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a gameboand. Frag is the perfect garme i play when youhsve o brains lefi
Frag plays best with 4 106 people, Thene's no reason el eould not create a map with more

respawn squares and have more plavers, bat it wookd ke !E:lgi‘.‘r'. E. I-I ﬂ r ﬂ E t E I- ﬂ rt h !I

GAME COMPONENTS tom BIONDOLILLC

This boxed paume includes:
& This rules sheet.

= The gamehoard, which is a double-ssded poster-gized d’ﬁhﬂ. feammres one ma p g fd I] h ICS h 'gl
T O each s, . )
__J_J_L;m.m‘. - - ’ . - L= an = ﬁ

S
# Oz sheet of courters and characier standups, i

i plastic bases o help stamd your characters upright. -.%
Yo will also need a huge quantity of 6-sided dl-n:mdm st of writing Drmplermen. p Iﬂ u tEStE rs

- Mioe Chagperan, Paul Chapman, 2
FIGHTER DESIGN ot

Each fghler has three siats: HEALTH, SPEED, and AL Y Ench player may divide Moss Jepson, Kichard Kerr,
T points bervesen the three stats in any way, as long as stal g s al bkeast | point, and not Ben Kimball, keith
more than 4. See the record sheet for a description of of zasch stai I iosrmarient 8 TSk, Sl
Eames, winning a gume sllows you s improve your W animg, below. - Gt
o oyt P ko

sevuPr” s g o

Seloct a game map, *Eﬁugﬂmmpﬂg._lblhﬂ Illﬂ!rtl'tﬂlﬂ - Special thanks w Cina Fischer,
a record sheet, marks his staks on 0 represent © Wikki Ciodwin, jd Diebbie Schnecklof

-

fighter. i e firsl pkayhes! wssinons andl srversl
Separate and shuffle the three dINEEICAPIREEs. The deckiyare usefel i suggestions
WEAPONS, GADGETS, and SPECIALS (illustrated on the mn:ﬁgn]. - A very special thanks &
Deal each player ome card from ecach deck. b i ‘Shane Williamson for heing such  spon
Roll 1o see who goes firs. The first player places his figure on anff of the ' ahorar dhe Frag name.
numbered “Respawn”) points, The next kwise then dioes the ’ = 001
same, and 50 on, After all figures are placed, the first plaver akes his'um, h..d,_"’.;_b'”" 'm
Frag i a tmoemank of
THE CARDS | B o
Thtnhud::tsl’:qmlupmh:dﬁmdplkhmhd:ﬁ - 3
When a deck runs owt, reshuffle the discands.
The: cards in your Mﬂhﬁiﬁﬁmhﬂupla}mﬁskﬁgm
it is your tam, your game hand may contain any number of cards. When
your um ends, you must have five or fewer cards in your hand, You
sy et rd of cands ing them on your fighter, on another fighter, o
by discarding.
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Cards in play do nat count aguinst the size of your hand. Thene is Bo limit to the number of
g Eadpel cands you can havean play, Yo are hmited o o number of WEOn cards in :1L._|:, |_'|_||,|.a|

- to your Health plus 1. Yo meay not give cands away,
! Weapons or {axdgers in play belong to your current fighter, They are all los when
he i Traggex] (see below ), Gadget cands are marked with a letter representing what they affect:

A for armor, H for Health, W for Weapon, and M for Movemenl
Special cards in play belong o yow, the player, and sre not lost when you ane imgped,
Howewer, most of them have dme limdts.

E Some curds boost one or more of your stats, or your weapon damage. Some special cands
H hl:]p.AJ.L payers. Remember 1o chack the special cands in ||-i.u:,.' befire vou st YHAT ELET

Llﬁﬂ‘:ﬂmﬁ ELHE“H L ~ A cand i considened in play once you place it in front of you or play it on snother player.

Contradiciory cards: Cands always take precedence over the rules, becawse the whole point
of many cands is o allow you to break a male. I two cards contradict each other {for instance,
an aulormatee bt and an alomatic miss), e last one played is the one that controls.

GAME PHASES

Each tam goes through the following four phases:

1. CHECK FOR RESPAWN: If you are cumently frageed and out of play,

ridl & die and respawn vour figure in the appropriale squan:

2. ROLL: FOR MOWEMENT: You must poll to sec how far you can move (o0

* declare you ane using o teleport cand)) before vou do anyihing clse.

3 MOVEMENT / FOWER LIPJATTACK : These may happen in any onder,
il YOI run ol o movernen! and altacks, or unkil ym declore vou'ne |h|nuJ__-h_
Ol Ay move, amack, cnler a PEPWET-Lp sy usare ard redl 1o see ol you el soIme-
'ng, moye more, sltack agan {H Y have pao attacks), and o on, Just be

5] t-n:p careful irack of WHAT MOvErTeemn if wioul clecide to t.p||1 YOUAT TTHWE

4. FINISH: Tell the next player that its his tum

RESPRAWNING

In thas game, if you get fragged, vou are only oul untl your next um, Then

o respawn,” Your newafighter munburt - he has vour original sianing scais.

But he has no weapons ofBept Bis <GS pistol, and o anmiorn, unless vou play
cards from your hand 1o give him some.

Bumping: I someone respawns or leleponts inte an occupied square, the orig-  Meapon
inal ceupant is “bumped” He must imimnediately nodl o die and move B the indi- su"-hl
cabed respawn square. This may bemp someone ¢lse (even the one who bumped
i, whio must then moll o see wihere HE goes, and so on.

MOVEMENT

Each um, moll a mumber of dice equal to your fighter's Speed, plus any modsliers or cands
in play. That i the number of squires You may move this tam. You do mot have o ke yous full
mirvement, bui you canmod save unisted movement for @ laer um

Movement is fo orthogonal squares oaly, not diagonal ones (see duagram on nest page)

fou may mdeve through o square scoupied by another fizure, bt you canmot end vous fm
im @ oocupeed square, and you cannod atack from an oCcupied souare

If you have a very high moverment, gnd you are (for imstance) interrupting it with attacks,

ou can usc the Corrent Movement irack on vour recond sheet o keep irack of bow msch of
your memvement yiou have used,

Powering Up: If you anter i square marked with the weapon or gadeet symbaol, you have
& 50% chance of drewing a cand, Roll a dieimmediately. On a roll of 4-6, draw the appropr
#le lype of cand and place it in your hand, There is no limit o the number of power-up squares
VOU Ay MHvE Ihll.lu.g_h o youar lurm, bt each SCJLINe My |||'||}' be checked once durimg voar
. Yiouw mery. ot move back and forth over a power-up squase trping e collect cands,

You mery also grab weapons left over when somebody is fragged. See Lefiovers, below,

Jumplng: Your Specd stat governs how far vou can jump, Speed of | means you can oaly
Sjump” o the next square, which is no jump at all. Speed of 2 lets you jump 2 squares, com-
pletely avending any hazands in the square vou jumg over, Spoed of 3 lets you jump 3 squares
(avoiding pwo), and so o

Jumpes muast be in oo straight line. You cannot juing over wall

Jumiping costs double, I you jump 2 sequares, you spend 4 mavement.
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- atures

Acld: Shown on the map as green and bubbling, acid cals
away &t vour fighter. Each thme vou enter an ackd sqguare,
you suffier an aitack worth 2 dice.
boors: You can move through one-way doors
only in the direction af the armow, Doors don’t
show your movement. A closed door is the

. same as @ wall. The door codors do not affect
game play unless you anc using the Frag
EXNSHTL, Dty Miich.

Grates: The grates are a cosmetic feature of the T W Do
mup and have o purpese: in game play. Yet.

| er: A teleporter square 1= indicated by the
symbal shown at nght. [T you are on a leleponier
Biuare, you may move cither vo a normally adja-
cent square, or o any other teleporter square.
Moving 10 another teleporter square costs. |, as
fior & normal move,

Whalls: Whalls stop all movement and weapon
effects, You conmot jump over them, shiosot
through them, or otherwise penctrate them. 1If o wall goes
diagomally through & square, remember 10 keep your fighi-
er on the cormect side of the wall,

ATTACKING

Each turm, Wi My attack a umber of e L'|.|IJH| 1o healf
your Accuracy. rounded wp. S0 Accuracy 4 (e maximam
possible for a starting fighter) gives 2 aacks per um, You
may not save unosed attacks for later,
© You may attack any target in Line of Sight. Draw a
srarghil line between the cenler ||I"r|.'-;'q|r sjuare wnid the cemder
B the target squarne — if there are o obstacles or other fizhi-
ers in that line, the targed is in Line of Sight. Mote that doors
hlock bine of 'vaiil'rl. A wall or comer on a diagonal line IS an
ohstacle — see diagram below,

A special cases Some doors lie between two squares, and
some are wiathin a single square. A fighter in a door square is
holding the door open. He has a LOS o either side of the
door. If he moves or 18 fragged, the door chses,

Declaring your atisck: You must declare your weapon
before rolling an attack, This may be
() the basic pisiol everyome starts whth:
2 dice damage, unlimited amimio.
(b) & Weapon card already in
alay in front off you,
(c) & new Weapon card
played from your hand as you
declare the altuck,

Recording  amma;
Most weapon cands include
an ammo ek, Belore you
ol 8o bie, wse a counter on the
card i adjust its amme down by 1 (o
more, depending on any special rules
printed on the cand). You do not have 1o dis-
card & weapon that is oul of ammo, bt you may

ol fire it again undil you have reloaded it with a
canl,
A fighter's basic pisiol has unlindeed amamo and canm

e lost, .
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Rolling to hit: Count the number of squares beltween
you and the tarpet (coum the squane the target i in, bal nod
your own b You must roll this number (or higher) on a num-
ber of dice equal 1o your Accurncy. IF yvou hit, goon b0 resolvs
damage

Damage: The target rolls a nurmber of dice equsal o his cur-
rent Health (as modified by any cards, or damage from previ-
ous llacks), The attacker molls a number of dice equal o the
weapin s damage rating. I the weapon cand says 6, for
instance, you roll & dice.

Mo divide the atiock rodl by the defense roll, discanding

ary remarnder. [he resull 15 the number of Health pninh: st %

by the tarpet. If the defense moll is greater than the sttack mll
the target takes no damage.

a0, for instance, if the target rolls an & on defense, any
aflack redl Iroam H-1|p ey 15 womalcl dnjuu 1 hitqﬂ'dm'|.|;_:¢'_ A& ol
ol 1é through 23 would &o 2 s, A moll of .'-'-1-1hm||$|'| A1 would
o 3 hits, and 50 on.

Mite: Some weapons do extra damage; this damage counts
evien il the base damage is ()

Armenr: Armor is discarded when the Nghter akes o nome
ber of points of Health damage equal w e Health bonus the
armor grants, 5o if a fighter wearing Light Armor (+1 Health)
suffers | hit, he instantly discards his Light Armor. A fighier
miy maf wear more than one suit of armor ai a ime.

Survivimg: If the attock did not reduce the target’s Health
i (0, he’s sl alive. But any further attacks against him are
rislled apminst his new Health. However, if he can use a card, or
£ 1o & blood counger, he can restore Health

The green fighter may move 0 any
of the preen-shaded squares {mumbered 1) for his first
space of movement. He may mot move diagonally,

Squanes in the green lghter's Line of Sight are
numbered. The numbers indicate the range between him
amdl ather podints in his LOS.

The yellow fighter is nod in LOS,

-_—




- Health of the target drops to 0 or less, and

can'l cure it instandly with cards, be is fragged. He s o
play umtil his nexi turm, when he respawns.

The atacker marks & frag on his record sheet. IF in's

i thind frag. be wins. Otherwise, he draws o Special card

Leftovers: The fmgped fighter is replaced by a blood
and f[liﬂhl‘j'] 3 WEAPON COUnlET. Both ane placed in
before the attocker's tam continues. Anyone emles
that square may pick up ONE counter, bt not both,
Blood Cowrer: A red markes. A Ngher who picks
the blood counter may puat it on his character sheet
spend ot at any fime & 8 “medpack™ o resione
point of bost Health
Wepon Comwnter; The target’s gadget cards are dis-
I be had any weapon cands, put them beside
map. Pt a Weapon Counter on (op of them and a
counter on the sguare where the larpet was

If a fighter picks up a dropped weipon counter, be can
il all the weapon cards there and choose ONE. Ti
into the player's hand. You cannot grab more than

weapon from a pile i one um, cven if you move
the square. If weapons remiun in the pile,
back; you can't pick it up again this tum.

Dropping Weapons and G jghter can choose 1o
drop a weapon or gadget card he has i play a1 any time during
his turn. A link courter is placed in that space and linked 1o the
dropped wem, These may be picked up using the “Lefiovers™
rules above, You cannol pick up an item on the same tam you

dropped it

Winnine

The pame ends when a player soofes three lrags. Nole
thal your canmed, under any CIrCUMsLance, score & frag against
yourse|f.

In & toureament, the winning player eams the right o
increase one of his stats by 1 before the next round
For a Imgt'r Fame. |:||;1_-. 10 mone frags

META-RULES

If you forges o declare a bonus, vou hove until the next
die nodl be remember and claim the bonas, After that, 1oo bad,
If wou wse o card 1o take someone ol of play, all de mlls
they heve made up Lo that moment count, and they keep all
cards they have dmwn, But if you wse Disconmect (for
instance ) on semeone who has hit you bui not vet rolled dam
age, you do not take any damape ot all,

Any time a stal is added 10 AND multiplied. the muli
Plil'-"-'ﬂ.l'l'f'l'l takes pluce first and then the addition. For instance,

} ml PRpeusweapon, ¥ atways has 2 full 3 if one cand gives you +2 1o your Health, and another doubles
all your stats, stan by doubling your Health and then add 2
Keep Fighting: &'I:H'I‘* i frag does nod end your tum. If If youw think & rule is unclear and vl imsist on (gasp) apply-
you have movement or atiacks beft, keep poing. If vou huve ing logic b at, remember o use the logic of a compuler game
movement, pick up your victim's leftovers! ol of the real workd!
" - e (i
2080053
38|39 40|41 55

Dl 1 ity BTy
1 anrdspien. A | poand
0 amy e aEnbie for
nch Wil Manimaim i Sy
alErbic 1= 4

Player: Wins:

FIGHTER DESIGN

Each fighter has three attribuses: HEALTH. SPEED. and ACCURACY
Each player may divide 7 points between the three anributes in any way, as
long as each attribasie gets al least | poant but no more than 4. |n ioama
ment games, winning a game allows you 1o improve your fighier

HEALTH deicrmines b weell you resist damage, bow much damage
i can take, and how many weapons you can have in play. I your Health
o Jerw, any attack is likely to kill vou (though vou can respasn and come
back), I your Health is high, you have a bemer chance of surviving an
abinck snd f!'-1:_|!|_.'lllg ¥OUR alacker on your mext tum, You are limited to g
number of weapon cards in play equal 1o your Heslib plus |

SPEED s hosw Fast yvou mose and ho ar youl can jump. A lighier with
a Spewd of 1 is pathetsc; you should take at least 2 or 3. More speed bets you
Erah mode poseer-ups, . Speed also poverns jumping: vod Can LT &
mumber of squires equal o your Speed.

AUCURALY governs wour chance of scoring a kit and how st you
amack. A low Accuracy means you have fostand right next i someone For
n sare hit: it's very embarmassing o be 2 squares away and miss, A high
Accurscy means you can snipe from across the boand. And a fighter with
Accuracy 5 gels 3 altacks per um!



