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WHAT IS A DECK BUILDING GAME? 
... AND HOW THIS ONE IS DIFFERENT

A deck building game allows each player to 
draw and play cards from their own deck, 
which they add to strategically throughout 
the game. While traditional deck building 
games instruct players to add new cards 
to their Discard pile to be shuffled into 
their deck once it runs out, Video Vortex 
allows players to immediately add newly 
purchased cards to their hand, making 
them available to play right away.

Welcome to Video Vortex, a competitive 
deckbuilding game for 2-4 players. In this 
radioactive future Earth, you play as a video-
obsessed mutant battling opponents for 
control of the wasteland. Customize your 
personal deck of cards to allow you to chain 
together attacks to harm your opponents, 
play special powerful cards, or rent new 
cards from the video store to enhance your 
deck’s strength. The first player to earn three 
different “Be Kind” tokens by eliminating 
their opponents wins the game. 



SETTING UP YOUR GAME2
C O M P O N E N T S

Vortex Cards:
(Cards feature both a genre 
and price sticker in the 
upper right) 
65 Cards

Junk Shelf Cards:
19 Signal Splitter 
27 Bargain Bin
15 Damaged Tape
24 Head Cleaner

Starting Hand 
Cards:
8 Rottentales
4 System Shock
18 Special Interest
36 Staff Pick

4 Player Boards 

12 Mutant Character Sheets

8 Suns

4 Runtime Dials

24 Energy 16 Charges

4 Player Aids

1 Vortex Board

1 Sun 
Marker

12 Be Kind 
Tokens

CHECK CONTENTS
All included components illustrated to the left.

Place all 12 Mutant Character Sheets with their 
bio side up in view of all players.

Separate Vortex Cards, Junk Shelf Cards, Starting 
Hand Cards, and Staff Picks/Special Interest Cards.

The player holding the first Player Board in 
alphabetical order will be the first to choose their 
Mutant. All players continue picking Mutants 
in alphabetical Player Board order. Pay special 
attention to the Mutant’s complexity rating (Low 
is recommended for first play). The last player to 
choose a Mutant will be the first player for the 
duration of the game. The Sun marker goes to 
them first, and will rotate clockwise each round.

A. Unfold the Vortex Board and place it in view 
of all players.

B. Shuffle the Vortex Cards and place them 
face down on the On Deck board space. 
This is now referred to as your Vortex Deck.

C. Flip the top 5 cards of the Vortex Deck and 
place them in the Tape 1-5 spaces to the right 
of the deck. This will create the current Vortex.

D. Place your Junk Shelf Cards: Signal Splitter, 
Bargain Bin, Head Cleaner and Damaged 
Tape cards face up on their indicated spaces.

E. Place all 8 Suns face up in an area within 
view of all players.

F. Collect Player Boards and distribute them 
randomly to all players. Instruct players to 
note the letter assignment on the back of 
their Player Board. 

G. Give each player 3 Be Kind tokens (one of 
each design) to place in the Rewind zone at 
the top of their Player Board.

H. Give each player a Runtime Dial.
I. Place Energy and Charge cubes within easy 

reach of all players.

J. Gain the starting cards indicated in the 
Supply List section of your Mutant Character 
Sheet.

K. Read and understand any special rules for 
your Mutant.

L. Place your Mutant Character Sheet into the 
hinged Player Board with the side showing 
the Lo-Fi and Hi-Fi Powers facing up.

M. Place 2 Energy and 1 Charge cube in the 
appropriate slots on your Player Board. 

N. Shuffle your starting deck, place it on the 
left side of your Player Board, and draw 
4 cards to form your starting hand. (Your 
hand should remain private throughout 
gameplay.)

O. Place your Be Kind tokens in the Rewind 
Zone of your Player Board and set your 
Runtime dial to 0/0. 

MEET THE MUTANTS

LAY OUT THE GAME

FINAL PREPARATION (ALL PLAYERS)

1
2
3

CHOOSE YOUR MUTANT4

5

SUN PHASE
All players return their current Sun. The current First Player passes the First Player 
marker to the player to their left. Starting with the First Player and moving clockwise, 
each player chooses a new Sun for the current round. (May not be the Sun you 
controlled in the previous round) 

ACTION PHASE
You may use your Sun for free once per turn.

You may perform the following as many times as you’d like on your turn:

• Spend Energy to play cards from your hand generating their effects. Cards remain in 
play until the end of the Action Phase.

• Spend Charge to use your Lo-Fi and/or Hi-Fi Powers (using powers does not require 
Energy).

• Spend Money to Rent cards from the Vortex. Whenever you Rent a card from the 
Vortex, it goes straight into your hand and can be played that turn.

• Use Card Effects to ‘attack’ and Advance an opponent’s Runtime and/or Kill their LPs 
by using FWD ; or ‘heal’ yourself by using REW. 

Game Phases
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Choose two (may choose the same 
twice): Draw a card; Gain $1; 
Eject a card from your hand or 

discard. 

THE HALCYON COMPLEX
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Add a Damaged Tape to your discard. 
Gain $2. 

ECTOGASMORIA
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Exhaust: Reduce the cost of a card 
in the Vortex by $2 this turn. 
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COD3 BR34K3R
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Add a Damaged Tape to your discard. 
Gain $2. 
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Gain $1. 

YOUR FAX MACHINE, AND YOU

1

When this is Killed, you may Eject  
a card from your hand. If you do,  

draw a card. 

8
DIGITAL DREAMS

Ac
id

 O
ve

rr
id

e

1

FWD: 6 and add a Damaged Tape to 
that opponent’s discard.

HAUNTED PLANET
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GETTING TO KNOW YOUR GAME4

GAME CONCEPTS
• RUNTIME is your measure of health. Each Mutant (and LP) has 

a different value for their available Runtime. Your Runtime Dial 
indicates how much of your Mutant’s Runtime has expired. Each 
dial has two spools. The spool on the left is the 10s value, the 
spool on the right is the 1s. (ex: If you’re currently at 24 and 
you’ve been advanced 12 by an attack, rotate the left dial to 3 
and the right dial to 6 to indicate 36 of your current available 
Runtime has expired). Once your Runtime has expired, you die.  

• MONEY is used to rent (acquire to your hand) Standard Play (SP) 
and Long Play (LP) cards from the Vortex.

• FORWARD (FWD) is used to advance your opponent’s 
Runtime, as well as Kill (Discard from play) opposing LP cards. 

• REWIND (REW) rewinds your own Runtime, keeping you alive 
longer.

• ENERGY is a resource that allows you to play cards from your 
hand. Energy refreshes each turn and maximum Energy increases 
throughout the game, allowing for more powerful cards and 
combinations of effects. When you use Energy to play cards and 
trigger game effects, remove the spent Energy cubes from your 
Player Board and set them to the side (not the supply). Maximum 
Energy is increased at a rate of one per turn until your Energy is 
maxed out at 6.

• CHARGE is a resource that allows you to use your Mutant’s Lo-
Fi and Hi-Fi Powers. When you use Charge to pay for powers, 
remove the spent Charge cubes from your Player Board and 
return them to the supply. Charge is automatically gained at a 
rate of one per turn until Energy is maxed out, at which point 
you gain 2 Charges each turn. Other effects also allow you to 
gain Charges during your turn. You can never possess more than 
4 Charges. 

COMMON TERMS
• EJECT: Move a card from its current location 

to the Drop Box.

• KILL: To advance a Mutant or LP’s Runtime to 
its end. Killed Mutants reset their Runtime to 
0/0 and resolve trophy collection. Killed LPs are 
placed in their owner’s Discard.

• HUFF: Add a Head Cleaner to your Discard. 

• TIMESHIFT: Steal Runtime from an opponent 
(advancing their Runtime while Rewinding 
yours for the same amount), bypassing any 
Shielded LPs. 

• EXHAUST: Rotate an LP 90 degrees to resolve 
its effects.

• DISCARD: Add a card to your Discard pile.

NOTE: Should a game effect instruct a player to 
“Advance Runtime,” any Shielded LPs they have 

in play do not protect them from that effect.

NOTE: Death is not permanent in the Vortex, whose 
inhabitants deeply value the potential of sequels 
(see “How to Win, pg. 7” for more information). 

Bonebeard’s Joke-O-The-Day

Q: What ’d the p i rate do wi th the Damaged 
Tape he f ished ou t ta the Vorte x?

A: Discaaaaaarrrrrd

3

1
6

THE EX-TERMINATOR

Exhaust: Draw a card. 

Draw a card
(Free w/ Rental)

1

1

Gain $2. 

Use your Lo-Fi Power

CEREHELLUM

(Synced)

1

1

FWD: 6. 

Huff 1 head cleaner

HEAD KICK

(Synced)

4

2

Copy the effects of a non-LP card 
you played this turn. 

CANNIBAL SMORGASBORD

Use your Lo-Fi Power
(Free w/ Rental)
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1

Gain $4. FWD: 6. 

THE GATECREEPER

 Use your Lo-Fi Power
(Free w/ Rental)

4

2

Exhaust: Gain $2. Use your 
Lo-Fi Power. 

Eject 1 card from the Vortex

8
THE BABYDOLL MASSACRE

(Synced)
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NOTE: Synced effects can not be saved for later use. They 
trigger the moment you play an SP from hand or Exhaust an LP. 

T E R M I N O L O GY
CARD TYPES

ANATOMY OF A CARD

• STANDARD PLAY (SP): Card that is played for immediate 
effect and placed in its owner’s Discard at the end of the turn.

• LONG PLAY (LP): Card that stays in play until Killed (advanced 
to its indicated Runtime or Killed by another card effect) by 
another player, then placed in its owner’s Discard.

• SHIELDED LP: Card that must be Killed before its owner’s 
Runtime can be FWD by another player. The Shielded effect 
is only active if the LP is not Exhausted. Timeshift and advance 
Runtime effects always bypass Shielded LPs. 

• STAFF PICK: Special card type attached to a particular Mutant, 
assigned during setup.

• SPECIAL INTEREST: Special card type attached to a particular 
Mutant, set aside during setup and called upon by special player 
powers.

• VORTEX CARDS: Any card belonging to one of the 4 Genres 
(Horror, Sci-Fi, Action, Comedy) that can be rented directly from 
the Vortex.

• JUNK SHELF CARDS: Signal Splitter, Bargain Bin, Head 
Cleaner, and Damaged Tape cards are considered part of the 
Junk Shelf. Only Signal Splitters may be rented. All other Junk 
Shelf Cards are acquired through various game effects.

• COST: Amount of Money you must spend to rent a card from 
the Vortex.

• GENRE: The film genre a card belongs to. Used to trigger 
Synced abilities on cards.

• ENERGY: Amount you must spend to play a card from 
your hand. Spent Energy is regained at the end of the turn. 

• CARD TYPE / LP RUNTIME: Indicates whether a card is 
an SP or LP, if the card is Shielded, and any Runtime the card 
possesses.

• EFFECTS: Abilities triggered by playing or Exhausting a card.  
Some cards have passive abilities while most trigger immediate 
abilities.

• SYNCED: Bonus effects that trigger when you play an SP from 
hand or Exhaust an LP while a card of the same genre is already 
in your play area. Cards played simultaneously would trigger any 
Synced effects together. 

• FREE W/ RENTAL: Effect triggered immediately when you rent 
a card from the Vortex.

STAFF
PICK

SPECIAL
INTEREST

HORROR COMEDY ACTION

SCI-FI BARGAIN
BIN

2

1

Exhaust: Add a Bargain Bin card to 
an opponent’s discard.  

FWD:6

8
TUNING IN

(Synced)

3

1

Exhaust: Draw a card. 

Draw a card

6
MRS. LEADBELLY RINGS ONCE

(Free w/ Rental)

5

1

You may Eject up to 2 cards from 
your hand or discard. Add 2 Damaged 

Tapes to an opponent’s discard for 
each card Ejected this way. 

FWD:4

GO FOR IT

(Free w/ Rental)



During the Sun Phase each player will choose a Sun tile for the 
round. Each Sun has a special effect you may use for free once 
during your turn. Once a Sun is used, Exhaust it by turning it 90 
degrees. (Some effects in the game allow Suns to be triggered 
multiple times and sometimes allow for opponents’ or out-of-play 
Suns to be utilized.)

2

1

Exhaust: Add a Bargain Bin card to 
an opponent’s discard.  

FWD:6

8
TUNING IN

(Synced)

PLAYING YOUR GAME6
G A M E P L AY

Video Vortex is played over a series of rounds, each comprised 
of one turn per player. At the start of each round, all players 
will resolve the Sun Phase. Then, in clockwise order, starting 
with the first player, turns are resolved. Turns consist of an 
Action Step and an End Step. 

SUN PHASE

NOTE: During the first round of the game, players simply pick 
their Sun starting with the first player and moving clockwise. 
There are no Suns to return yet so skip that step. 

NOTE: When you spend money to Rent 
cards from the Vortex, only Rent one at 
a time and wait for its replacement card 
to become available before selecting 
another card. The new card might be a 
card you want!

During this part of your turn, you will be spending Energy to play 
cards, spending Charge to use powers, spending Money to rent 
cards, and using other actions and abilities.

You may use your Sun for free once per turn. Using a Sun does 
not require Energy or Charge unless stated otherwise by the Sun’s 
effect.

You may do the following in any order as many times as you are 
able per turn:

• SPEND ENERGY to play cards from your hand. Cards remain in 
play until the end of the Action Step.

• SPEND CHARGE to use your Lo-Fi and/or Hi-Fi Powers (using 
powers does not require Energy).

SPEND MONEY to rent cards from the Vortex. Whenever you 
rent a card from the Vortex, it goes straight into your 
hand and can be played that turn. Immediately fill any 
empty spaces in the Vortex when you rent a card by drawing the 
top card from the Vortex Deck. 

• USE CARD EFFECTS to attack and Advance an opponent’s 
Runtime and/or Kill their LPs by using FWD ; or heal yourself 
by using REW.

After the Sun Phase, each player (starting with the first player) 
takes their turn, performing their ACTION STEP followed by 
their END STEP.

ACTION STEP

4

2

Copy the effects of a non-LP card 
you played this turn. 

CANNIBAL SMORGASBORD

Use your Lo-Fi Power
(Free w/ Rental)

1

1

Gain $2. 

Use your Lo-Fi Power

CEREHELLUM

(Synced)

1

1

FWD: 6. 

Huff 1 head cleaner

HEAD KICK

(Synced)
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After being Killed, a Mutant resurrects and returns to the fight 
immediately. They Rewind their Runtime dial to 0/0 and continue 
play as normal on their next turn. The current player continues 
their turn and may choose a new target for attack if they wish. 

The next player in clockwise order now begins their turn. Once all players 
have completed their turn, the round is over and all players return their 
current Sun. The player holding the Sun Marker passes it to the player 
on their left, and a new Sun Phase begins. The player now holding the 
Sun Marker chooses a new Sun for the current round, followed by the 
remaining players in clockwise order (cannot be the same Sun from 
previous round).

When you have finished taking all desired actions for your turn, 
you proceed to your End Step, taking the following actions:

• DISCARD all cards remaining in your hand.

• DISCARD all played SP cards (LPs stay in play until Killed).

• UN-EXHAUST any Exhausted cards.

• FLIP your current Sun and resolve end of turn actions (gaining 
new Energy and Charge and drawing a new hand of cards).

• REGAIN all spent Energy (set ALL spent Energy cubes back 
into your Player Board slots to refill for the next turn) then gain 
1 additional Energy from the common supply. Once you have 
reached your maximum capacity of 6 Energy, you gain no 
additional Energy but still regain your spent Energy each turn.

• GAIN 1 Charge (or 2 Charges once you have reached your 
max Energy capacity). Remember, Charges are Discarded to the 
common supply immediately when spent. You can never possess 
more than 4 Charges. 

• DRAW 4 cards from your personal deck.

When a Mutant’s Runtime is met or exceeded, they are Killed (any 
excess Runtime advancement from that attack is ignored).

When you Kill an opponent, you receive one Be Kind token of your 
choice from their Rewind Zone at the top of their Player Board. 
Place the collected token in your trophy area on your Player Board. 
You are only allowed to possess one of each unique token in your 
trophy area. To win the game, you must collect one of each of the 
three types of Be Kind token in your trophy area.

G A M E P L AY
END STEP

HOW TO WIN



NOTE: If you ever need to draw a card from your deck, and it has 
no cards remaining, simply shuffle your Discards to form a fresh 
deck to draw from.

 » Unless they are Exhausted, Shielded LPs must be Killed before 
you can advance the controlling opponent’s Runtime with FWD 
abilities.

 » Only one opponent may be targeted for attack during your turn 
until that opponent is Killed. If the attack that Killed an opponent 
has any remaining FWD, the additional damage is ignored. Once 
your opponent is Killed you may disengage and target a new 
opponent with any additional card plays or effects on your turn, 
or you may continue to attack the same opponent.

 » If a game effect reads “an opponent” then the target of that effect 
can be any one opponent of your choosing.

 » When an effect targets all players, that includes the player who 
triggered the effect.

 » FWD abilities and gaining Money are cumulative. You may gain 
both through playing cards and resolving abilities in whatever 
order you wish. 

 » Runtime advanced on an LP does not carry over to your next 
turn. If an LP is not Killed during a turn, its Runtime resets to full 
value on the next player’s turn. Energy not spent during a turn has 
no benefit for future turns. Your Energy simply replenishes during 
the End Phase. Unspent Charge carries over from round to round 
until used and Discarded to the supply.

 » Should you ever run out of cards from any draw pile, dive into 
the Drop Box and replenish the supply for that card type. 

 » If the desired Be Kind token is unavailable from a Killed 
opponent’s Rewind Zone, you may take that token directly from 
your opponent’s trophy area. This is the only time you may steal 
a trophy. 

 » If an effect outside of an opponent’s attack should ever Kill a 
Mutant, they must award a Be Kind token to the owner of the 
card responsible for the Kill. The card owner chooses which 
token (must be a color they do not already have in their trophy 
area). If no one controls the effect (ex: Damaged Tape), the token 
is awarded to the player with the fewest trophies. If there’s a tie 
for least trophies, the dead Mutant chooses. Trophy restrictions 
still apply.

G A M E P L AY
ADDITIONAL RULES

PLAYING YOUR GAME8



2

1

Choose one: Gain $2; or FWD: 6. 

SIGNAL SPLITTER

0

Gain $1. 

LEARN KUNG-FU AT HOME!

0

Gain $1. 

SWEATIN’ TO THE 70s

0

Gain $1. 

THE CONFIDENT YOU

G A M E P L AY  E X A M P L E

Ridgemont has a hand of two Bargain Bin cards, a Signal 
Splitter, and Happily Never After.

1

They have 2 Energy and 1 Charge available.2

They also control the “FWD: 3 or REW: 3” 
Sun. They use their Sun to gain 3 FWD and saves it. 

They’re not yet sure who to target this turn.

3

They play the two Bargain Bin cards for free (0 Energy), 
and spend 1 Energy to play Signal Splitter. 
These played cards gain them a total of $4.

4

0

Gain $1. 

YOUR VIRTUAL DATE

2

1

Choose one: Gain $2; or FWD: 6. 

SIGNAL SPLITTER

1

FWD: 6 and add a Bargain Bin card 
to that opponent’s discard. 

HAPPILY NEVER AFTER

Ri
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em
on

t
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1

FWD: 6 and add a Bargain Bin card 
to that opponent’s discard. 

HAPPILY NEVER AFTER

Ri
dg
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4

2

Exhaust: Use any player’s 
Sun twice. 

Use any player’s Sun once

10
OMEGA STARR

(Free w/ Rental)

Finally, they spend their 1 Charge to rent a Signal Splitter for 
free. Having completed all their actions, they move to 

their End Step.

7

G A M E P L AY  E X A M P L E

They use the $4 to rent Omega Starr from the Vortex, adding it to their 
hand. They only have 1 Energy left so they can’t play Omega Starr this turn, 

but can utilize the card’s “Free w/ Rental” effect to use their Sun again, gaining 
another 3 FWD.

5

For their End Step, they Discard all cards from their hand 
and play area (they have no LPs in play currently), regain their 

2 spent Energy, gain 1 additional Energy, gain 1 Charge, 
and draw 4 cards.

8

They use their last Energy to play Happily Never After for 6 FWD 
and targets Acid Override, advancing their Runtime by a total of 12 
and adding a Bargain Bin card from the Junk Shelf to their Discard.

6

4

2

Exhaust: Use any player’s 
Sun twice. 

Use any player’s Sun once

10
OMEGA STARR

(Free w/ Rental)

0

Gain $1. 

RADIATION IS RAD!

2

1

Choose one: Gain $2; or FWD: 6. 

SIGNAL SPLITTER

PLAYING YOUR GAME10



2

1

Choose one: Gain $2; or FWD: 6. 

SIGNAL SPLITTER

2

1

Timeshift: 4. 

An opponent discards a card

THE STARBOUND TEEN

(Synced)

1

1
BRAIN DRAIN

Gain $2. 

Use your Lo-Fi Power
(Synced)

2

1

Exhaust: Choose one: 
Gain $2; or FWD: 6. 

FWD:2

6
CHOP SHOCK HIGH

(Synced)

2

1

Exhaust: Choose one: 
Gain $2; or FWD: 6. 

FWD:2

6
CHOP SHOCK HIGH

(Synced)

2

1

Timeshift: 4. 

An opponent discards a card

THE STARBOUND TEEN

(Synced)

2

1

E
xhaust: Choose one: 

G
ain $2; or FW

D: 6. 

F
W
D
:
2

6
CHOP SHOCK HIGH

(S
y
n
c
e
d
)

0

FWD: 3. 

ROTTENTALE

0

FWD: 3. 

ROTTENTALE

G A M E P L AY  E X A M P L E
A few turns later, Dahlia is taking aim at Ridgemont. They 

have a total of 6 FWD and $4 from playing Brain Drain, a Signal 
Splitter and 2 Rottentales. They have spent a total of 2 Energy.

1

With their last energy, they play The Starbound Teen and gain 4 
Timeshift. They advance Ridgemont’s Runtime Dial 4 (bypassing their 

Shielded LP) and Rewind their Runtime Dial 4. This card’s Synced 
ability does not trigger as they have no other Sci-Fi cards in play.

4

They now play Chop Shock High and Exhaust it, gaining 6 more 
FWD for a total of 12. They also trigger this card’s Synced effect because 

Brain Drain, another Horror card, was in play when Chop Shock High 
Exhausted (Brain Drain’s Synced effect does not retroactively trigger as it 

was played when there were no other Horror cards in their play area). 
Their FWD is now up to 14.

3

They use their $4 to Rent Chop Shock High and The 
Starbound Teen for $2 each. 

2

PLAYING YOUR GAME 11



4

2

Exhaust: Use any player’s 
Sun twice. 

Use any player’s Sun once

10
OMEGA STARR

(Free w/ Rental)

Ridgemont was able to play Omega Starr in an earlier turn. They’re currently Shielded for 
12 Runtime. Dahlia must first apply 12 of their FWD to Omega Starr before they can advance 

Ridgemont’s Runtime. They do and Kill Omega Starr, sending it to Ridgemont’s Discard.

5

They apply their last 2 FWD to Ridgemont directly and push 
their Runtime Dial to 44, 1 below their available Runtime of 45.

6

Dahlia chooses Ridgemont’s available red one-eyed Be Kind 
token as their trophy and places it in their trophy area. Ridgemont 
resets their Runtime dial to 0/0 and declares that they and Dahlia 

are now mortal enemies for the rest of time.

8

Dahlia, realizing how close they are, decides to use a 
Charge to trigger their Lo-Fi Power and applies that final 4 
FWD to Ridgemont’s available Runtime, Killing Ridgemont.

7

G A M E P L AY  E X A M P L E

PLAYING YOUR GAME12



HISTORICAL RECORD 3/15/287 A.2K

  Despite the efforts of every government 

technician and logged-on shut-in on the planet, 

Y2K came down on humanity. Hard. 

  The top officials might have seen it coming. 

There might even have been back-up plans in 

place, “Just in case.” If there was, they didn’t 

work.

  Most of our history was lost, but from 

the bits and pieces the Clerks have managed 

to collect over the years, it is known that 

at midnight on January 1st, 2000, everything 

went dark. Electrical grids, transit, federal 

data libraries, banks, traffic lights, even the 

hospitals. The back up generators held for a 

few days, and then those were gone too... The 

fuel went a hell of a lot faster than anyone had 

planned. The light of the world died and out of 

the shadows came hoarders, looters, arsonists and 

suicides.

  After the first few months, even the chaos 

died down. People were too tired, hungry, and 

scared to fight. It was a particularly cold 

winter. Embers of hope went dark as withering 

families huddled together, desperate for warmth. 

Books burned well, but they didn’t last. 

  Neither did the Nukes. 

  When the missiles and stockpiles rusted 

through, uncorked radiation gave the world 

the first warm breeze since the collapse. An 

invisible aurora laid over everything like a 

motherly ghost that loosened teeth and turned 

pupils white. It’s said that nine out of ten 

people didn’t make it through the next five 

years. The younger ones seemed to have an 

advantage. Muscular men crumbled into meat while 

toddlers marched on, hoping for... who knows 
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what. Whatever they thought they’d find, it 

wasn’t waiting when they got there. Some stopped 

at the coasts. Some kept going, letting the water 

take them. Not the worst way to go, in those 

days. 

  The rest settled where they could. Some 

headed for higher elevations, thinking that might 

spare them from the sickness. But it was in the 

rain, the wind, the rivers, the air. 

  Generations passed, each a little more... 

unique than the last. Infants born impervious to 

radiation but without any bones. Six identical 

albino children born simultaneously from one 

mother like a litter, each speaking several 

languages by the time they were five. These 

weren’t even the strangest mutations which, by 

our grandparent’s time, had stopped seeming 

strange at all. 

  Humanity soldiered on, different and 

disconnected from the humanity that came before. 

Vague excuses for plumbing were built. Solar 

panels were cobbled together from ransacked 

suburban homes. What they didn’t have was 

information. History was passed down in hazy 

half-remembered childhood stories. When the 

average life expectancy’s 30, there’s not a lot 

of wisdom to go around.

  Until they entered the Vortex. 

  They said it was an accident, but we Clerks 

believe it was destiny. Legend has it that 

foragers were following the old power lines not 

far from here — what was called “North Carolina” 

PRE2K — looking for strip malls and gas stations, 

scavenging for rare currencies like toothbrushes 

and indestructible snack cakes. Instead, next to 

the rotted foundations of a convenience store, 

they discovered something much more valuable. 



  A brick wall rose, taller than 20 heads. The 

paintings on it, larger than life, were chipped 

and faded, but they could still make them out. A 

steely-eyed man in a wide hat, a brown cigarette 

clenched between his teeth. A curly-haired lady 

battling a giant black insect with a second mouth 

coming out from between enormous silver teeth. 

Soaring above them all, a man in a skin-tight 

blue suit, red fabric flowing from his neck. It 

was beautiful. 

  So the scavengers dug. Beneath the fallen 

brick and tangled wire they uncovered the 

foundations of a forgotten past. Colorful plastic 

rectangles, each decorated with pictures of 

people kissing, fighting, shooting, flying, and 

screaming. They would have meant nothing to the 

foragers if the Vortex hadn’t also given us 

JOSH. He was found beneath a pile of boxes and 

machines; little more than a skeleton with a name 

tag pinned to tattered scraps of clothing. His 

irradiated brain visible through cracked skull, 

tangled with wires and glass. No one knows how 

the radiation worked the way it did, allowing 

the machines to feed his brain and his brain to 

feed the machines, but I can imagine the fear of 

those early explorers when the shattered speakers 

glowed to life and JOSH spoke. 

  “Welcome... to Video Vortex.” 

  It was JOSH who taught the foragers the 

use of ancient mechanicals; the TV screens and 

coaxial cables that had long been mysteries. 

Through him our people learned how to unlock the 

secrets of The Vortex. Through JOSH, we came to 

know VHS.

  The first thing we discovered was that 

history was nothing like we’d imagined. PRE2K had 

been brutal, hilarious, heartbreaking, sexual, 

terrifying, lethal, and magical. There had been 
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pale men with sharp teeth who drank blood from 

people’s necks and tiny people who lived on top 

of a rainbow and acted as assassins. And back 

before that, there hadn’t been any color at all, 

the entire world had been gray. 

  It was unbelievable. So many truths lost to 

time, so much to get back. But what intrigued the 

early viewers most was that there were different 

truths, and the VHS were all marked to tell them 

which type of truth they were. It was right there 

on the side of every box. The ones with yelling 

people hitting each other were “ACTION,” the ones 

with giant naked animals and smooth machines were 

“SCI FI,” and so on. 

  Over time, people gravitated to the truth 

that they most believed, the one that gave them 

a sense of... power. Each was both a road map of 

the world they’d never known and a guide to a new 

future. Some futures were easier than others; the 

ROM-COM existence seemed a lot safer to navigate 

than SUPERNATURAL. But every genre found its 

disciples. 

  It was JOSH who directed us in the rebuilding 

of the Vortex. Brick after brick, wire after 

wire. And it was JOSH who formed the first order 

of the Clerks to assess late fees and maintain 

the Vortex, humanity’s ultimate source of 

knowledge. From his speakers, we Clerks learned 

to collect the history of our people. All history 

is Trivia, and all Trivia is wisdom. 

  Years passed, and the mutants became more 

entrenched in their stories, watching them 

repeatedly until their mutations began to take 

shape around the truth they’d followed. Soon, new 

and powerful abilities could be evoked by merely 

pressing PLAY. It was a miracle. Proof of the 

Vortex’s holiness as bodies and skills warped to 

embody the genre of the VHS they absorbed.
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  Though the Clerks were neutral, conflicts 

were inevitable among the viewers. They were 

small at first, but gradually grew, separating 

the followers of genres into tribes, each intent 

on using their knowledge and abilities to carve 

out a future. Some were more aggressive — the 

SLASHERs and WARs — but coexistence between any 

of them was doomed. It was soon clear there could 

only be one path forward, forged by the most 

powerful of the tribes, before everything once 

again fell to ruin. 

  In the open lot in front of the ruins of 

the Vortex, JOSH established an arena of combat. 

This wouldn’t be like the battles of previous 

centuries, fought by armies of soldiers armed 

with primitive weapons. This would be individual 

combatants, the strongest and least static of 

each tribe representing their future, their 

Truth, armed with the tools of the Vortex and 

their own abilities and obsessions. 

  Each mutant was equipped with a modified 

solar screen box of JOSH’s design, which would 

power them towards victory or fade to darkness 

when they were defeated. At the end of the 

battle, only one screen would remain lit. A 

glowing beacon for the rest of humanity to 

follow. One genre, under which all sub-genres 

would be encompassed.

  The champions appeared at dawn, lining 

the battlefield in silence; WESTERN opposite 

SUPERHERO opposite NOIR, eyes and screens glowing 

in the red-gray dawn. 

  And as the first opponents stepped into 

the center, the voice of JOSH rumbled over the 

speakers. One word to usher in a new destiny: 

  “PLAY” 
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Across
5. Evil Copy Protection
6. Hope On LV-426
8. Inferior Format
9. Time Traveling Battleship

Down
1. Evolved Human
2. Played Nancy’s Father
3. Spirit Guide Author
4. Spicoli Alma Mater
7. Your Mind

Words For Video Nerds
If you have time to do this, players really need to speed up their turns.



COMMON TERMS

FWD: Advance an opponent’s Runtime dial (or one of 
their LPs) by the specified amount

REW: Decrease your runtime dial by the specified 
amount

ENERGY: Resource used to play cards

CHARGE: Resource used to trigger a Mutant’s powers

SYNCED: Bonus effects that trigger when you play 
an SP from hand or Exhaust an LP while a card of the 
same genre is already in your play area. Cards played 
simultaneously would trigger any Synced effects 
together. 

FREE W/ RENTAL: Effect triggered immediately when 
a card is rented from the Vortex

EJECT: Move a card from its current location to the 
Drop Box.

KILL: To advance a Mutant or LP’s Runtime to its end. 
Killed Mutants reset their Runtime to 0/0 and resolve 
trophy collection. Killed LPs are placed in their owner’s 
Discard.

HUFF: Add a Head Cleaner to your Discard. 

TIMESHIFT: Steal Runtime from an opponent 
(Advancing their Runtime while Rewinding yours for 
the same amount), bypassing any Shielded LPs. 

EXHAUST: Rotate an LP 90 degrees to resolve its 
effects.

DISCARD: Add a card to your Discard pile.

STANDARD PLAY (SP): Card that is played for 
immediate effect and placed in its owner’s Discard at 
the end of the turn.

LONG PLAY (LP): Card that stays in play until Killed 
(Advanced to its indicated Runtime or Killed by another 
card effect) by another player, then placed in its owner’s 
Discard.

SHIELDED LP: Card that must be Killed before its 
owner’s Runtime can be FWD by another player. 
Timeshift and Advance Runtime effects bypass Shielded 
LPs. 

STAFF PICK: Special card type attached to a particular 
Mutant, assigned during setup.

SPECIAL INTEREST: Special card type attached to 
a particular Mutant, set aside during setup and called 
upon by special player powers.

VORTEX CARDS: Any card belonging to one of the 
4 Genres (Horror, Sci-Fi, Action, Comedy) that can be 
Rented directly from the Vortex.

JUNK SHELF CARDS: Signal Splitter, Bargain Bin, 
Head Cleaner, and Damaged Tape cards are considered 
part of the Junk Shelf. Only Signal Splitters may be 
Rented. All other Junk Shelf Cards are acquired through 
various game effects.

CARD TYPES

This game is protected under the copyright laws of what’s left of the United States and other countries 
throughout the world. Country of first publication: Texas. Any unauthorized exhibition, distribution, or 
copying of this game or any part thereof (including soundtrack... wait, are we making a soundtrack? we 
should) may result in severe late fees. The story, all names, characters, and incidents portrayed in this 
production are facetious. No identification with actual persons (living or l-i-v-i-n), places, buildings, and 
products is intended or should be inferred, but feel free to suppose. No person or entity associated with this 
game received payment or anything of value (ain’t that the truth). No decent animals were harmed in the 
making of this game. ©2019 Mondo Tees, LLC. All Right Reserved. Designed and manufactured by Mondo 
Games™. 3908 Avenue B, Austin, TX 78751.
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