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1 Rules. 
Nine pages of Rules. 
Includes Grimmer Options Chart. 
Print this file on white paper. 
The backs are plain. 
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INTRODUCTION 
The b e :  the near future. 
The piece: the USA. 

It Is a country under siege by dark forces. Vasttracts of rural 
Arnertca have been declared Out-h-laces tm wIld to be 
governed any longer. Whole cIties have been taken over by 
bushes cartels that parcel out life and death by the profit 
margin. Bendit tribes haunt the rum1 mads. Heavily armed 
&&gangs fight virtual wars again& corporate securky forces 
wtthh the decaying suburbs, Pollution has run wild: The I d  
is bring with toxic w e  dump s tmlng  fn the sun. 
Demongmunds-regbns of monstrously mutated plant and 
anlmd I I M t  the country Uke spots of leprosy. 

However, these are only symptoms of the d W e .  The h e  
cause of the nation's illness Is something even worse. It Ls an 
evil from the dawn of h e ,  Involving entities which feast on 
humansuffering. TheIr mlnions are the creatures that spawned 
humanity's darkest legend4qends of b l d  drfnkers, flesh 
eaters, shape changers. and soul stealers. Those m h i m  have 
Inspired wr stories of vampires, rombhs, ogres, ghosts, and 
ghouls, butthey are even worse than we could have imagined. 
Now they stalk o u r  land as pl&rs and hunters, drlvhg 
hurnanlty to rnadnes and despair. 

But sometimes the hunters become the hunted. Sometimes 
the prey stands up and fights h c k .  Even In these dark times, 
there ere Individual humans who uncover the plots behind the 
muon's slide Into ruin and work against them. 
In W o n  Hunter, you take the part of one of those Indivldu- 

els. Whlle the Dark M h b  pursue their wil plots, you dimd 
the growth of your character, guiding hlm or her throltgh a 
career that yiefds skll in stedth and combat, a collectbn of 
helpful contacts, a vadety of equipment, and (perhaps most 
hporhntly) an ernpathlc sense of the Earth's own pawers to 
oppose the dark. Thus armed, you send that character to root 
out d destroy the Dark Mhlwss. The k t  among you will 
k o m e  the most famous minion hunter. But you have to act 
quickly, or the rnlniom will bring their plats to fruition and the 
country wIll fall completely Info their hands. 

COMPONENTS 
Mlnion Hunter Inctuds the following cornponmts: 
Rulebook: This eIght-page rule- you are holdlng 

contains the necessary rules and descrfptlons for playing 
Minion Hunter. 

~ ' T h e g E u T I e b w r d ~ 0 f ~ ~ ~ ' I h e  
~ 0 f s p a c ~ a r r x l n d ~ e d g e o f t h e b o a r d I s w h ~  
atarttkgameandpwuetkkclueers. (InhseRllesftwlllbc 
M t o  astheCammTrack) 'IhemapofDadcArnerica Isfor 
t r a d b e h v e e n t h e r r W q h h t h D a r k M l n k n ~ a r e  
b e h g h e a i e h e d I F ~ ~ c ~ w l U ~ a l o n g b a e b p i t a l  
Track M e  F*, there Is a EM C d  Track a h g  
wMchtheIWCardsmove, endamotPohtaTradrbrkephg8~re 
ofthe Ootal Plot hints aehfeved by the r n h  m a s  
ChkThese~tuPodecksof~PIotCardsdEquipment 

Carda ' IhePbtCards~whatp lo tsareocdnghwhieh  
~ a t w h e d ~ , a n d s o r n e d t h e m , ~ ~ w d e d ,  movethe 
m~pawnsalongthePbthhtsTrack. lbeEqufpmentC~ 
d&aU h e  cad and abilities of vartaus types of qulpent the 
c k m & m m ~ l h e y & p r w i $ e a ~ f o r t h e  
~ * i t o ~ m r a e y ( w h l c h I s s p e n t o n e q u i p m e n t ~ a r  
p u b l k ~ a n t h e ~ h ~ m a p ) .  
Encounter U w W C b m t e r  Sheets: The players wlll be 

directed to the charts on thts card in order to play out the 
different encounter posslbilltles In the game. On the reverse 
side is a page of character sheets suitable for photocophg 
when the tablet Is exhausted (See below.) 

Pawns: There are 10 pa- in all; six for the players' 
characters (to be moved h u t  the Career Track, map of Dark 
her lea,  and Hospital Track) and four for the primary midon 
races in the game (to h used on the Plot Points Track). 

Stlckets: The game contatna 20 individual stickers, two for 
each pawn. 7he Rmt time you play, you wIU heve to remove 
thse sbickem fmm the sheet and put them on the pawns. Put 
the two UETs" &kern rm the front and back of one pawn. the 
two "MohcksW stickers an mother, the fiwo orange character 
stickers an another, and rn on. 

Chara~ter Shah Ibblet: The tablet of character sheets is 
to be used for keep- track of characters' four attribute 
r-. As a character gahs points In an attribute. hash marks 
ere added In the appropriate space. If n character 10s- points 
in an ettrlbute, hssh marks are erased. 

Paper Money: As characters pursue careers, they can gain 
money ta spend on equipment and travel. The p a p  money 

an easy way to keep b c k  of gabs and expendhres. 
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D k  There are two dice hcluded In the game. One is e 
standard six-sided die and is used primadty iw movement PIAYER TURN 
amund the Career Track. The otfier has 10 fncea (&red what a pIayer performs &pends Won 
0-9, the 0 representing 1 0 )  and is used b r  d&ermlnQwrccepl prtlon of the me board that playerbs pawnoccupis 
or failure at tests of a character's athhks and for most at the beginning of the turn. In any case. a h  movement has 
encounter rolls. In the rules and tabb, the ah-sided de is beencomp'etedandmymuhgm havebeenresolveds 
referred to as D6 and the 10-sided dk as DIO. the player's turn ends. 

ITEMS NEEDED fOR PMY u first Turn 
Yau will need at least one pencil and aneraser for marking On each player'shsttum of play, the playefs pawn actually 

and removing attribute points on the character sheets. b g h  the turn off the board. To start, then, the player chooses 
om of the four comer spaces on the Career Track d places 

SET UP his or her puwn them These four corners represent basic skms 
Assignme player tobe the Plot Cdm-rr anothvtokeep Ofhhdlfferentm of Corpo- 

track of Hot Points, and another to be the banker. rate, d Security. (Noff ce how the other spaces of the Career 
tay out the so that the two peopk v i b t e  nd are F P ~  to reflect -&ewes appmphte ta the 

Plat Cards and Plot Polnts have easy mccm ta those sed-  of the they are b, 

of the board. Upon chmslng a comer and placing the pawn on It, the 
H~~~ the banker the the mmy itr -U. playerrecodson thechractersheet theathibuteadjustments 

denom Illstions and set the piles to one sfde of the bwrd All Iteted on that comer (see uAurib&~," page 5)  and draws an 

pbgers begin ihe game with n~ Equipment Card If instructed to do so. 

Have the person responsible for the Flat Points Track take IYok The marked (ISgC- Train'ng" lists an 
charge of the four mhion races pawns and plnce then ldbute adjustment of+1 CombaC. It should he n+2 Cwnbat." 

somewhere handy (such as an the board mar the GDW bgo, 
far instance). 

Have the person mponsible for the Plot Cads shuffle that 
deck,setsslde 12cards (wlthoutbohg Prtthm4bynreout 
of play), and place the remainder of the deck face downon the 
appropriate shrting place on the Plot Cards Trxk. For ex- 
ample, if there am three people phylng, the deck shwld k 
placed on the blue start space (marked *34 Players"). (No& 
Setting I2 cards aside assures thut each game ptaycdwill have 
a slightly different mix of cards, thew anhanew suspense.) 

ShuMe the Equipment Cards and set that &ck face h 
beside the board. 

Give a character sheet to each player. Each player h d d  
mark 1 point in each of the atLdutat l k d  on the sheet (a 
"Attributes," page 5) and name hh or her chamcter (uire your 
uwn name, or make one u@Is ts only for flavor). 

Have each player toll the Dl 0. The h@mt &r c m  a 
character pawn and starts the game first, and players will take 
their turns In cbckwise order fm that person. 

G A M E  TURNS 
Each Game Turn In Minion Hunter conalsts of two smaller 

turn: a Player Turn, followed by a k t  Card Turn DuFfng the 
Player Turn, a singIe player perform% actiona for hts or her 
character. During the Plot Card Tum, a Plot Card advances 
along the Plot Cards Track. 

Corccr Track 
If the player's pawn b e g h  the turn on one of the spaces 

of the Career Track. the player musl roll the D6 and move 
that many spaces (either clockwhe or counterclockwise) 
around the track. The player chooses whkh directSon to go, 
but the pawn must be moved the exad number of spaces 
Indicated on the die. (Note that the pawn can be moved 
either direction every turn, but it cannot move In both 
directions in the same turn.) 
The player then Follows the Instructions Ilsted on whatever 

space the pawn ends movement upon, as explained more 
fully h the paragraphs that follow. 

Hoke that nothing prwents players from moving their pawns 
compIekty around the b o d ,  through any or all of the career 
areas over the course of several turn of play. {In fact, players 
are mcwralpd to change careers oftem to receive a good mix 
of &ihk points, equipment. and money,) 

Contact m: The character gaim a contact See 'At- 
-'' page 5. 

-mat The character gains the tndicated num- 
ber of Qutpment Cards. See "Equipment," page 6. 

h r k  b a n t e r  Sjmce The character encounters one of 
the Plot Cards cumntIy h play (either the one atop the deck 
on the start space, or the one movlng alang the Plot Cards 
Track). See uEffects of Hot Cards." page 7. 

~ ~ ~ r 8 p a c e : T h e p l a y e r f o ~ t h e  

Sa
m

pl
e 

file



c b r E c k m m ~ ~ h - ~ E n b l e a n h -  
t e r s k ~ F ~ ~ f e s f I S r n a d e \ r e n d l s t h e ~ ~ h ~  
~ b ~ % t h e ~ ~ m a o w w n t r d ~  
p t d * t h e p b - ( S e a " r ~ ~ " p a e s d  
f o r a n e ~ p b & ~  ofhwto makethbtak)A- 
t h e d t h e p l a y e r c u n d t h e D 6 ~ t b m h D l O o n t h e ~  
Dbnemb-*Mb-bsartget)# 
m a s t b e a e f i c l a l ~ r s a r % ~ ~ c r t h b w e n d o f  
t h e m l g 2 o f h o n t h e M e .  

AttrIbuteTest Spacc:Many o f h  npncesonhbwrdhavr 
text begindng with the words uEasy va" or "Avenge w.' 
foIlowedbymerttrfbute.~thechnrPeterlamoneofth~~~: 
spaces, the player makes e test of the appmprlate a t b h k  m 
expIatnad under Y T d g  AMbutes." I the test is -4, 
the charecter receives the benefks listed on the space if It Is n 
failure, the character suffen the penalty Itsted 
torner m: When a pawn moves to a comer space frwn 

elsewhere on the Career T d ,  the player has the choke of 
either tnkAg the awbute adjustments and clny Equrpment 
Cards listed on the space (even if the character hcs been on 
that space before], wignoring those hhgs and mow b m y  
wte of the metpoplex (cky) spaces on the Dark Amerka map 
Instead. (Remember, the "SecurltyTraInlng*comw~dmay 
"+2 Comhk" not "+I Combat" 

If the pawn is moved to a metmpkx Usted wl one of the two 
Plot Cards currently in play, the chamcter mcorrnka the 
appropriate Plot Card (see "EfFeets of Plot Carib,* page 7). 

Dark America Map 
lf the player's pawn begfns the turn on one of the spa- of 

the Dark Arnerfca map, no roll Is made formovement fmted 
the player may eIlhermove the pawn h u t  the Oark Amerka 
Map or to m y  one of the four comers of the Career Tmk. How 
far the pawn moves on the Dak America map wfil depend 
upon e number of factors, as explained in the nmt few 
paragraphs. 

Trawl Routes: The red lines on the Dmk Amedca map are 
travel rautes. Thgr run from metroplen to rnetmpk mme 
time crossing stretches of Out-hw and/or Demonground m 
they do so. Normal movement abng these mu& Eti fmn 
metroplex to metroplex, ba occasknally chamctm may be 
forced to end mavement on an Out-Lsw or Demmpmd 
space (and therefore begin their next tum on that space). 

Map Eacounkrs: Each tfme a character war a 
space marked as Demonground or Out-Lnw, the character's 
player must make a roll on the sppmpriate enmuter tabk. If 
the mult is 'No encounter," the e- igtlores the +e 
and continues moving, 

If, on the other hand, an encounter is h charaetu 
h a b  tsn the space and am go no farther OlLs turn. (The 

to thb la if the encounter specfially  ins^ the 
ct'lnme0er to move somewhere e l m  the Intensive e r r  
spnce of fhG HoqW Traek, for htance). 

Note thut a character may be forced to make several 
uxamter cheeks in one turn. (For instance, a charaaer 
mwhg dhdyfrom Seacouver to the Twin CItIes on the map 
would have to roll Wce for Out-Law, once for Demonground, 
anather tlme br Out-Law, and a final time for D e m q ~ w n d ,  
before reachtng the destination.) 

AEao note tfiat IF a m r  Is using a personal vehicle or 
public mrbtb, the character may gain a hnus to the 
dk roll for map e~:wnters. However, the method of travel the 
player declarrsa at the beginning of the character's turn will 
define what bonuwe (If my) the character receives for any 
map mcamtem that ium For example. iF a character named 
Sd~lccoowns an &mft but b declared to be riding hh Harley 
M s  ban, he curwwt use him aircraft harms for map encounter 
&, but must use the knus b d  for hls Wadey Insteed. 

h m m t  R u k  Characters on the Dark ArnerSca map do 
not dl for mwament Rather, they move aceodng to Wr 
moment rate, ne fdbmr. 

Fmk A chamcbr wlth no vehlde Is consided to h 
hkhg or hkhhMng and b chemcterked as "on foot." Chm 
acten on fad mow a maxhum drstance of one rnetmplex 
away froan their current posftrm. 

Assanat VehkEe: Some of the Equipment Cards are ve- 
klea If a chamcter owns one of these veMc1ea (see 'Equip- 
ment Cab," page 7), that character can move a number of 
rneop!m= dbtance up b the Wap Mwem~nt" rate IIsted on 
ttae card, bkadd travelling on faot. (They need not movethe 

m k )  Personal vehicles also gRre a bonus to Map 
rdls, thmhy makhg -1 across Out-Law and 

Demo-d more a& 
hbk T ~ 0 ~ 1 - C h a r a c t e r s  with or without p e m e l  

vehklea may opt to use public tramtranspottation, assuming they 
ham d d m t  money to pay for the ticket. The uhbllc 
Trrmsportstiwr" table on the encounter charts sheet hts the 
Map Movement rates (maximum digtance) and map encoun- 
ter modfler for each type of transprtution. 

Touse ~ l t ~ r t a t i o n ,  characters must begh the turn 
In a rnetmpk must declare which type of pubhc transports- 
b n  thy wt  mhg (trah or ahraft), how far they Intend to 
travel (up b the typ's listed Map hvement rating), and 
emctly whkh muten they will follow, and they must pay the 
m u b t  prke &re beginning to move. 

For wample, a c h c t e r  who began the turn In Denver and 
wtshed to mave to West W e  m a t  choose to trawl by kdn 
frwn Denver to the Quad Citks, to Chiwaukee, then to M k t  
Erk. The h e t e r  would pay $750 ($250 times three 
metmpl-' distance) before moving, and would roll ior a 
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Demonground encwnter (adding the traln's encounbr modI- 
fier) between Denver and the Quad CMa. If a Dem- 
encounter resulted, the character w d d  end movementan the 
Demonground space, but the money would dll be s p t k  

Multipk Rates: Characters who own personal vehicles are 
never required to use h e  vehicles. They may, at thettopth, 
travel on foot or by public tramportatlon. On the ather had, 
h i r  vehkles are considered to be available at my mampfex, 
whtch means that on one turn they could travel on foot, on 
another by personal vehicle, on mther by pubUc aircraR, on 
another by e different personal vehlcle, etc. 

CharaaerswhobeglnatumonanOut-law or Dammgnwrtd 
space must mweon foot; they may not mpubMc nor penwnnl 
tmnsportatlon, 

Minimum Rale: Charactem on the Dark America mup may 
choose not to move at all during a p-ti'cthtum. They may 
doso to remainh a metroplex where a Plat CardhJustcwne 
into play, for instance. Characters who dedde to main on an 
Out-Lsw or D e m o n g d  space must roll for a map emun- 
ter, of course. 

PtotCardEncaunters:Charaaersmthe~Amerkamap 
hmovetoametro~l is tedmaPIatCardthatb~hphy 
~ t f i e I r o ~ t h a t c a r d ( s e e w e d 5 a f P b t  
~ " p g e 7 ) . T h e y a r e m t ~ t o d o ~ ~  

Horpitol Track 
Mtheplqets p a w n ~ t h ~ m t h e ~ T r s d r ,  the 

paurndgenerslly*exacy.-spacernWd(Le, 
f i ~ C ~ t o G ~ ~ f r o m ~ W t a  
~ m C a r r : o r h ~ C a r e b a n y ~ o n h  
Ilark Arnerlea map or any c o r n  spce on the Career T h ) .  
H o w e w r , t h e p l a y e r n w s t r n l l t h e D l O l i o r a ~ W ~ ~  
movIngthepa-tkemrollrrterchamMmmt 
f a u w v t h e ~ g i m h t h a t d f e d  

PLOT CARD TURN 
IneachGameTum, 6nrnediertetyafferthePlayeFTumb~ 

theplayerrespoh4iblefortfiePfatCardsTrack~aPhtCard 
TumDurmgthist~lm,a~PlotCardismwedonespaceiart)rer 
f F o m t h e - ~ ~ u s p a c e d c o n s e q u e r r t l y o n e ~ c l o e e r b o  
t t r e u ~ C s p a c e ~ c e f ~ t h e ~ ~ t h e c a r d i s  
annedfaceupandthete&a!%tsfacetakeseffeet(~Wkdsd 
m C a r d s : p g e 7 ) . - i h m ~ ~ C a r d f s ~ 6 r o m h b p  
o f h d e c k d t h e s t a r t ~ e a n d b e g f n s i t s ~ p t a t h e r M ~  

There Is one special case in wmch two Ptot Cads an moved 
during the Pbt Card Turn. When a card reaches the k a r d  
space and takes effect, mother card is hmedfak~taken fmn 
the start space and moved one space along the h k .  'Zhe 
purpose of this rule is ta ensure that there are always- two Hat 
Cards in play at the endof the Rot Card T u M  one amp the 

deck on the start SF, and h e r  maving a h q  the Plot 
CsrdeTradc(see'~ofPDotCarda,"page7). 

Emmph: haghe n -player game in pmgress with 
play- m e d  Ab& Belkb, and Conroy, playhg In that 
&r. The Plat Cads k k  hm been p k e d  face down an the 
Mue r3-4 Playera") space ofthe Pbt Cards Track Conmy has 
vohbwed to be m s ~ i b l e  br the Plot Card Turn. 

Abboa taka the very fi mttum of the game. FoUowIng that, 
during the Plot Card ?tFn, Corvoy moves a Hot Card from the 
topof tb~bot taeg~enspace .  

Pi&, BeMa hkea her Rrm During the Plot CardTum that 
bbws, Conroy moves the single P%ot Card along the track to 
the yellowupsct. 

Now Conmy tak- his own turn. Following that, he moves 
t h a ~ P l o t C a r d t c t h e o ~ s p a c e .  

Abbot takes a turn again. Then, during the subsequent Plot 
Card Turn Conray mows the sin& Hot Cerd to the 4 
dtaeardspace and tuma lt keupaoth& b effects (If any) can 
be applledb the game Fobwlng that. he hmedlately moves 
another card frwn the start space ta tfie green space so the= 
aretwocard8 h pbyatthe endofthe Urn. 

Now It Is Belhh's turn ageh 

ATTRIBUTES 
Each character In M o n  Hunter has four mbutes: 

Empathy, Canbat;, Stdctng, and Contacts. Empathy is a 
s u p s m ~ l  Wbute, rep~esentlng the character's psych lc 
or spkkual power. Combat Is t x p r b e  with weepons and 
attack forms. stalkhg repFesenta stealthiness and research 
abllfty. And Contacts indicates the ablllty to call on Mends 
and bualneas wmchtes for help. 

Recordi ng 
AHri bule Points 
fhed.rsractersheetslIl- 

cMed In the m e  dc- 
~ l g n e d f o r ~ w - h l - ~  
back d mitrbuk pow by 
rewrdhgbhmarks.hthe 
llustdon at dg#~t, ScWco 
hae 7 p o k  of Ern&, 2 
-of C o m W  13 pints 
of ShMng, and 5 Contacts. 

Initial Attribute Points 

Gaining Attribute Paints 
Manyofths~ontheCareerTmklls tbonlrsesto  
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