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SETUP

Each player shuffles together two different
20-card factions to make a 40-card deck.

If you have two copies of Smash Up, different
players can use the same faction, pitting wizards
versus wizards for instance. But one player can’t
play with two copies of the same faction. | mean,
come on.

Shuffle all the base cards together to make a
deck. Draw one base per player, plus one (for
example, use four bases for three players). Place
the bases face up in the middle of the table.

Each player draws five cards. If you have no
minions in your opening hand, show your hand,
discard it, and draw a new hand of five cards.
You must keep the second hand.

Whoever got up the earliest this morning goes
first. Play continues clockwise.

You're ready to smash up some bases.




s Is How)You RoL®

1. Crank It Up

Some abilities happen at the start of your turn.
This is when that goes down. Yo.

2.PlayCards

On your turn play one minion, play one action,
or play one of each... for free! You can play
your cards in any order. You don’t have to play
any cards.

Minions
To play a minion, choose a base and put the
minion card beside it, facing toward you. Do what

the card says. (Cards that start with Special are a
special case. See page 8 for an explanation.)

Actions

To play an action, show your card and do what it
says. Boom! Then discard the action (unless it has
an Ongoing ability).

3. Check for Scoring

After you are done playing cards, check to see
whether any bases are ready to score (see page 6).
If any are ready, you must start scoring.

After scoring bases, check to see if any
players have 15 or more victory points. If so,
see The End of the World on page 6.

4.Draw 2 Cards

Just what it says. The maximum number of cards
you can have in your hand at this time is 10. If
you have more than 10 after drawing, discard
down to 10.

If you need to draw or reveal a card and your
deck is empty, shuffle your discard pile. Put it on
the table face down—that’s your new deck. Start
drawing from there.

9. Shut It Down

Anything that happens at the end of the turn
happens here. Play passes to the player on the left.
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[The Big SCoRe

Score a base if the total power of all minions on
that base equals or exceeds the base’s breakpoint
(see page 7). If more than one base is ready to
score, the player whose turn it is decides which
one to score first.

When a base has been chosen to score, each
player first gets to use any Special abilities that
happen “before” the base scores. If the total
power on a base drops below its breakpoint,
you still finish scoring the base.

For example, a pirate player sees that she will be
the runner up at Jungle Oasis. Since that’s worth

0 VP, she plays Full Sail (it's Special) to move all
her minions away to another base. That drops the
total power on this base below 12, but since it’s
already started scoring, it still finishes.

MeFirst!

If more than one player wants to use a Special
ability, start with the current player and go
around the table clockwise until all players pass in
sequence (if you pass and another player uses a
Special, you can then still choose to use a Special
of your own). If your Special allows you to play
extra cards, you must play those immediately or
not at all.

Awarding VP

The player with the most power on a base is the
winner! That player gains victory points equal
to the number on the left. The second highest
player is the runner up, and receives the middle
number. The third highest is just third place but
does receive the lovely consolation prize of the
number on the right. You must have at least one
minion on a base to get victory points.

Back to Your Corners

After scoring, players can use Special abilities that
happen “after” a base scores. Then all cards still
on that base go to their owners’ discard piles. This
does not destroy them, but might trigger abilities
that happen when they go to the discard pile.

Put the scored base into the base discard pile.
Replace it with the top card of the base deck, if any.

Check to see if another base is ready to be scored.
Score it too, the same way.




- Y
i B T e
o | T

The runner,upmaymove ol

; ]  his or her:minions
Winner VP % It E\%ehaseth’afrep.&sm.cl T

TieFighter

If players are tied on a base, all involved
players get points for the best position they
tied for. So, if three players had 10, 10, and 5
power on a base when it scores, the winners
with 10 power each get first place points! The
player with 5 power then gets third place,
not second. If two players tie for runner up,
no one gets third place. Harsh.

If players tie for a base’s ability (such as the one
on Ninja Dojo), they each get to use it. See Me
First! on the previous page to settle conflicts.

ThirdPlace P




[TERMSTAND RES:

Some restrictions apply.
See rules for details.
Supplies limited.

Affect: A card is affected
if it is moved, returned,
destroyed, or has an
action attached.

Destroy: When a card

says to destroy another card,
put the destroyed card in its
owner’s discard pile.

Discard: When a card gets discarded, it goes to
the discard pile of the player whose deck it came
from, no matter who played or controlled it.

Extra: Normally, you can play
only one minion and
one action each turn.

A card that lets you

play an extra minion or
action lets you play an
additional card of that
type during that turn.
You can play cards in any
order, so you don't have
to play the extra card
right away.

Move: This lets you
move a card from one
location to another.
Moving a card does
not count as playing it.
Minion abilities do not
happen when you
move a card.

Ongoing: Most abilities
happen, and then
they're over. Ongoing
abilities are active for
as long as they're

in play.

Play: You play a card
when it's one of the
free cards you get in
step 2, or any time an
ability specifically says
that you're playing it. A
card’s ability happens
when you play it. When
cards are moved, placed,
or returned, they’re not
being played, and their
abilities don’t happen.




V00| WHERE PROHIBITED;

Often, card text and rules text will conflict. When
there's a fight, card text always wins. It has a black
belt in rule-fu.

Return: This means
that a card goes back
where it came from.
When a card returns
from a base, discard
attachments on

that card.

If cards conflict, the one that says you can't do
something beats the one that says you can.

If multiple effects would happen at the same time, - >
the player whose turn it is chooses the order.

You can play a card even if its ability can’t happen.
For example, you can play an action that destroys
a minion even if no minions are in play. This helps
you get unneeded cards out of your hand.

Special: Most abilities
happen when you play
a card. Special abilities
happen at unusual times
or in unusual ways.
Special abilities might
be on a card already
in play or held in your
hand. A card’s ability
will describe how it
can be used. If you
use a Special ability to

You must follow a card’s ability, even if it's bad
for you. However, if a card says you may do
something, you have a choice whether to do it.

If an ability says “any number” you may choose
zero. You may play a card that says “all” even if
there are no targets.

If you get to play extra minions or actions while
a base is being scored, you must play those extra

play a card on your turn, it cards immediately or not at all.
doesn’t count as one of your free When a card gets discarded, it goes to the discard
cards for that turn. pile of the player whose deck it came from, no

matter who played or controlled it.

Anyone may look through any discard pile at any
time. And yes, zombie fans, they will be rifling
through yours all the time if they’re playing smart
to keep track of what you have. ...




This core set of Smash Up features eight factions, PII' aies

which combine to make 28 possible decks. You know what's better than

As more factions join and try to take over the roving the high seas? Roving

world in future expansions, the full number of anywhere you want. Pirates

possibilities will grow. Mix and match factions to ke their swashes in every

suit your play style. port, and you'll walk the plank if you don't like it.
Aliens Robots

Aliens love to mess with Captains of industry built the

people, and they love to mess
with other players even more.
From bouncing minions back
to players’ hands, to replacing
bases in play, aliens are out

to have a great time, at any
planet’s expense.

robots, and then the robots
took over and made the process
even more efficient! Now they
can churn out more little, highly
specialized bots than their
enemies can handle. Oh, and a
few massive ones as well. .. ..

Dinosaurs Tricksters

If there's one thing dinosaurs Stealing things, stopping things,
know how to do. .. actually, \ starting things, hiding your

with a brain the size of a walnut, keys in the morning, collecting
they don't really know how to underpants for profit. .. for years,
do anything. But they are big. you've thought of these little
And—holy cats!—someone people as pests. Now they've

gave them lasers! turned up as pesticide.
Ninjas

If you can see a ninja,
chances are you're

already dead (and if you than on

can see them while dead, 7 Great! R
skip ahead to the zombie UpsoP

section). | don't want to game 1@ <
give away the secrets or dner. Re em ¢ \
anything, but most of what this faction o of the same f 0ase

does is sneaky, happens fast, and at the wo ugh! Just use

last second. So look out for that. o ormnbint®



Wizards Zombies

Presto! Wizards conjure “They’re coming to get you,

what they need with actions Player 2." It's hard to keep a

galore. They just keep good walker down. Zombies

pulling things out of their just keep coming back, and

hats, so watch their hands. sometimes they come in

Or their hats. . . or that big waves. Sending zombies

portal to another reality they to the discard pile isn't “so

just opened in your kitchen. long,” it's just “see you later!”
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SetUp

Each player chooses two factions and shuffles
them together to make a 40-card deck. Draw
a hand of five cards. Place one more base card
than you have players in the middle of the table
(that is, use five bases for four players).

GS

On Your Turn

Play 1 minion and 1 action in either order. You
can play less if you want to.

Follow all instructions on card abilities as you
play them.

Check to see whether any bases can be
scored. If they can, score them.

Draw two cards. Discard down to a hand of 10
if necessary.

Scoring

After you are done playing minions and
actions, if the total power of all minions meets
or exceeds a base's breakpoint, that base
scores. The player with the highest power at
that base is the winner and scores first place
victory points. Second highest is the runner
up and scores second place. Third highest
scores third place. In case of a tie, each player
receives full victory points for the highest
place he or she qualified for.

Resolve the ability on the base, discard
minions there, and then replace it.

Winning

When a player has 15 or more victory points
at the end of a turn, he or she wins. If two or
more players have more than 15 VP, the one

with the most victrory points wins. In case of
a tie, play another turn.

Additional Rules

When a card disagrees with the rules,
the card wins.

If cards conflict, the one that says you can't do
something beats the one that says you can.

If multiple effects happen at the same time,
the player whose turn it is determines
their order.

You can play a card even if its ability can’t
happen.

You must follow a card’s ability, even if it's bad
for you. If a card says you may do something,
you have a choice whether to do it.

If an ability says “any number” you may
choose zero. You may play a card that says
“all” even if there are no targets.

Anyone may look through any discard pile at
any time.



