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You and your friends are the
) prize pupils of Professor

Pugnacious, monster hunter

extraordinaire, and you have

PERILE, mj@m embarked on a perilous
W/PER?“D& quest. You are rivals,

endeavoring to outdo one
another, foil each other's plots, and to become the
indisputably greatest protector of the Victorian empire
against the forces of darkness lurking at its edges. To do
this you must gather your wits, develop your skills, acquire
your equipment, face fiendish foes, forge, alliances,
“backstab, betray, and bludgeon your way to the Finale
before anyone else beats you to it. Good luck - you will
need it!

Professor Pugnacious is a deck-building game, which
means that each player starts with an identical deck of
cards, and then acquires new cards which you use to
improve your deck as the game goes on. Cards give Skill,
which you use to acquire more cards; Fight, which you
use to defeat enemies; Failure, which you use to make
other players lose their combats; and a host of other
abilities. The game ends when someone defeats the
Finale, or when the Main or Enemy deck runs out.

The winner of the game is the player with the most
Experience Points (XP) at the end of the game.

|
|
|




% SET UP AND GAME SUMMARY

Everyone starts with the same starting deck. Each player has 5
cards in front of them, their Card Queue, that they can buy from
-collectively, these make up the Card Ring. You buy cards from
your Card Queue to add them to your deck, and at the end of
every turn the Card Ring rotates to the left, so you get one new
card in your Card Queue from the opponent to your right’s Card
Queue, and give one to the opponent to your left. There are 5
creatures available to fight, 3 of whom are replaced regularly.
You defeat monsters to gain Experience Points, and when the
game ends the player with the most Experience wins. The game |
i ends when the Main Deck or the Enemy Deck runs out of cards,
. or when someone defeats the Finale.

$ s oses ooz =
% . ['URN SUMMARY

The turn consists of 4 phases, played in order. Everyone takes
their turn simultaneously. If there is ever a dispute as to what
order two players may act in, such as who plays a movement card
first or who gets to buy the last Greater Fight, then the player
with the lowest XP gets to pick the order. If there’s still a tie,
have the disputing players have engage in a duel to the death. The
now deceased loser, in compensation for having lost, shall decide
the order of play. Alternatively, play Rock Paper Scissors or flip a
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coin. When everyone is done with one phase, they agree to move
on to the next phase.

LS

Play as many cards as you want from your hand. You do not have
' to play a card if you do not want to. Over the course of the game,

you will likely play cards that give you Skill, Fight, Failure,
“‘ Draw, and other special abilities. You do not have a limited
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number of actions: if you have a card in your hand, you can play
it, if you choose to.

ST

You can buy any cards that you have sufficient Skill to afford.
You can buy as many cards as you want, as long as you have
enough Skill to afford the sum of their costs.

———— —_—
p— —
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You pick one monster to fight: either of the three visible
Enemies, the Training Dummy, or the Finale. Everyone
simultaneously chooses their targets, and then distributes -their

~ Failure among their opponents. Everyone who has a Total Fight

of their Fight minus the Failure assigned to them that is greater
than or equal to the Combat Value of the enemy they chose to
fight wins, everyone who has less, loses. You do not have to fight
anything if you don’t want to. Certain monsters, called Traps, are

defeated with Total Skill = Unspent Skill — Failure.

Your Skill and Fight reset to 0. Discard any cards left in your
hand and all cards you played this turn. You draw a new hand of
5 cards, and gain any benefits from winning (or suffer any
penalties for losing) against the opponent you fought in the
Combat Phase, such as gaining Experience Points. The Card
Ring rotates one: the leftmost card in your Card Queue becomes
the rightmost card in the Card Queue of the player to your left,
and in turn you gain the leftmost card of the player to your right.

YOU WIN if you have the most Experience Points (XP) at the
end of the turn when the Finale is defeated or the Main or Enemy

decks run out.
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This is a deck building game, which means that all players start with
identical starting decks, acquire cards to improve their decks, and then
use those cards for a variety of purposes. The object of the game is to
kill the monsters and acquire the most experience points by the end of
the game. Cards give 4 basic kinds of bonus: Draw (which lets you
draw more cards from your personal deck), Fight (which increases
your Total Fight, letting you defeat larger monsters), Failure (which
you spend on an opponent to decrease their Total Fight), Skill (which
you use to purchase cards and bypass Traps), and assorted other
effects. For instance, take the card Royal Bounty(5) +1 Fight. If you
win a combat this turn, +1 Exp. This card costs 5 Skill to purchase,
gives you a +1 bonus to your Fight this round, and has a miscellaneous
effect-if you defeat your target monster, you get an additional 1
experience point beyond what you normally would receive for beating
that monster. Many cards contradict what the rules say here. If a card
contradicts what the rules say, then go with what the card says. If you
“discard” a card, then it goes into your Discard Pile and will
eventually be shuffled back into your Draw Pile: it remains in your
deck. If you “trash” a card, then it is permanently removed from the
game-you will never draw it again.

Each player starts with a starting deck consisting of seven Minor Skill
(+1 Skill) cards and three Minor Fight (+1 Fight) cards. Shuffle your
personal deck and draw a hand of 5 cards. There are two main areas of
the play space to pay attention to: the Card Ring, made up of the Card
Queues of each player, and the Combat Zone. Your Card Queue
determines what cards you have available to buy. Each player starts
with 5 cards available to them dealt out of the Main Deck. Buying
cards is explained in the Turn Order: Buying section of the rules. In
addition, there is an inexhaustible supply of these two cards, available
to everyone for purchase: Greater Skill (Cost 3) +2 Skill. Greater
Combat (Cost 3) +2 Fight. The Combat Zone contains the monsters
~ you have available to fight this turn. The Training Dummy (combat 2,
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~ everyone begins the Play Cards phase simultaneously. Your hand is

win: Trash a card in your hand or graveyard, lose: nothing) is always
available (you can always keep training), as is the Finale. There are also
three creatures from the Enemy Deck available each turn-either
Adpversaries or Traps. Combat will be explained in the Turn Order:
Combat section. And that’s all there is for the setup! Let’s get started f

playing.

Turns are taken simultaneously. All players play cards in the Play
Cards phase, then once everyone agrees they are done playing cards, all
players move on to the Buy Cards phase, and then once everyone
agrees that they are done purchasing new cards, all players move on to
the Combat phase. Once everyone agrees that the Combat phase is ]
over, the Recovery Phase happens, and then the next turn begins, and :

hidden from other players, but the cards you have played are not. For
instance, if asked how much Failure you have showing, you must
answer honestly.

ST |

3
In this phase you play as many cards as you want from your hand, r
immediately gaining their benefits. There is no limit to the number of )
actions you have: if you have it in your hand, you can play it. You do
not need to play all the cards in your hand if you do not want to, cards
you do not play will simply be discarded at the end of the turn. If you
do play a card, you must do all of the actions printed on the card
unless it says “you may”. Most cards that you play will be discarded at
the end of your turn, but there are some that remain in play, giving
you their bonus each turn and not counting towards your hand size.
There are also some cards that have Turn 1: and Turn 2: printed on
them. These cards remain in play for one turn after they have been
played. The turn they are played, you gain the effects listed under Turn
1:, and the next turn, you gain the effects listed under Turn 2:, and
then they are discarded in the second turn's recovery phase.
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You’ve played some cards that give you Skill, now it’s time to use that
Skill to acquire new cards. Each player has 5 Card Spaces in their Card
Queue, with one card from the Main Deck in each card space. They can
purchase as many of these as they can afford; there is no limit to the
number of cards you can buy in a turn as long as you have enough Skill
remaining to afford them. For instance, with 5 Skill available, you
could buy something worth 2 and something worth 3, something
worth 5, etc. You need not spend all your Skill; there is no penalty for
ending the turn with unspent skill, though it does not carry over from
turn to turn. You do not need to buy anything if you do not want to.
Cards that you buy go into your discard pile, they do not go into play
immeédiately. When a card is bought, slide your remaining cards that
are to the right of the Card Space that is now unoccupied one space to
the left to fill the empty Card Space, then draw a new card from the
Main Deck to fill the now empty rightmost Card Space. So for
instance, if your cards look like this and you buy card C: ABCDE it
will look like AB_DE. Slide to the left, ABDE_ and draw a new card.
ABDEF. There should always be 5 cards in everyone’s Card Queue. If
at any time there aren’t, slide the cards that are to the right of the
empty space(s) to the left and fill the now rightmost empty space(s)
with cards from the Main Deck.

Now it’s time to put those cards to use! You’ve probably played some
cards that have Fight values on them, and may have played some cards
that have Failure values on them. Count up your Fight values, decide
which monster you want to attack - the Training Dummy, any one of
the three current face up Enemies, the Finale, or no one - and declare
your target.

" You will need a few tokens for this phase. Each player has five combat

tokens-Training Dummy, Finale, 1, 2, and 3. There is also a pile of

Failure tokens, and you should take one of them for each point of

e
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Failure you have to distribute.

You secretly choose the target you wish to fight, select the appropriate
token, and place it face down, so the ? is showing. Once all players have
made their selections, simultaneously reveal them. Once you have
selected a target in this manner, you cannot change your decision.

After selections have been made, then the players who played cards
with Failure values decide who to assign their Failure points to. These
can be split up: for instance, if you have Curses, Foiled Again!(6) 3
Failure. If an opponent loses a fight this turn, they must discard a card,
in addition to the Losing penalty you may assign 2 Failure to one
opponent and 1 to another, and all players other than you must discard
an extra card if they lose, even if you did not give them any Failure.
You assign Failure by handing your Failure tokens to the appropriate
player. Now is the time when backstabbing and betrayal begins in

" earnest. '

Your Total Fight is calculated as follows: Sum of Fight from cards
you played — Sum of Failure opponents assigned to you = Total Fight.
If your Total Fight is greater than or equal to the Fight Value of your
target, you defeat it and gain the benefit listed after Win. If your Total
Fight is less than the Fight Value of the opponent, you do not defeat it
and you must suffer the penalty listed after Lose. If an Enemy is
defeated by even one player, then during the Recovery Phase it will be
discarded and replaced with a new Enemy. The Training Dummy and
Finale are never discarded. The Finale has two special traits: if you
defeat it, the game ends, and if you lose to it, you cannot be the next
person to fight it. More precisely, if you lose to the Finale during a turn
where at least one other person did not fight it, then you cannot target
it until after a turn where someone other than you targets it.

Note: there are two types of Enemies: Adversaries and Traps. All Traps
are labeled as such, and all non-Trap Enemies are Adversaries. Certain
cards affect only Traps and certain cards affect only Adversaries.

Traps are defeated by Total Skill = Sum of your unspent Skill - Failure
assigned to you, not by Total Fight.




o

Your Skill, Fight, and Failure reset to 0. Discard all cards you played
this turn and any cards remaining in your hand, draw a new hand of 5
cards and suffer any losing penalties or gain any winning benefits from

your most recent combat, then retrieve your combat token. In some
cases you will be affected by more than one Win or Lose condition, such
as if two opponents each defeat a Pondering Poison Trap (Win: 2 Exp
and opponents Discard 1) then the effects stack: in the example, you
would Draw 5 like normal, and then Discard 2.

Discard any defeated Adversaries or Traps and draw a new card from
the Enemy Deck so that there remain 3 Enemies in play. Check to see if
the game ends. The game can end in one of three ways: the final Enemy
card is discarded, the Main Deck runs out of cards, or the Finale is
defeated. Every player slides all of the cards in their Card Queue one
space to the left, and their leftmost card becomes the rightmost card of
the opponent sitting on their left. So if Alice and Bob end a turn with
their Card Queues looking like this: Alice ABCDE Bob FGHIJ then
they begin the next turn with their Card Queues looking like Alice
BCDEF Bob GHIJA

And then the next turn begins in the Play Cards phase.

You now know everything you need to play the basic game. But if you
have any of the expansions, you need to know a few more things. There
are three new card types introduced in Treachery and Locomotion:
Classes, Events, and Locations, as well as a new card trait, Stealth.

If you are playing with Classes, then before the game begins, all
players should have an opportunity to examine all the classes and decide
on one to play as that game. You begin with your Class in play with the
Level 1 side face up. You may use the Level 1 ability once per turn
during the Play Cards phase. During any Play Cards phase when you

" have at least 5 XP, you may sacrifice 5 XP to Level Up. You immediately
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gain the Level Up bonus this turn, and you flip your card over so that
the Level 2 side is visible. You may now use both the Level 1 and Level
2 abilities, each one once per turn.

i  Ifyou are playing with Events, then shuffle the Events you are playing
with into the Main Deck. Whenever an Event is drawn from the Main r
Deck, the player who drew it should announce that they have done so,

i\ read it, and then all players should implement the effects-it affects

everyone. It should be set aside where everyone can see it easily, and it

remains in play and affects the game until the next Event is drawn.

playing with into the Enemy Deck. Whenever a Location is drawn, put

it into the appropriate Enemy spot, and draw a new Enemy and put it

on top of the Location-for instance, if the Enemy in 2 was defeated and
| you drew Stragglers, it would be put in spot 2, and you would then,

.~ draw a new Enemy card and put it on top of Stragglers. If you would
put a Location atop a Location, instead shuffle the second Location into
the Enemy Deck and draw again. When the Enemy at a given location is |
defeated, discard the Location as well as the Enemy. '

N—

I  Ifyou are playing with Locations, then shuffle the Locations you are
' Locations have two affects: they alter the Combat Value of the enemy ;

placed on them, and they provide an additional affect to the Win or
l ; Lose conditions of that Enemy. Note that all of these are in addition to l

what the Enemy naturally has, not in place of.

| There is also a new card trait: Stealth. Cards with Stealth are played
face down and are revealed during the Combat Phase, after combat
targets have been declared. Thus, if asked how much Failure you have
showing, you do not need to reveal any Failure due to Stealthed cards.

oty
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WHAT'S THE DIFFERENCE BETWEEN THE FINALE AND THE
MECHANICAL ABOMINATION?

The Mechanical Abomination is the only Finale in the core set, but the
expansions Treachery or Locomotion, and the promo sets Mythos
Monstrosities, Great Detectives, and Armies of the Undead each come with a
new Finale.

CAN I USE TRA VIS’ 10 TON TREBUCHFTTO DEFEAT THE FINALE?

No. The Trebuchet can only target Adversaries, so you cannot use it to defeat
the Finale, Training Dummy, or a Trap. An Adversary is any Enemy (from the
Enemy Deck ) that is not a Trap, or, if you are playing with expansions, a
Location.

IF I LOSE TO THE MECHANICAL ABOMINATION OR ROGUE AGENT, DO
I REALLY GAIN EXP?

Yes. Note that if you lose to the Finale you cannot target it again until the turn
after someone else does, so you cannot just fight it and lose to it every round,
always gaining 4 Exp. Nice try, though.

IF SOMETHING SAYS I CANNOT FIGHT THIS TURN, CAN I ATTEMPT A
TRAP OR USE TRA VIS’ 10 TON TREBUCHET?

No.
IF SOMETHING ENDS THE GAME, DO WE FINISH THE TURN? ;

Yes. If anything would end the game, such as buying a card when the Main
Deck is empty, or the Super Scientist using the level 2 ability, the game

continues until the end of that turn's Recovery Phase.

WHEN DO CLASS ABILITIES HAPPEN, OR WHEN CAN I USE THEM?

All Class abilities that must be activated can only be used during the Play
Cards phase of the turn, and can only be used once per turn. Think of it as
always having one card with that ability in your hand.

WAIT, WHAT'S A CLASS? THERE AREN'T CLASS CARDS IN HERE.

Classes are a new kind of card introduced in the expansion Treachery. For

. convenience of keeping them all in one place and since the expansions are
. printed without rulebooks, the rules addressing them are in here. There are

e
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Classes in Treachery and the promo sets Great Detectives and Age of Industry.

An up-to-date FAQ and any errata can be found at sixpencegames.com/

professorpFAQ

GLOSSARY

V’

FINALE - The creature that, if you defeat it, the game ends. If you lose to the
Finale, you cannot target it again until the turn after someone else loses to it.
In the core set of Professor Pugnacious the only Finale is the Mechanical
Abomination.

TRAP - Cards from the Enemy deck that are labeled Trap, and are defeated
with Total Skill instead of Total Fight. ; |

| ADVERSARY - Any card from the Enemy deck that you can target that is not
| aTrap (so if you are playing with expansions, also not a Location).

CARD QUEUE - The five cards you have in front of you available to buy.
CARD RING - The set of everyone's Card Queues.

{  Thomas Eliot is the primary game designer and has handled all the business
aspects. Andrea Renaisse did all of the art and visual design. Brent Hengeveld 1

composed and performed the music. Allison Laurel Rea contributed greatly to
/ the game design and basically ran the playtesting.

Panda Games Manufacturing made the physical objects you're holding, and
Game Salute got them into your hands. Without either of those fine
companies, this wouldn't have been possible, so thank you, ladies and

lr gentlemen.

A A big thanks go out to all of our playtesters, but especially Zvi Mowshowitz
' and Mark Barroll, whose help and advice have been invaluable.

None of this would have happened without my brother Peter Eliot, who gave
me the idea for the Card Ring as well as the courage to do all of this.




EXPANSIONS AND PROMO SETS AVAILABLE NOwW

The expansions Treachery and Locomotion, as well as the promo sets
Mythos Monstrosities, Armies of the Undead, The Great Detectives, and
Age of Industry are available now exclusively through
DriveThruCards.com.

COMING UP NEXT

Professor Pugnacious was the first of Sixpence Games' productions, but
will be far from the last! In 2013 we will proudly present several new
projects:

Save the Singularity!is a cooperative dice game about trying to
prevent the robot apocalypse.

Legitimate Businessmen is a worker placement Eurogame where
rival mobs vie for control of a neighborhood by dominating the legal and
illegal economy.

The Bag of Holding is a project to build actual physical bags that are
bigger on the inside than on the out. This is really going to work, we
promise.

We will be coming out with a deck of poker-style STEAMPUNK PLAYING
CARDS by Professor Pugnacious artist Andrea Renaisse, using a less
photorealistic, more iconic art style, and more truly steampunk!

We also have a number of secret projects that we can't tell you about yet,
but that we're sure you'll love. For more information on these and other 4'

projects, check out our Kickstarter page, kickstarter.com/sixpencegames,
our Facebook page, facebook.com/sixpencegames, or our website,
www.sixpencegames.com.

If you have anything to say about any of our products, please don't
hesitate to contact us at feedback@sixpencegames.com

HAPPY GAMING FROM ALL OF US
AT SIXPENCE GAMES!

L
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D, OF COURSE, OUR MOST SINCERE,
ARTFELT APPRECIATION TO EVERYONE
WHO BACKED US ON OUR KICKSTARTER:

uel Peterson, Evan Adams, SacredRoach, Frankie Ramirez, Lincoln Quirk, John Kammer, Aaron
Fishman, Evan Rattner, Andrew Zimmerman, Bruce Powell, Gregory Milken, Yoshiya Shindo, Kristan
Wheaton, Ryan Percival, Dmitri Prime, Jess Eliot Myhre, David Yauch, Kevin Chambers, Jeremy
Schlatter, Akita Noek, Colin Keizer, Shane Allen, Jennifer Doebler, Shadeofnight, The Redheaded
hﬂ,madst, Mike Harris, Kelsey Paul, Timothy Hart, Daktyls, Matthew Otey. Brandon Hill, Craig,
wrence Pan, Matthew Klein, Dale Lewis, Joseph Franecki, A M Brodie, Marjorie-Ann Lacharite,
emearlS, m8n7b6, William Hoek, Steven Banas, Raphael Fernandes, Adam Krump, Steve Crawford,
'HAL1800, Daniel Berger, Zach Bertram, FIWiPig, Matt Macdonald, David Jackson, Michelle Scott
Roark, Adam Coleman, Alvin Ronnfeldt, Jessica Fure, Vincent L-Garant, Stephanie Bryant, Paul
Echeverri, Kevin Schantz, John McNally Jr, Veronica Wakefield, Jonathan Hamlet, Tim Rightnour,
Jennifer Bridges, Nlwidener, Sanchit Sharma, Tanya Hakala, Erin Anderson, Chris I-B,
Elizabeth McDowell, Scott Fowler, Colinlamb, Jeff Belina, William Eden, cholgren,
Peter Mueller, Rolf Laun, Todd Hayes, Tim Eliot, Diana Carrier, Kelsa, David Cassidy, Stephen Atwell,
Ken Hoffman, Craig Wills, Daniel Pennypacker, David Wyble Jr, Alfredo Barraza, Ogrell, Jack Gulick,
Gallo, Dan Patriss, Jess Boronico, Lora Hood, Kenneth Benoit, John Emmett, Chris Schneider,
( staff, Kevin Fischer, Nicholas Vitek, Justin Kowalski, Judith Owens, catherine kehr,
‘Minakech Nightshade, Aaron Krebs, Ramon Rozas 111, Jamey Philipp, Kaja Foglio, Mark Montgomery,
hley Frencl, Benjamin Taylor, Stephan Szabo, Ben Toner, Greg Mount, Ryan Meeker, William
Hiestand, Simon Carter, Andrea Mutsch, Mari Barnes, Tyrone Boyd, Anastasia, Chrissy Welter, Owen
" Cawley, namelessl, Pennsyltucky Phillips, Dave, Mark Barroll, Garry Jenkins, Tristan Chong, Jeff Fox,
Bl \Huris, Brent Hengeveld, David Dudley, Rob Smith, Keith Weber, Christopher
Gagne, George Dunlap, Philippe VallV©e-Lefebvre, Ted Martin,
Huntington, Liam O'Caoimh, Michael Weimholt, Joseph
Potenza, Frank Conrad, Elizabeth Musick, Lani Lee, Tom
Smith, Tina Tipton, Heinz Fruehwirth, Courtney
Knipe, Leif Hardison, Lynton Dalla Rosa, Sean
O'Dell, Lena Marvin, Candice Wozniak, Alex
Pchelintsev, Dan Wheeler, Darren  Lee,
Macomber, Nicholas Gaydos, Janessa Portner,
o ooard Republic, Rick Hargett, Tan Borchardt
Pascal Tremblay, Peter Eliot, Simon, Scott Berger,
Jenee Hughes, Alex Willisson, Gregory Lipscomb,
Kenneth Myers, Keith Davies, Dawn DeBacker,
Jason Nell, Vern Roberts, Elizabeth Crisscys Kerty
Stanhope, Daniel, Ally Beaton, Robert J Gibson,
Adam Ness, Derek, Piotr Baraniak, James T Stanley,
Peter James Christensen, Andrew Thorburn, Wayne
Williamson, Joseph Bocke, Marty Devine, Sheila
Lepkin, Theresa Wilson, Keith, Jeelanton, ThatGuy, Bram
Hutwagner, Jonathan, Arne Kreutzmann, Chris, Wendy Rowe,
Arcane, Robert L. Vaughn, David Del Pino, Quentin, Geoffrey S Turi,
Pascal Daniel, gscshoyru, AJ Hileman, John Cruz, Bob Morris, Andrew
Casmir Rose, Richard Millar, Thomas Shydler, Tom Ryan, John Hanna, Roxy
M., WuseMajor, Kris Williams, Richard , raft, Alexander Neukam, Kranodor,
Michael Sheldon, Richard Leach, Craig Jones, Michael Swadling, Bill Glasgow,
]a.mesBored, Dan Keller, Craig Hackl, Kate, Peter Karpas, Ed, owalczewski, Matt
S, Michael Pedersen, Mark Zabel, GoodSirRage, Jerrin, Andrew Snyder, Auros
Harman, Casey, Victor Leonard, Kyle Ryan, Brayden McLean, Matthew, Stephen
eeman, Simon Wray, Maia Czwornog, Keith Koleno, Eric DeVault, Matt Wolfe, Rocco
Pier Luigi, Rick Vinyard, Scott Bender, Omni Pyrmaeus, Cara, David Micun, Ken
Thronberry, Ron Wilhelm,’ Gabor Papp, Shawn Marcil, Jennifer M Munnings, Warren
rom, Davi Tassinari de Figueiredo, Bill Su, Saagar Patel, John Hanna, Dave Sterling,
Connell, Rob Mitchell, Jeff "Darkwind" King, Seth Anderson, Krista Donnelly,
Lionel Pryce, Romulo Marques, Jason Brown, bitwisenot, Adam, asterday,
Matthew Wasiak, Jonas Salonen, CrabAndCat, Jonathan Eliot
ich, Nicholas Sturm, Quintrino, Steve Nus, W. Travis , hedd, Brian

‘Hadley, Hitomi Hadley, Richard Schwall, Lee Eeles, James Instrell-Walker,
[way Traynor, Topher Eliot, Brett 1324, Andy Ellis, John Carpenter,
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