SHOOTIN' |APDERS

Another Good Game Gone Bad. The gingerbread men have left the confines
of their sugar-frosted land and let their rage spill over into yet another family
favorite board game, where total carnage has its ‘ups and downs’. The board’s
original slides and ladders once helped teach kids about morality. But in
SHOOTIN’ LADDERS: Frag Fest, you’ll more likely learn a lesson in ‘mortality’ and that
everyone gets their just desserts.

This game escalates the action into a ‘first person shooter’ style game with both
individual free-for-all and team play scenarios. With the latest in high tech, high
caliber candy weaponry, cookie limbs are gonna fly like never before.

So grab Sgt. Rockk Candy, GInger Joe or one of your other favorite cookies and

GAME COMPONENTS:
Gameboard
8 Gingerbread tokens and 8 plastic stands (4 Blue, 4 Red)
8 Gingerbread Character Reference Cards
32 Candy Corn markers, 4 Rockett Popp counters, 3 C4reo counters
2 Flag tokens, 2 Flag stands (1 Blue, 1 Red) and 2 Flag markers
90 Game cards
40 Weapons Cards
28 Gear Cards
22 Ammo Cards
12 Candyman Dice (blanks with stickers to apply)
50 Gingerbread Status Sheets (more can be reproduced from this rules sheet or downloaded
and printed from our website at www.smirkanddagger.com)

ASSEMBLY:

The 12 dice in this game must be assembled before you play. Carefully apply the
stickers for each die, making sure that only one of each number/candy icon
appears on any one die.

OBJECT:

Move your Gingerbread Man around the board, collecting Gear, Weapons and
Ammo, while blasting opponents to crumbs in order to fulfill the scenario’s specific
mission goals to WIN!

SET UP:

Place the board in the middle of the table. Separate and shuffle all three Game card
decks (Weapons, Gear, and Ammo) and place each face down in easy reach of all
players. Then set the stickered dice on the table.

Have each player choose their favorite Gingerbread character and give them the
matching Gingerbread Character Reference Card and movement token. Place the
token in a plastic stand to stand it up. (In a team scenario, choose a color stand
indicating your team affiliation, either Red or Blue) Give players a Gingerbread Status
Sheet to track their damage and lastly, give each player three Candy Corn ammo
markers.
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CHOOSE A SCENARIO:

SHOOTIN’ LADDERS is a scenario-based game featuring multiple modes of play
with both Individual ‘Free-For-All’ and Team play scenarios included.

Before you begin, choose a scenario and read the Mission Goals aloud to all players.
This will outline the winning conditions of the scenario. Each scenario also details
additional rules and set-up instructions particular to that specific scenario.

For purposes of learning the rules, we will start with the quickest-playing scenario,
SHOOTIN’ LADDERS: The Quick and the Crumbed. See the SCENARIOS section
for other modes of play later in the rule book.

THE QUICK AND THE CRUMBED

GAME MODE: Free-For-All

MISSION GOAL: Be the first to collect three limbs by shooting them
off the other players!

RULES: In this rapid-fire skirmish, you need to aim true and be quick
to claim three “Trophies”, which are the cookie parts you will tear off
your opponent’s status sheets! As soon as you claim your third cookie
part, you WIN!

STARTING HAND: Deal 1 Weapon Card and 1 Gear Card to each player.

DAMAGE BOXES: Endurance (6 boxes per cookie part)
RESPAWNS: Unlimited - but you probably won’t need to.

STARTING POSITIONS: The highest rolling player places his movement
token on any Respawn Point. Then, in clockwise order around the table, the
rest of the players place their token on an unoccupied Respawn Point.
The highest rolling player will take their Turn first. Play will then pass in a
clockwise direction around the table. This order will be maintained
throughout the game.

(You may use this Starting Position on all Free-For-All scenarios)

TURN SEQUENCE OVERVIEW:
1. Respawn (if applicable)
2. Roll 2 dice for movement OR declare that you are not
moving this Turn before taking other actions.

3. ACTIVE PHASE: This is the core of your turn and you can do many things
in any order you choose. Performing actions are possible before and
after movement, as well as between die rolls. Your Turn ends when you
run out of Attacks, have moved your full amount, performed all other
actions you wish and declare you are done with your turn.

4. Announce you are done. Play passes clockwise to the next player.

RESPAWN (if applicable):

A cookie who loses all his parts during combat is CRUMBED
(Fragged). If your cookie was CRUMBED last Turn — and you are
playing a scenario with Respawn, you will reenter play with a
new, fully healed Gingerbread Status Sheet. Roll a die and
Respawn your cookie token onto the appropriate numbered
Respawn Point on the board. If someone is already there, take 1
die of damage and roll again. Respawning takes your entire Turn.
No other actions may be taken until your following Turn.




ROLL FOR MOVEMENT:

A player need not move on his Turn and can choose to stand in place.

Otherwise, Gingerbread men roll two dice for movement on their Turn (referencing
the number on the die, not the candy icon). This is done prior to any other action the
player may wish to make. You will find it helpful to place the dice to one side so you
can recall what you rolled for movement during the course of your Turn.

ACTIVE PHASE:
Moving across the board, drawing and playing new cards, attacking players —
all happen in the Active Phase and can be done in any order.

MOVEMENT:

When rolling your two dice for movement, treat each die roll as a separate move
(ie a move of ‘3’ and a separate move of ‘5’, not a combined movement roll of ‘8’).
A player must move their full roll for each die — but the die rolls can be taken in
either order and the second die of movement can be in the reverse direction. In
addition, certain Gear cards can modify the number of spaces moved.

Players may move through a space occupied by another Gingerbread man and can
even end their Turn on the same square.

A player may take actions before and after movement, as well as between the two
die rolls.

Some actions and board elements must be landed on by exact count to activate
(Slides & ladders, Stars for drawing cards, etc).

BOARD ELEMENTS & MOVEMENT:

Each square on the game board is numbered from 1 to 100, making a serpentine
path back and forth across the board. Players may move along the path left or right
onto squares that have values either one higher or one lower than the number they
are on — and may change direction on their second die of movement if they wish.
A player may NOT move onto a square a level up, down or diagonally, with the
following exceptions:

* Some squares on the left and right sides of the board have small silver access
hatches leading up and down. These hatches can be used for vertical moves one
level up or down. (You will notice that the numbers of the squares have values one
higher or lower than the space on the next level. The hatch is just a visual cue.)
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* Ladders and Slides allow
for unorthodox movement.
If you land on a slide or
ladder’s entry point by
exact count on the roll of
either die, you must
immediately move to the
square connected by the
other end of the slide or
ladder.

THE CARDS:

The game cards come in three separate types: Weapons (Red), Ammo (Green) and
Gear (Purple). Keep a separate discard pile for each deck. When a deck runs out of
cards, reshuffle the discards.

Cards in your hand are kept hidden from other players. There is no limit to how
many cards of any type you may have in your hand.

During your Turn, you can play these cards on yourself or on another player as
appropriate. Some Gear cards can also be played during another player’s Turn as
outlined on the card itself. A ‘played’ card no longer counts as a ‘card in your hand’.

Weapon Cards: These are all the high caliber candy weapons you utilize to blow
the limbs off other cookies. A Gingerbread man may have no more than 3 Weapon
cards ‘in play’ at a given time and must immediately discard extra weapons if he
exceeds that limit. (The Dessert Eagle pistol on your Character Reference card is not
counted against this number and is always available with unlimited ammo).

You may reveal a Weapon card any time on your Turn and may use it immediately.
Weapon cards may also be left in your hand, to avoid losing them if you are
CRUMBED.

Most Weapons have the following information on
them: Range, Damage (expressed as D#, representing
the number of dice rolled when used) and Ammo, as
well as a description of special rules for the weapon.
On the bottom edge of the card is an Ammo Track.
When you play a Weapon card, place a Candy Corn
Marker on the highest number shown on the Ammo
track, showing that the weapon has a full clip.
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You may fire two bursts at a time
if you wish, using two amme but
still counting as one attack on
the target.
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As you fire the weapon, you will move the marker
down one for each shot. Some weapons allow
multiple shots in a single attack. Spend an Ammo for each shot. When a Weapon
card depletes the ammo listed on the card, it may not be used again — but you
need not discard it, as the weapon may be reloaded.

A full description of how weapons work is found in the COMBAT section.

Ammo Cards: Ammo cards are played from your hand to refill a single weapon and
allow it to be used again. Move the Ammo token on that weapon to maximum.
‘Standard’” Ammo (Nibbs, Nibbs 2-Pak) simply reload a weapon, but others are
labeled ‘Special’ and enhance the weapon it loads until the ammo runs out. You
may leave the Ammo Card next to the weapon to remind you of any special rules
that ammo may have. Discard when the ammo is exhausted. (You may ‘reload’ a weapon
early, to gain the benefit of special ammo, but the current ammo in the weapon is lost.)

Gear Cards: Gear cards include special items, enhancements, armor, special
moves and more. Most Gear cards play from your hand for an element of surprise
and many make exceptions to the rules. Where the abilities of these or other cards
conflict with the base rules, follow the exception allowed by the card.

STARTING HANDS:
Most scenarios give players a starting hand of cards (for example, 1 Weapon Card
and 1 Ammo Card), which are dealt at random before the game begins.

Alternatively, players may opt as a group to use the Alternate Starting Hand
listed on the reverse of their Character Reference Card. This provides each
character a unique and character-appropriate assortment of cards to begin the
game, replacing the scenario’s starting hand. Admittedly, some may provide a
slight edge given a particular scenario, but in the end, players will be drawing
enough cards that it shouldn’t overly influence the outcome of the game.

DRAWING CARDS:

On the board you will see many squares printed with a colored star. If you land on
a star by exact count (for either or both dice of movement), you may draw one card
matching the color of that star. If a Star has two colors, a player may choose
which of the color card decks to draw from.




COMBAT:

ATTACKING:
You may attack as many targets as you legally can each Turn, but only one attack
per player per Turn.

Melee Weapons are the exception to the rule. They allow ONE additional attack
upon a player per Turn and can be used as you pass through the same square as the
target (Range 0). You need not land on that square by exact count.

Melee Weapons never get a bonus for Point Blank range (befow).

Each weapon has a Range listed. Range is calculated by counting the squares
between you and the target, not including the square you occupy. Range is
counted on orthogonal squares, not diagonally. Additionally, a player must be in
Line of Sight (LOS) to the target. To determine if you are in LOS to a target, draw a
straight line between the center of your square to the center of the target’s square.
If it is free of obstruction and you are in range, you are clear to fire.

There are two types of obstructions on the game board, floors and doors (both are
silver gray in color). These features block Line Of Sight to a target, making it
impossible to hit a target beyond. Only the dark line of an obstacle should be
considered when drawing a line between targets (as indicated below).

Note: The two doors only block LOS and provide no obstacle to movement.

Other players do not block LOS.
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RANGE/DAMAGE MODIFIERS:
POINT BLANK RANGE: if you are in the same square as an opponent, you may add
one die to your attack before rolling. (Does not apply to Melee weapons)

LONG RANGE: if you are more than one level away from the target player or target
square you are firing into, subtract 1 die from your attack before rolling.
(Note: each row of squares is a ‘level’.)

PERFORMING AN ATTACK:

For each attack -

1) declare the weapon you will be using

2) the player you are targeting

3) and how many Ammo you will spend (only necessary for those weapons that
allow more than one ammo to be used per attack)

The weapon may be your standard weapon (Dessert Eagle: Range 6, 2D damage,
unlimited ammo), a Weapon card you already have ‘in play’ or a Weapon card you
put into play from your hand as you declare your attack.

If you are in range and have LOS, roll the number of dice listed on the Weapon card
to attack (for example: the weapon stat ‘3D Damage’ means you roll 3 dice per ammo
spent on an attack). The Candy lcons on the dice are used to determine where —
and if — a cookie is hit.

HITTING / DAMAGING A TARGET:

Each player has a Character Status Sheet which tracks their health. Each limb is
identified with a different Candy Icon and has three white damage boxes
(Standard) and three additional grey damage boxes (Endurance). The number of
damage boxes used in a game is determined by the scenario you are playing.

Match the Candy Icons you rolled in the attack to the limbs of your target and
mark off one damage box of the corresponding limb on the defender’s sheet.
(Example: A roll of a Peppermint Swirl is one hit to the head.)

You will note that an undamaged cookie is a pretty easy target. In fact, you are
almost assured a hit. But as cookies take more damage and lose limbs, many of
your attacks will target areas that they no longer have and ‘miss’.

When all the damage boxes of a given limb have been marked off, tear the limb
off the sheet. It is gone. Hand it to the attacker as a “Trophy”. Keep these trophies
as proof of your prowess in battle. Some scenarios use them for scoring - but all
use them for bragging rights.

(It is customary for the other players to primal chant ‘Rip-it-Off, Rip-1t-Off...” as the
player tears off a body part. Heads are particularly exciting - with the victor holding
aloft his trophy and proclaiming to all “The Head of my Enemy!!”)

As mentioned above, any dice with Candy Icons matching limbs that have already
been torn off are ‘misses’ and ignored. Attack dice that ‘HIT’ a limb will assign
themselves to Armor protecting that limb first, before marking off any of the
target’s damage boxes. Excess damage above and beyond the protection offered
by the Armor is applied to the body part normally.

If you lose all your body parts, you are CRUMBED.
If not playing a scenario with Respawns, you are out of the game.

If you are playing a scenario with Respawns, on your next Turn, you will reenter
play with a new, fully healed character sheet. Roll a die to see which Respawn
point you arrive in. (See ‘Respawn’, at the beginning of the rules)

A Respawned cookie loses all the items they have ‘in play’. Discard the items into
the appropriate discard piles. Other players may not claim the items lost in this
way.

CRUMBED cookies do NOT discard any cards from their hand. These they may
keep and use when they re-enter the game.

WINNING THE GAME:
When a player or team meets the Mission Goals of the scenario played, they WIN
and gloat accordingly.




TEAM MATCHES:

Team Matches, unless otherwise agreed upon or outlined in the scenario, should have equal numbers of players on each side.
Select teams at random or choose them yourself, then give each team member the same colored base for their movement token.

Place your team’s Gingerbread men in the starting location called for in the scenario. Typically, this is a Home Base on spaces #1
and #100, the two spaces farthest apart from each other in normal movement.

Have one member of each team roll a die. The highest roll has the option to go first or allow the other team to do so. Play will
alternate back and forth between teams until all players have had a Turn. A team may decide which of their team members to
activate next in a Turn, so long as they have not previously been activated this Turn. You may find it helpful to show that player
has acted by placing a Candy Corn token on your Character Card (there is an area marked ‘READY’ for those who have not yet acted
and ‘DEPLOYED’ for those who have taken their Turn already). When all players have had a Turn, a new Round of battle begins and

the teams roll a die again to see which team will start the new Round.

ADDITIONAL SCENARIOS (more on reverse):

HEAD HUNTER

GAME MODE: Team Play

MISSION GOAL: Collect the heads of the opposing team
before they collect all yours!

RULES: Choose teams and mark your character’s movement
token with a matching colored stand (Red or Blue). Players
may not Respawn in this scenario, but may continue playing
even without a head, per normal. The game ends immediately
upon the removal of the last head on one of the teams.

(NOTE: You are still considered to have a head if you graft an
opponent’s head to your body through the use of a Gear card)
STARTING HAND:

Deal 1 Weapon card and 1 Gear card to all players.

DAMAGE BOXES: Endurance (6 boxes per cookie part)
RESPAWNS: None

STARTING POSITIONS: Red Team begins on square #1.
Blue Team begins on square #100.

TROPHY ROOM

GAME MODE: Free-For-All
MISSION GOAL: Collect the most Trophies!

RULES: This is the ‘no-holds-barred’ big brother of TRIPLE
STRIKE. It doesn’t matter who shoots fast or who shoots last,
but who shoots best! The winner is the cookie who collected
the most Trophies during the game! The game ends when
only one player remains. And yes, you can win even if you can
no longer Respawn and are out of the game!

STARTING HAND:
Deal 1 Weapon Card and 1 Gear Card to each player.

DAMAGE BOXES: Standard (3 boxes per cookie part)

RESPAWNS: 1 (Variable, adjust for different length games)

STARTING POSITIONS: The highest rolling player places his
movement token on any Respawn Point. Then, in clockwise order
around the table, the rest of the players place their token on an
unoccupied Respawn Point. The highest rolling player will take their
Turn first. Play will then pass in a clockwise direction around the
table. This order will be maintained throughout the game.

THE GUNS OF TOBLERONNE

GAME MODE: Team Play

MISSION GOAL:
Score three Frags on the other team!

RULES: Choose teams and mark your character’s
movement token with a matching colored stand
(Red or Blue). This scenario requires unlimited
Respawns, until one team scores their third Frag.
You may, of course, adjust the number of Frags
needed to win. It is also fun to keep track of the
number of Frags and Trophies earned by each
player to earn a ‘Rank’ on your team.

STARTING HAND:
Deal 1 Weapon Card and 1 Ammo Card to each player.

DAMAGE BOXES:
Standard (3 boxes per cookie part)
RESPAWNS: Unlimited

STARTING POSITIONS:
Red Team begins on square #1.
Blue Team begins on square #100.

CRUMBLE ZONE

GAME MODE: Free-For-All
MISSION GOAL: Be the last man standing!

RULES: “Many Cookies Enter, 1 Cookie Leaves.”
Go it alone and leave a good-looking pile of crumbs.
The last player remaining wins.

STARTING HAND: None
DAMAGE BOXES: Endurance (6 boxes per cookie part)

RESPAWNS: None
(Variable, adjust for different length games)

STARTING POSITIONS: The highest rolling player
places his movement token on any Respawn Point. Then, in
clockwise order, the rest of the players place their token on
an unoccupied Respawn Point. The highest rolling player
will take their Turn first. Play will then pass in a clockwise
direction around the table. This order will be maintained
throughout the game.




CANDYMAN FLAG CAPTURE

GAME MODE: Team Play

MISSION GOAL: Grab their flag and get it to your base before they get your
flag to theirs!

RULES: Choose teams and mark your character’s movement token with a
matching colored stand (Red or Blue). Place a Flag Token of the team’s color
on their home base. In this scenario, place the Red flag on square #6 and
the Blue flag on square #95. To remove a flag from the opponent’s home
base, you must land on it by exact count on one of your two die rolls. You
MAY NOT pick up your own flag while it is resting on your base.

Otherwise, a player may pick up a flag any time they move through a space
containing a flag that is not currently in the possession of another player.
Carried flags move with that player’s movement token. When a player picks
up a flag, they must place a matching color Flag Marker on a specific body
part of their character sheet. Once assigned, it cannot be moved to a
different body part.

If the body part holding the flag is destroyed, the flag will drop. Roll a die.
On a roll of 5 or 6, the flag remains in the same square. On a roll of 1
through 4, the flag will fall into a square on a diagonal as shown in the
diagram. The player who dropped it may not pick it up again until their
next turn.

Dropped Flag Dispersal Pattern

Flag Marker N 1 2

8 Flag Token
Assign to limb.
Moves with
Player.

If two teammates land by exact count on the same square, the player in
possession of the flag may pass it to the other and it may be assigned to any
body part the other team member wishes.

If an opponent lands in the same square as a flag carrier by exact count, that
player may attempt to steal the flag. The two players each roll a die. The
higher roll gets the flag. If the roll is a tie, compare the damage of the body
part holding the flag to the same body part of the character attempting to
steal the flag. The healthiest body part takes or keeps the flag. (If that is a tie,
the flag drops and neither can grab it until their next turn. Roll a die and
reference the diagram above for flag placement.)

To place an opponent’s flag on your home base, you must land on your base
by exact count and declare that you are dropping the flag. The game ends
when an opponent’s flag rests on your home base — for a full round. In other
words, until the player who placed the opponent’s flag on their base begins
their next turn.

In the unlikely event that both flags are captured in the same Round of play,
the team who can first reclaim their flag wins - immediately upon moving
the flag off the enemy base.

STARTING HAND: Deal 1 Weapon Card and 1 Ammo Card to each player.

DAMAGE BOXES: SPECIAL

All Players begin the game with Endurance (6 boxes per cookie part)
All Respawns enter with Standard (3 boxes per cookie part)
RESPAWNS: Unlimited

STARTING POSITIONS:
Red Team begins on square #6.
Blue Team begins on square #95.

THE DIRTY HALF DOZEN

GAME MODE: Team Play

MISSION GOAL:
Crumb the Sniper / Wipe out the Squad!

RULES: It’s all versus One. One of the players, a volunteer or randomly
determined player, is the sniper and places his token anywhere on the
top level (91-100). The rest of the players form the squad and begin on
the Home Base at the bottom (square #1). The squad will go first - and
may choose which players take their Turn in what order every Turn.

The sniper player arms himself with the ‘Ginger Snipe Rifle’ Weapon Card
and may, in this scenario, ignore one (and only one) obstruction to LOS
between he and his target. When out of ammo, he may automatically
reload the weapon, on his following Turn, by setting the ammo track to
maximum. He may not access other Ammo, Weapons or Gear Cards.

The squad begins only with their standard issue Dessert Eagles - but may
draw cards normally. Fight until one side stands victorious.

STARTING HAND:
Sniper - ‘Ginger Snipe Rifle’ Card / Squad - None

Alternate Starting Hands are not recommended for this scenario.
RESPAWNS: None
STARTING POSITIONS: (Above)

DAMAGE BOXES: Special

Squad: 1 damage box per body part.

Sniper:

vs 7 opponents: 7 boxes per body part (draw an additional box).
vs 6 opponents: 6 boxes per body part.

vs 5 opponents: 5 boxes per body part.

vs 4 opponents: 4 boxes per body part.

vs 3 opponents: 3 boxes per body part.

vs 2 opponents: 2 boxes per body part.

If not terribly apparent yet, the scenarios are all easily customizable.
We encourage you to tweak to taste and also to create your own.
Share your variants with us at Smirkanddagger.com
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