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1found it at a fleamarket. I'd never seen anything like it, a strange metal device, with an odd drawing at its center, a funny-looking
little fella, awlwardly smiling up at me in fluorescent paint. | was instantly drawn to it, this mysterions object. The seller was an older
gentleman. He saw me pick up the device, and we got to talking. He told me he had found it when he was working
as a janitor ina science lab back in the 1950s. “So, you stole this from the lab?” | asked. With a little laugh he
replied... “Lot's just say, | forgot to bring it back." | asked what the object was for, and with a little smirk, he
said, “The device has the power to bring the past back to life and even make wishes come true.” | chuckled.
0f course, | did not believe his fairy , but the object intri me theless. | decided to buy it.

That same evening, my friends, a group of fellow adventurers, gathered for our weekly game

night. As usual, we couldn't decide which game to play. My friend, Nina, looking over my game

shelves, spotted the mysterious device. “So, Tom, what kind of game is this?" she asked

sarcastically. She took the device in her hands, started tuming it around as if looking to open
it. Just when | was about to relay the old man's story, we heard a click and the little painted
fella in the middle began to light up. Everybody was startled, and Nina almost dropped the
device, but managed to hold on. The glow intensified, so much so that before we knew it,
the whole room was enveloped by a bright light.

As the light faded, we found ourselves in a totally different world, which curiously seemed
somehow yet familiar. Then it hit me. The device had transported us to one of my board
games! At first, everyone panicked. “What just happened?” “Where are we?" 'Is that a
dinosaur?” We calmed down as we realized if the device transported us here, it should be able
to transport us back,

Suddenly a voice called out to us from the device. “Hello, brave adventurers! | am Flexo! I'm here
to answer any questions you may have, Are you ready to bend the mles?" And then he stood before us,
this funny little fella, and d that we held a Rul machine. ‘it
allows you to experience gaming as never before. You're masters of your own
adventure, as you can change the rules of the game as you play, bending them
1o your advantage. To do so you'll need to collect and spend energy cubes; and to control your fate
you'll need to collect the precious Chips that power the machine. You can even move from one gaming
universe to another if you play your cards right.” In the end our mission was simple. To return home
we needed to win a game, by collecting Chips. Well, simple in theory, but easier said than done. But
that night, | was the first to achieve it.

Since that dinary evening, we experi our game nights in a completely different way. We
now call ourselves Rulebe nders and return again and again to this great adventure. Won't you join us?
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GAME COMPONENTS

10 (ame boardparts

7 Nuclear Tokens
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7 Hectron Tohens
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14 Multipiier Tokens

5 Setwp cards

35Zombie Theme Cards 35 Sci-fi Theme Cards

35Prehistoric Theme Cards 35 Fantasy Theme (ards
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60 Exchange Tohens
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1 Start Player Tohen
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2 (aptain’s Hook Tokens

1Round Marher

1 Theme Marker

5 Rule Panel Markers

1 Rulebenders Die

Ineachofthe 5 player colors:
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7 Bolution Discs

1 Player Order Disc



KEY CONCEPTS AND TERMINOLOGY

RulePanels s fvolution frack
The outer ring ties of the board that exch Ivolutionzane
defineaneruleof the game

loched spaces
cards allow players to
dam thesepermanant
spots in rule parel

containers.

Rule
i Indheates which of the 7 game
Rule Pane! (ontainer rues is o beinflenced here.

Theme
Theme Panels Indicates which of theme

The inner ring tiles of the board that each cads can be found hese.
definethe 4 themes of thegame. =9
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GAME SETUP

(hoose 4 theme card decks and their matehing thems pansls. 2
o‘)ﬂxe;:rm:;mde(hm'::whmnmbm. {if ‘mﬁ;}:‘
you won'tneed themfor this game. The 4 themes will set your ‘L.J% mmm
e eperianee, 30 look out
o For e i the ollowieg

game parameters; refer to the chart below to dhoase how
confron tational you want the game play.

@mmmmmdwma,trmeam
e panels; piacethe 4 theme panels randomy,
inside the outer ring; and finally, place the Flexo tile
in the middie.

@mmmmmeq.m:wm;
hhave the same buck, tave core not I mix dedks together.
Vs wichd ok el on the
the matching themepanel

ation of

Q)Domesmhhﬁemads.andﬂxemgm
facedown on the draw location of the Flexo caed
panel.

e Each player choasesa colow andtakes the 20
energy cubes, 7 evolution discs and 1 player order
disc of their colour.

oJMmyd—nmohhemhnmpards.

Placethe § nue panel markers on theappropriate
locat ons as ndicated on the setup card,

The setup card shows the playing colocof the start
player. 1f this cofor doss not particpate. take the
next color thatis depicted. Place the staet player’s
discon the startplyer spot and gvethemthe Start
Player Token. AN other player order discs are placed
onthe "1 chip’ potinno particular onderas play
will moveclockwise from the start plajer

@m;mmnawmmmmov
the 4 theme panels of therr dhoce. This willbethe
active theme for thefirstraundof the game.




GAME SETUP

@mhmfdmmmmsmdw
round track,

JSthhnm:demxad
randoenly piace one facedown on exch of the
matdhing locations ontherulepands

@mmwm‘mmxm.ms.
2nd Rulebender digin 2 general supply, nextto the




GAME OVERVIEW

played over g In each cound, fi then take turns performing one of

B Payacad

[fplayers can't or dorit want to performany mare actions. they pass. Onceal players have passed, each of the 7 rulie panels will scoce. In each panel the player with
themajority wil take control 2nd dhoase how to bend that re.

At the end of mund 4. players wil count 2l theer chips, and theplajer with the most chips is deciared the best Rulsbendsr, and wins the game.

ROUND OVERVIEW

1. Prepare for the round

Players prepare their round set up to match the current rule settings & evolution i e 8 gy abes a5 indicated a0d
track modifications. Note: Var can choese to perform this step simultmneausly with place them nther persora! supply.
the rule pavel scoring Sut whenever o card diters the end of the ramd, kmow tht the
the rond.
Exchange: Draw one exchan ge token of thecurrent welue. See ﬂn-(is.lndayguh.ﬁayﬁd‘nasmadsas e
xchinge token on page 1 for meredetalks. indicated, upto their current hand bimit. Payers draw cards
anytheme o the Fexo cad draw deck, If a deck is extnsted,

shuffle the discaed pile into 2new draw pile.

Don’t forget to ahvays draw afew
Flxo cords! Since thew can abags be
Stant Player -GaimCips: [ round 1, 2 plsyess receive 7 dips. In Ployedt, you Will wever gat stuck i the
rounds 2 to 4, the piayer whasedsc is on the start player pot gama!
recenes 2 chips and the Stact Plyver Token. Rlotherpleyers - wu

fecene 1 chip. @ @ Thame, Gaedlandtimit, 20d Gorremcy
mothing happens

2. Perform anaction
Players taks indockw der, choass turn. If you b. Play a hand card

lm(-:ﬁnm,amn::;mymmmimrm?w 1. Based an the position of your evolut onmarkerin the theme rule panel, check
ook e & N 0 oy 2pus & to seewhich themes you may play. Nete: Players o aiways dowed toplay ew
a. Place an energy cube

Plxe ane enegy cube from your persenat supply:
w on 1y of the 7 rule panel cantainers on the board IR
» on the leftmast valisble space of the top row of the tiehreaker track.

Nothemecaeds

Caads of the active thems only

{Cands of the active theme 1d of the theme oppasite the active
theme

{Cands of the active theme and cards of the neighb auring themes
{left 3nd right of theactive theme}

Rty themecaeds.

00000 :




2. Thenpay the cost of the card as mdicated mits top left comer.

Aays pay olos attention to the
currit oumvency O it the gams,

theds will have a.big effect on gur
stratagy o try oad outsmart the
other plogers!

© |-

1 ormore of the axrent curmncy

Atany pointon your turn
youmay xthotea adin
your dashboard witha tap

actica.
Tp (rotate ") and resolve the effect.
(ards canonly be tapped 1x per round.
At the stact of the next mund, 38 cards
3. Al played cards are hept facewp in front of you, ‘*b!:mﬂﬁ(mﬂfdkigﬂ'l‘
wed fitleand replayed faceup e

frontof you, stackedantop of eachother, 3nd at the end of the
cound will be discarded.

b featwe tealcdourad titleand wil
be hept facewp in fronto fyou, in your dashboard, untd theendof
the game. These cards feature angoing effects 2nd should reman
visible to 28 other piayers.

Dashboord cards are always weat
o hane since thay give gou more

optiows asd waks you wore, powerful
s the, gams progresses!




3. Rule panel scoring

Once 2l playess have passed, starting with the themes rulepeneland gong
dockwisearound the board, exh nuie panel is scored and sitersd aneby one.

The player with of energy abes in th indudng
d scones th 2 may:

» Move the e panel marker /Theme marker /P layer order dises toany position

of ther dhice, hanging this rale of the game for A0)0R

)

» Maove their evolution marker oee step in 2ny drection

a. Rule changes

Bywmngarule panel, youcan dhange the game rules for the next round:

Theme: Place the theme totem on one of the 4 themes
That theme is now the ctive one.

C P 4 held it hand 3t
Y

U
2y gven moment. 5, 6, 7 8

Lxchange token: The exchan ge token vaiue: 301, 251
L3N

1 thay chooserst tabvrah the t, the next tied player whahas o enegy cole o

{arency: The method of payment when ahend card s
played:

» energy ashes fromyour personal supply
o o chips from your peesonal supply
o o hand cards

th tack may choase o dose.
1 0 one bredlrs the tie. because they con'tar dow't wamt to, this ule panelis ot
scoredond smainses .

Start Player - Gain Chips Thestart player & how many
dhips each player will receive. (Ine player’s disc is
placedon the 2 chips [1st player spot. Al other player
ordzr discs areplacad on the 1chip spot.

The winner thendiscards their energy abes from
badk mto the

andthenextrulepanst is scored
Note: erergy aubes fram the lacked, permanent spaces,

arenct Rmoved.

CO® O 60

Draw (ards: How manynew car ds each player will deaw,
up to theie hand bmit.
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b. Evolufion track advancement Exchange Tohens

Bywiming arulefield, you may advance your evolution macker 1 step on that If youchoose touse a0 Exchange !
evolutiontrack toward either the nuciear or electron tolien. [f you played at token:

least 1 Flexocardt his turm that matches the icon of the nile panel just scored,

You may even mowe your evolution marker 1 additional step. & You may not use anyexchange tokens.

You ma2y use token to exch,
| (e cubes. dhips) of the same type andin the depicted amount
W | aganstoneitem of the asrent currency, as indicated by the

Yumay toden to exchang yitesms of
the same type and in the depicted amaunt aganst oo item of the
axrent currency or the secondary arrency, 25 indicated by the

Vo miy use token to exch of
Msneweninhw:mnhg:mommofmy
axrencytype.

'

-
b

Theevalutiont ek modifies the preset rule for the mdnidual piayer The

elec tron sde modifies therule not at 28 or negatively. but the electron tokens

have 3 higher possibile chip yield. The ruclear side modfies the rule positively, @ P
mency

You can playFlexocards and:

but thenudesr tokens hawe 2 fower possible chip yield.

Dus to cortain cond effects, dectrons
may recsive o wultiplior, witik wadleasr

tokess way disappear, Hold on to these you maypay using the aur at currency

you maypay using the aur at carrency or the secondary asrrency

e 60

youmaypay using any type of currency

applicable. I'henme/ﬁeandheqh&drmfnm Iﬁm_ma\y
multplisrs, and plxe ther disc ontheclosest evolution track spot.

At the end of thegame. 2l piayer disics will receivechips Fom uncisimed tokens
in @ch 0e.

Theme
Youcan play Flexo caeds and:

secondary currency

Start Player - Gain (hips
‘ No themecaeds Dacrases or Increases the
mamber of dvps you gain.
° Candsof the active thems only 3
Receive Energy (ubes
° ;::dﬁmmmdmemnmum et te I ianies the
bz of energry cubes you may
ﬁ Cands of the active theme and cards of the neighboung themes receive.
(ieft 2nd night of theactive theme) HESN
a Amhancad Deaw (ards
Dacreases or ncmases the
Card Hand Limit draw. You may never drawmare
cards thanyour hand it allows.
Detmases of increses yurhand youta
fmit by theindicated vahue




At the begiuning of the game, you nay wort: to move your voktion warker towords the wckor
side of the track, since this will give you all sorts of adwntages o5 you plag alowg. Bat in the later
vountds, you may woitt to exd the gaime aronsd the slectron side, sincs this will geld greater chips
rewards. It's all about tinting and strategy!

¥ m
4. Cleanup

a. Discard all Fuel cards

Al players must nowplxe dither
Dashiboard Cards stay inplace.

onto ther respactive discard

b. Move energy cubes down and left on the Tiebreaker
frack

Move ! eneegy cubes d

row. If thisis offt d ow, theenegy cube is returned
to the owner's generd supply slong with 1 chip. Then, move 2l energy abes on rowB o the
left to dose ygps.

c. Move the round marker

Move the round marker one step to theright. I this is theend of the qth round, it's the end

of the game. Proceed to the final scoring.




FINAL SCORING

At the end of the 4th reund, players gain 2 number of banus diips For eachzons (2 spots on theleft o right) that contans at least one evolution
4 - marker 2nd still has an elactron or mucler teken at the end of the game:
1. Chips for set collection cards. )
o The player whoseevoiutonmarker is dosest to the nucleas or slectontoen
Piayers gain yf3/6/10 chips for each setofs/2/3/a different setcollection caeds gains chips equal to the vaueof the nuclear or lec ton token, multiphed
theypassess where applicable. In case of a tie, i tied plyers gain thedepicted vaiue
chips.
Al other players whose evol tion marker is in the same zone, but not dosest
102 token, gain chips equal to the depicted whyeminus 2. If the resultis
negative, theylase dps.

Note: Anevd ation marker an the storting position of the track does net make you goin
or lose any chips.

2. Chips for Evolution markers
First, mveal 2 mining facedown electron 2nd nudear fokens on the boaed.

[ ==
gamé
2 1 0 +2

Add these din geme, andth with the most chips
wins, and can dectar themsebves the ult 1lncaseof a tie, the
player wha is first in piayer order wins the game

Congratuations! You sunvived mighty diosours, trawlied past a cosmic ebula, had sncowttsrs
Wit ax angry dwarf; dasced with o wiiring dervish, shamd o bocth of s with Blackbeard,, and
sunvived o toxic zombie, but most of oll... you beaded the raks of the oams better thow ergone.
el You wou. the game, and can wgitiully gloat about qoor exphits util... the wext ting

CREDITS

GAMEDEST CN: Tom Vian deweyer + ARTWORK: Naiade PROTECT MANAGER: MySemt;em mmmnsn-u Raf2! Theunis - QUALLTY (ONTROK: EefjeGieks -
GAME DEVELOPMENT: Seb Vizn Do, W + INSERT DESICN: d2Erven - PROOREADERS: Or Avtalion, Dane Maser,

0,

<
1fthere & ay suewn® fiipndrd pine oot fewsdrud FeoupoTined o gioe. o QIRKE AF QAT i @ QInTY eav rap AT ety E‘w‘>

UL- 262N thiversityfve. -Farvngion Uioh 8sca s - UNITEDS TATES OF ANERIGA

ShcENm- St

Prodhain by 08 rining 44 -Flot] 218,






