner of
the Ghost Card) in your hand, you automatically trap the ghost. Place the Ghost
and Toy Cards in a stack in front of you for scoring at the end of the game. Do
not draw a replacement card for the Toy Card used to trap the ghost. '

Running _from Ghosts

If you are ever in a room with a ghost and you do not have that ghost’s beloved toy in your hand, it’s
time to cut and run. You must immediately remove 2 cards from your hand and put them face down
beneath the Room Tablet on which your player figurine stands and move to an adjacent room, adhes




“If so, place it enraged (blue) side up beneath any Room Tablet that is not occupled by a player. The hand limit 1mmedlately
~reduces by 1 card.

 All players except for the player currently playing his or her turn must immediately reduce their hands to the new hand
~ limit by either using Skull Tokens to play Free Play Device Cards or by putting cards from their hands face down beneath
_ the room tablets on which their player figurines stand. The current player will reduce his or her hand to the new hand
~ limit at the end of his or her turn. If 5 ghosts are enraged and present in
~ the mansion, the hand limit becomes 0 cards. In this case all players go
insane. The game immediately ends and the ghostly children win.

'A player moves his figurine
into the Wash Room, a room
currently haunted by Rosie.

Rosie’s beloved toy is the
Teddy Bear (printed on the

upper left corner of her Flipping over the
card). Because the player used the card pair reveals
’ Teddy Bear to trap Rosie, he Penny. Penny
! The player plays the Teddy flips over the mini card pair is currently
Bear from his hand to trap with the Teddy Bear on top. haunting the

Rosie. He takes Rosie’s card

and the Teddy Bear and puts
them in a pile in front of him
for scoring at the end of the
game.

Spire (3rd floor).

The player flips Penny’s card (she is
haunting the spire) over to its enraged
(blue) side. This reduces the hand limit
of the game by 1 card. All players, except
for the current player, must immediately
reduce their hands to the new hand limit
by ditching cards under their current

_ Room Tablets or using Skull Tokens to
- activate and discard Free Play Devices.



r movmg Kitty Kitty, give the Kitty Kitty card to another player of your ch01ce.

card Reference

iF__ollbwing is a quick lookup reference for every card type in Children.

Ghostly spectral flow
arrows, exits for ghosts.

Mansion Room Tablets (20 count

Use thé 20 Thornhill Mansion Room Tablets to build the
- Thornhill Mansion throughout the game. There are 5 Room Tablets for each level of
- the Thornhill Mansion: basement, 1st floor, 2nd floor, and 3rd floor.

Room name and floor.

';_'--'___Each room tablet is marked with its name, doors and trapdoors, and spectral flow
~ arrows.

- Players and Kitty Kitty use doors and trapdoors to move through the Thornhill
Mansion. To enter a room, there must be an entrance (door or trapdoor) on either
he room you plan to exit or the adjacent room you plan to enter.

ey . : - Doors and trapdoors,
The direction of spectral flow is marked in ghostly arrows. These . = 1 exits for

rroWs indicate the directions ghosts may move throughout the players and Kitty Kitty.

'._;_'céifc[rm'-Mini Cards (13 count)

h ' dren Mini-Cards are used to establish which ghosts become enraged during the

ch card is marked with a child’s photograph and the child’s name. These cards, along
he 13 Toys Mini-Card deck are dealt in 2-card stacks at the beginning of the game (see
Game Setup” on page 3). When ghosts are trapped, these 2-card stacks are flipped over,
’revealmg which ghosts become enraged (see “Enraged Ghosts” on page 11).




_-_Cﬁi[d'fm Cards (70 cound)

ou will use the deck of 70 Children Cards for the bulk of game play. These full-sized cards are

(e

ivided into 5 categories: Ghost Cards, Toy Cards, Device Cards, Trap Cards, and Fate Cards.

Ghost cards

. 13 unréquited child ghosts haunt the Thornhill Mansion. Ghost Cards in the Children Card deck represent these spirits.

‘Ghost Cards have the following information, a photograph of the child, the child’s name, and an icon of the child’s beloved =
_i:'oy: the toy that must be used to trap the child ghost. To trap a ghost, you must be in the same room as the ghost and have
the ghost’s beloved toy in your hand.

5~E-é_1ch ghost card is double-sided. One side represents the ghost’s calm temperament. The other side represents its enraged
‘temperament. When ghosts become enraged, if they are in the mansion, flip them to enraged (blue) side up (see “Enraged
thosts” on page 11). For every ghost wandering the mansion enraged side up, the hand limit reduces by 1 card.

Child’s beloved
toy, the toy needed s
to trap this ghost.

Child’s name.




ds in the'Chtldrén Card deck To trap a ghost, you must be in the same room as a ghost
it ghost’s beloved toy (.pr,mted on the upper left corner of Ghost Cards) in your hand

Device Cards

Devices can make wandering the Thornhill Mansion
easier for you. There are 2 types of devices, Turn Action Devices,
and Free Action Devices. You must use an action to activate any device
whether it is a Turn Action or Free Action Device. During your turn, you
may use your 2 turn actions to activate both device types (it requires 1 turn
action to activate any device). When it isn’t your turn, you may activate free
action devices by using Skull Tokens. You may not activate turn action devices
when it isn’t your turn, even with Skull Tokens.

Turn Action Device Free Action Device

Using a device puts it out of the game. Discard Device Cards after activating
them by placing them in a discard pile next to the Children Card draw pile.

All Device Cards are marked in the upper left corner whether they are Turn
Action or Free Action Devices. The device’s name and effect is written below the
device’s photo on the bottom 3rd of the card. :

Cau‘mf Free Action

If you find yourself in the same room as Kitty Kitty, things can get sticky. That is unless you have the
Catnip Device Card in your hand. You may use an action either in turn or out of turn (with a Skull
Token) to activate the catnip device. Discard the Catnip Device Card to have Kitty Kitty send you

to any room in the Thornhill Mansion, as long as that room is not occupied by a ghost. Kitt
\ does not follow you to the new room.




Are too many ghosts wandering the halls tipping your sanity? Use the feather to
send them away. You may use an action either in turn or out of turn (if you have a Skull Token) to
activate the Feather Device. Discard the Feather to banish any ghost up to 2 rooms away (counting
distance in straight lines, left-right, up-down, not diagonally). Banish a ghost by removing it from
the Thornhill Mansion and placing it in a random location in the Children
Card draw pile, calm (sepia) side up. You may ignore spectral flow arrows
and banish any ghost up to 2 rooms away.

&
s
r§'.

Secret Passage - Turn Action | i

~ Although the Thornhill Mansion shifts and moves as if alive, sometimes a secret passage can take

~ you right where you need to go. You may use an action or a Skull Token during your turn to activate
- the Secret Passage device. Discard the Secret Passage Device Card and move to any room as long sl Seon

as the room is either on the same floor or straight up or down from your /@ /m'ﬁhf,;” ,fmymg”i, ey,

current location. Ignore standard door and trap door movement rules and Wieal
go directly to the room of your choice.

Snow Globe - Turn Action

Children can’t resist mesmerizing reflective surfaces. You may use an action
or a Skull Token during your turn to activate the Snow Globe Device.

:fyau Imve ily :E(l’r o
oy,



A mask with supernatural powers can grant extra-sensory
capabilities. You may use an action or a Skull Token during your turn to
activate the Medico Della Peste Device. Discard the Medico Della Peste to peek at the

cards left in any room of the Thornhill Mansion. After peeking, put the cards §

The right tools for the right job, be it pulling bicuspid molars or defusing booby
traps. You may use an action or a Skull Token during your turn to activate the Dental Tools

Device. Discard the Dental Tools to deactivate and discard a single trap card that you encounter
in a room.

% qirop-
gnodion et
Ploy

Play a game of haunted room leapfrog. You may use an action during your turn to activate the Toad
~ Device. Discard the Toad to swap the room in which you are standing with any other room on the
-~ same floor of the Thornhill Mansion. You travel with your room to its new location. All items travel

; with the moving rooms, including cards, ghosts, and Kitty Kitty.

Play g
S an acti
Standing i, " 10 wap fhe To0m i ypi
Travel wiy Your et aom gy SVI/"uh You arg
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Trap Cards

Traps make life more difficult for your opponents. You can set traps by = '
leaving Trap Cards beneath Room Tablets. But be careful, if you enter a rdom_
that has a trap, even 1f you set it, it Wlll sprlng on you. There are 4 types of

. qediote!
ansion 1™

g the
e wonde " . Enraged ypjocg
X\\e “e“ 1o s O™ “"" “' 'Ile Ia ers any e "‘? Cricket
110 your g utit, along



Kltty Krtty _'Card may move your play figurine to any room in the mansion. If
Kitty Card, the Mouse Trap Card springs with no effect. Remove the Mouse
Trap card and leave Kitty Kitty where she is in the mansion.

ety hie

o
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Raven’s Shull 5

Only the deceased hear the cry of dead ravens. If you spring the Raven’s Skull Trap,
you must draw the next two ghost cards from the Children Card draw pile and place them in 2
rooms adjacent (straight up, down, left, or right) to your location.

Place the ,
'Jlllutem In rl., gh 0515 i the gy pile jn
Tooms

Voodoo Dol

Like a puppet master, a doll crafted in the supernatural can control both the
living and the dead. If you spring the Voodoo Doll Trap, the nearest ghost in the Thornhill Mansmn =
immediately comes to your room.

Crickets

The song of crickets, while caged, can be a useful tool. But when crickets /&
are allowed to chirp unbridled, the ghosts can get unnerved. If you spring the
Crickets Trap, the nearest calm ghost to your current location becomes enraged. Flip the j
ghost card to enraged (blue) side up and reduce the hand limit by 1 card. Exception: if you have the
':-Crlcket Cage Dev1ce Card in your hand, show it to the rest of the players and put it, along with the
Crickets Trap Card back in your hand.
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the removed rooms, place them in random locatlons in the Chlldren Cards draw
not 2 rooms unoccupied by players, remove as many as you can, up to 2.

A ‘ x
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Irwin B

Shortly before the turn of 20th Century, Irwin Biddle purchased the Thornhill
Mansion and turned it into an orphanage. His methods of dealing with lost children were often
el. Biddle severely punished children for even the slightest transgressions of the rules. This often
mean‘t taking away the childrens’ toys, their most beloved possessions. When the Irwin Biddle Fate
- Card is drawn, all players (if they have one) must remove 1 Toy Card from their hands and place ; ! ~
- them into random locations within the Children Card draw pile. 4 z"’.ﬂ%”:ﬂofgz,i,;,,mm“

lciqy Ki{ty

1 i the thumm'd
Only one creature knows every room, nook, and cranny of the Thornhill Mansion: Kitty Kitty. If you
draw the Kitty Kitty Fate Card, place it in front of you. Place the Kitty Kitty statuette on any room of
the Thornhill Mansion not occupied by a player. You may place Kitty Kitty in a room occupied by a:

At the end of your turn, if you have the Kitty Kitty card in front of you, you must move Kitty Kitty
to any adjacent room provided there is a legal entrance to that room. Kitty Kitty moves through
doors and trapdoors the same as players. After you have moved Kitty Kitty, give the Kitty Kltty
nm“m::‘:il‘;‘?;‘im o\ card to another player of your choice.

geinthe s\\\j\%s““:“ ot .
‘:&mﬁmmﬂ“ .;-.
o If you ever find yourself in the same room as Kitty Kitty and you don't have the Catnip Device,

the owner of the Kitty Kitty card may move your player figurine to any room in the mansion as

long as the room is not occupied by a ghost.




tire hand in the room yuu Ucr:upy by placmg your cards face down beneath the Room Tablet and
ne out of play. Begin your next turn with no cards in your hand. You may place your figurine in any r
occupled by a ghost and draw 1 Children Card to start your turn. Take your turn normally with 2 turn ac

"5__af if there are no Room Tablets Left in the Draw pile?

kip part 1 of your turn (play a Room Tablet) and go straight on to taking your 2 turn actions.

W'Een do 1 discard cards?

Only Device and Trap Cards are ever discarded during game play. Discard Device Cards after activating them. Discard Trap
Cards after they spring. Otherwise, you must leave your cards in rooms by placing them beneath Room Tablets. Toyand
'Ghost Cards remain in play either in rooms or in the Children Card draw pile throughout the game. Fate Cards are usedand
disé_arded_ as soon as they are drawn from the Children Card draw pile and are never placed in your hand. =

What if 1 find the Kitty Kitty trap card and Kitty Kitty isn’t in the mansion?

: The Kltty Kitty trap springs with no effect. Remove it from the game by putting it on the Children Card discard pile.

Does it cost an action to fu:é up cards or Leave cards in a voom?

No, you may pick up and leave cards at will in any combination while you are in a room. It does not cost a turn action.
131t1ng a room with lots of cards is a good chance to refresh your hand with new options.

draw a card when 1 enter 4 room as port of running from a 35051‘ or when 1 am moved b' Kifty Kt@’

Do not draw a new card when you run into a new room due to a ghost or Kitty Kitty. Also, you may only look at cards in th
: room:lf it 1s. your turn. You must wait until your next turn to look at the cards. :

1de and 1 up Or (
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Rites.:
Ctﬁﬁhu

An Unnamable Twist onraditional Card Play
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And Unnameable Twist on Tradifional card P[g)/ 0

The most merciful thing in the world, I think, is the
inability of the human mind to correlate all its contents.”

- H.P. Lovecraft

\m:\\\

W‘J’“
SO T\ eamiet LRy
‘%\;;;;“ w‘?\i‘ms\w\‘m o, g
e, (o
mw‘“ et o s
“\\ e’ m\\e\}

o $“!$“\\a o

Deeply seated in H.P. Lovecraft’s Cthulhu Mythos, Rites

of Cthulhu allows 2 to 6 players to become cultists *“f:w

and perform 6 rites based on stories by H.P. Lovecraft.

During each rite, players compete for artifacts such as The

Necronomicon, Henry Akeley’s Brain, The Jade Hound, and

other iconic objects from Lovecraft’s tales. The player at the
end of the game with the most artifacts wins.

Rites of Cthulhu is an unnamable twist on traditional
card play. If you like trick-taking, bluffing, and
bidding card games and you like Cthulhu, this game is
for you. Rites of Cthulhu is a social card game with an -
easy entry level for new players. It features 6 unique ,%nﬁhz": ity

alist o
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card games combined into an over-arching game with e G
randomly selected special rules and cumulative
points to add

extra intrigue. @ 3 HEADED GIANT




grades, preparing for college, holding down jobs, and listenmé to the

man, you answered a higher call: the call of rock! After spending every
waking hour of your formative years learning to play, it’s time to cut the

apron strings and strike out. Question is, do you have the CHOPS to become
/. a superstar?

"

/' In CHOPS, the rock and roll board game from 3 Headed Giant Games you
go against opposing rockers by forming your own band and playing gigs.
Gigs pay Cashola. Even more importantly, your band generates BUZZ. At the

end of the game, the player whose band has the most BUZZ becomes the top
=egn rocker.

Hire musicians, build bands, and play gigs for cashola and, even more

importantly, BUZZ. But be careful, rock can be dangerous

CHOPS comes with a game board, 112 hilarious cards, plenty of rOc_-'k"
Porsche B ,i and roll cashola, a whole slug of BUZZ guitar pick game pieces, and
O Pk an

rule book.
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| their hangars, after the underpaid employees clock ou
night, that’s when the knights arrive, dressed in shimmeri
impassioned with chivalry and a taste for war. It is in the ]unkyards
where these warriors find the tools for battle. And in the Iandﬁlls

legends are born.
Trash War matches players in hilarious junk-yard medieval combat
Victory goes to the knight with the last rampart standing.

Trash War comes with 112 hysterical cards. Players attempt to
oL O topple rivaling junkyard fortresses by flinging trash over the ramparts
A e vy lase But not just any trash will do; knights of the modern junk yard opt for

¥ only the most devastating of land-fill artillery. They fling mutant albino
it . 5 alligators, muscle cars, pianos, discarded x-ray machines, and other such

ammunition across the battlefield in a ludicrous contest of junk yard

combat. Victory goes to the last player to have a standing fortress wall

“Trash War is the funnest game I've played in years. My kids ask to play it

every night. We are addicted.”
Jared Hess Writer/director of Napoleon Dynamite and Nacho Li

g
3
2
“Hucking garbage has never been this much fun.”

- Jerusha Hess Writer/Director of Austenland, co-writer of Napoleon

Dynamite

STRATEGY
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 childven Turn order

. Play a Room Tablet face up on the table and draw a card.

. Take 2 turn actions.

. Restore your hand to the current hand limit.

. Move 1 ghost.

. Move Kitty Kitty if you have the Kitty Kitty card.
. Play passes to the ghost hunter on your left.

Free Album Download

Listen to the official soundtrack of Children: The Horror Game. Get the full story of the Thornhill Mansion
. by listening to the narrated version or listen to the instrumental version to raise the hairs on the back of

- your neck while playing the game. The soundtrack and narration were written, composed and performed by = [4

" Children lead game designer, Craig Nybo.
. To get your free download, go to:

http://giveaways.quirkyengine.com/children

5 |3 Qi o @iaHEAnEgiAmT

ENTERTAINMENT

www.gangrenegames.com/children-rules




