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Components

99-card deck of Kung Fu Fighting Cards,

Six Player Templates, and Six Chi Markers,

one blank card so you can make your own!

Object of the Game

  To be the last player with Chi. If you run of

Chi you are out of the game.

Overview

  Players fight one another Hong Kong Cinema style, trying to pummel one another with martial arts attacks.  Players attack each other with Attack cards or by using a Weapon card.  Players can make their attacks more lethal by playing Attack Enhancement cards and by using Stance cards.  Defenders use Block cards to avoid attacks, and can play Chi Restoration cards to restore their lost Chi.

Setup

  Each player takes one Player Template and one Chi marker. Place the Chi Marker on 20 Chi. Shuffle the deck and deal each player seven cards. Place the deck where everyone can reach it. Leave space for a discard pile next to the deck. Choose someone to go first.

On Your Turn

  Discard and Draw Cards

  At the beginning of your turn, you may discard any or all of the cards in your hand.  Draw from the deck until you have seven cards. You cannot play cards until you have finished drawing cards.  If you draw the last card from the draw pile, shuffle the discard pile and use this as the new draw pile.
Play Cards

  You can attack once, and play any number of Stance, Weapon, and Chi Restoration cards during your turn.

  Attacking:  You attack by playing either an Attack card (Punch, Kick, Trip, or Throw) or by using a Weapon card that you have in play.  You may choose to play an Attack card even if you have a Weapon card in play. If you have no Attack cards or Weapon cards in play, you cannot attack on your turn.

 Enhancing an Attack:  You may play Attack Enhancement cards to improve your attacks.  You must play Attack Enhancement cards as you attack (i.e. you can't play an Attack Enhancement after a Block card has been played).  You may play any number of Attack Enhancement cards on an attack, as long as no two Attack Enhancement cards are the same.  Note that extra Attack cards played as part of a Combination Attack can be the same.

  Stances and Weapons:  You may play and discard any number of Stance and Weapon cards during your turn, provided that you are not currently resolving an attack.  Weapon and Stance cards stay in play until you decide to, or are forced to, discard them.  You can have only one Stance card and one Weapon card in play.  If you want to play a new Stance or Weapon, you must discard the one in play. You may discard a Weapon or a Stance and not play a new replacement for it.

 Stances:  Stances modify your Attacks and Defense. If the Stance has a Damage bonus, it adds to the Damage of any attacks you make. If the Stance has a Defense bonus, it will reduce the Damage of all attacks that hit you. Some Stances also add Damage when you attack with certain Attack Enhancement cards.

For Example:  Snake Stance, gives you +3 to Fast.  If you were to play a Fast (+1 damage) Kick (3 Damage), the attack would do  3 + 1 + 3 = 7 Damage.

All Stances are strong against one other Stance, adding +2 Damage to any Attack made against someone in the opposing Stance.

 Weapons:  Weapons have Damage and Defense. The Damage is the amount of Damage that the weapon does when you attack with it (if you attack with an Attack card do not count this number).

The Defense reduces the amount of Damage you take from attacks.

Playing Chi Restoration: You may play any number Chi Restoration cards on your turn, provided that you are not currently resolving an attack.

Ending Your Turn:  After you play all the cards you want to play, declare that your turn is over. The player to your left goes next.

Blocking

  When you are attacked you can play one Block card in response. Most Block cards either ignore the attack or reduce the Damage of the attack. Some Stance and Weapon cards also give you Defense. You always count the Defense of any Stance and Weapon cards that you 

have in play, even if you do not play a Block card.

  Ignoring an Attack:  If you play a Block card that says you ignore an Attack card, the attack has no effect.

(i.e. if an attack states that you must discard your stance, if you ignore the attack you do not discard your stance.)

  Counter Attack:  Certain types of Block cards allow you to play an attack back on the opponent who just attacked you.  You may play Counter Attack even if the attack that hits you would bring you to Zero Chi or less.  Attacks played with a Counter Attack are regular attacks, and may be Enhanced and/or Blocked as normal.

  Defense: You can reduce the Damage of an attack by playing certain cards or by having a Stance and/or Weapon in play that gives you some Defense.  Subtract all the Defense indicated on any cards that provide Defense from the Damage of the attack.

Chi

  Your Chi can never be more than 20.  Any Attack that reduces you to zero Chi or less, knocks you unconscious, and removes you from the game.

Turn Examples    The following are all valid things to do on a turn.

Sample Attack #1

  You play a Kick (3 Damage) and add a Fast Attack Enhancement (+1 Damage), doing a total of 4 Damage.  If you had Crane Stance in play, you would do 4 more Damage (Crane gets +2 to Fast and +2 to Kick) for a total of 8 Damage.

Sample Attack #2

  You put a Sword into play and attack (3 Damage).  You add on the Flying Attack Enhancement for good measure (+2 Damage), and do a total of 5 Damage.  If you were in Dragon Stance, you would do 5 more Damage (Dragon gets +3 to Flying and +2 to Sword) for a total of 10 Damage.

Stance Example

  You start your turn in Monkey Stance.  You discard Monkey Stance and play Crane Stance. You attack with a Kick for 5 Damage (Kick is 3 and Crane Stance adds +2 to kick) and then discard Crane Stance and play Tiger Stance (to take advantage of its +1 Defense).

Weapon Example

  You start your turn with the Nunchucks in play.  You discard the Nunchucks and play a Sword.  You attack with the Sword (3 Damage), and then discard the Sword and play a Fan (to take advantage of its 3 Defense).

Combination Attacks

  The Combination Attack Enhancement card allows you to play up to two additional Attack cards as if they were Attack Enhancements with an attack, in addition to any other Attack Enhancements you play.  You could, for instance, deliver a devastating Triple Kick or Triple Punch, or you could even pull out all the stops and execute a Wild Spinning Flying Sword Punch Throw.  Keep in mind that if your opponent can block any part of the attack, they block the entire attack.

(i.e. Weapon Block, Blocking Punch or Balanced could block a Wild Spinning Flying Sword Punch Throw)

Trips, Throws and, Counter Attack

  A Trip or Throw attack forces you to discard either your Stance or your Weapon if you have one in play.  Any Defense from a discarded Weapon or Stance is ignored, and cannot be used to reduce the damage of the attack.

  If you use a Counter Attack card against an attack that will cause you to discard a Stance or Weapon, that Stance or Weapon can still be used as part of the Counter Attack.

   The order to resolve an attack is:

1) Make all Attacks and Blocks (including Counter Attacks)

2) Calculate Damage (including all Stance and Weapon cards in play)

3) Discard any Stance or Weapon cards (lost to Trip or Throw, etc.)

4) Calculate Defense (including Stance or Weapon cards still in play)

Trip, Throw and Counter Attack Examples

Weapon Example

  You have a Chair in play. You are attacked with a Throw and are unable to ignore the attack.  You have to discard the Chair before you can use its 1 Defense, so you lose 2 Chi. If you played a Counter Attack card, you could use the Chair to attack before you discarded it.

Stance Example

  You make an attack in Tiger Stance, the defender responds with Counter Attack and a Trip.  In this case, the +1 Damage from your Tiger Stance would count as part of your attack, but the Tiger Stance will be discarded before you could use its +1 Defense.

