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For one player 2 CAS

Rules Gnd [olormg Book

The Story

JGSPQ\" Gnd ZO{ hq\/e been Feud|n9 For as long as Gnyone
can remembeh The {WO Old wiZ(:lrdS ||Ve r|9h{ Hexjt JCO eGCh
O{her n {WO Old, ro{{mg houses WGy UP on H’}e h|" JUS{ OuJCSIde
of town. Jasper is well known to have quite the green thumb,
and every year fis pumplins win a blue rbbon ot the county
fare. ot isnt very good at growing lving thngs. Hi thin,
5||my GSPG\"GgUS hGS never once eGrneCl a r|bb0n‘ I{ hﬂsnl{
even gotten an honorable mention, unless you
COUHJ{ H’Ie yeGr /\/\Gyor RGmpleShuth was /
S{T’Ud’( blmd GF{er JEGSJting |{ ZO‘ES
GSPGYGgUS wdas menhoned qUIJCe a IO{
that year, but not honorably.

Ths year however, thngs wil be dfferent. Zot has spent dl
summer usig his dark magic to gather an army of the undead.
He il set loose this army into Jasper's garden to smash every

last one of those beautiful Pumpkmsl

[omponenjcs
game board
24 zombies 14 flower bed markers
. ﬂqming zombies b pumpkms
4 bombs 1 Jasper token
3 mulhpliers scoring table

and cho dice oF dnCFerenJc colors



The que Boqrd

& /ot's Assault Tables
2 Normal assault (1) and
Aggqu{ed assault (Z)

ZO{IS qud
Q/A {errble Plojt of unkemp{ land.

/ Fence L‘me
Jqsper's magic cant go
beyord ths po‘mjt,

é_ Jqsperls qud
N beautfully trinmed green lawn.

.
.n",__,...v.-- ~ ‘ ' €—— Pumpkin Patch

The source of Zot's ire.

Garden Path

Surrounded by a mqgtcol bCl}"He}"

a'qsperls Rem_mders J[l’ICIJ[ P}’OJ[QCJ[S JGSPEY qnd I’IKS house

A few helpful rules reminders.

The Tokens

@f Faning Lobes
iﬁé “2 “| The one thing worse than
i kil regulqr zom%es

Zombies

These make up the ma jority Bombs
of Zot's undead army. When they explode. so
thi :
Matt pliers does everything nearby
The only good thing Lo come
out of Zot's yard. Blast them

FOY huge POIthS!

Hower Beds

They look so much ricer than walking corpses.

Pumphins @ Jasper
Your I:'tx lqrgesjt and most beautful ng) Thal's you

Pumpkms WI” surely be ZOJ[‘S JECIFQQJ[S,

Oetu
TO begin Jche game, Fihd G" O'F JEEQ ﬂower bed mquers Gﬂd
PIGCQ H\em ind i|e beside J[he bOG}’d. Pth G” SIX pumpkms in Jthe
pumpkin PGJECh EIGCQ ]-GSPQ}’ qnywhere you like on Jche 9cnrden
PCIHL Pch CI” O'F Jche remqining Jcokens (zombes, ﬂqming zombies,




bombs, cmd muljupliers) H’T&O a ng CUP, bowl, or olcher opqque

COHJ[G'IHQK

que Overview
You contral Jqsper as he qjcjcempjts to repel Lot's undead
army and projcecjc tis prize-winning pumpkins. Zot's minions vl
continuously flood into your 9qrden. Slow them down by trans-
Formmg the zombies into harmless flowers. Then enguhC the
Flower beds and qnﬁhing nearby with magjcal firel
You wil earn pomlcs for every zombie you destroy plus bonus

po‘mlcs for desjtroying lqrge groups with a smgle shot.
%L(u If any of your fumpkms survive after two waves

=\ of Lot's undead assault, Jtcm"y up your
Xl ‘%ﬁ\ score and see how wel]3 you dd.
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How to Play

The gqme J[G‘(QS PlGCQ 0ver d Series O'F JtUH’)S. EGCh Jturn hGS
Four SJCQPS JthClJt you musjt FO"OW in order

Sjcep 1. Descend — Al of Zot's minions move closer

towards Jasper's pumplins.

SJcep 2: Place - §o|| to see what new minons Zot

summors.

SJcep 3. Move & Shoot ~ Move Jasper along the
arden path and fire @ magc spell

gjcep 4. Smash — Al zombies smash any pumpkms

they are standing next to.

Step 1. Descend (Sktp ths step on the first tur of the gqme)
Aha tokens on the board (excepjc flower bed markers and
pumpkins) simultaneously move two spaces to-
wards you If o foken's move would be
|nJcerruched by a flower bed or any
other token, it sjcops moving. Tokens
can move Jchrough spaces conjcqining If o homb stops s
Flower beds but they only move one movement ad jacent {o
space at a time whle doing so. Tf o | @ pumplon "’”’”?d'q{ely
Jtoken would move From a %lower bed exploies’ dzs{mw L {the
to an open space, it stil only moves EZEQF; qugjqce:? J[;) J[Eg
one space and then s{ops bomb.




Example: Three zomhies approach some flower bed markers.
Pay attention to how the E]owers affect their movement.

The le‘F{ Z.Ombie moves one SPGCQ Cmd H'Peﬂ S{OPS n ‘Fron{ O'F
the flower bed. The mddle zombie only moves one space,
entering the flower bed. The right zombie moves the full two
spaces.

Next turn, the et zombie moves one space into the flower

bed. The middle zombie Mmoves one SPC[CQ OUJC O'F Jthe ﬂower bed

The rlgH zombie conjtinues mov‘mg iJCS Fu” JCWO SPGCQS.

_)
U N N
BEE SO s
} @E {
& | |
No token can ever move pquc the mqgicql LSh
barrier surroundmg Jche gqrden quch /“ >/L
Lombies that reach the magml barrier k{}\‘_ ,) >
stop moving forward and begin moving = _ =
kft or ri %Jc towards the nearest H“""”% zorbes are ot
. _ affected by  flower
pumphn %ombs that reach the barrier beds. Not orly do they
explode. /V\ullciphers that reach the s bt Do
bartier simply disappeqr indered, wﬁen a flamng
zombe waks onto @
SJCeP 2. Place Fflower bed it burns up
Gather both de. Ore wil determine || e floser bl marker
the how many minons Zot summons ths eix ol oo ol
ark fed to it
b ard Ho other ull determite where R

they dppear. Decide whch is which and then roll the dice.
[ompqre the result of the first de to the normal assault
table ot the top of the board Draw that number of tokens
from the bqg and arrange them in the same pcmjcjcern shown on
the table. If you drew any speuql tokens, ke ﬂqming zombies
or borbs, you can pujt them wherever you want in the pcmjtjcern.
(enter the pGJchern on the column indicated by the second die.
If you cannot center the qucjcern on the reqwred column, you
can plqce it however you like so long as the column goes Jchrough
at least one pq% of the pattern
If there are not enougE tokens to complejce a quchern, and
if you are stil on the first wave, gqjcher up ll of the tokens
you've previously discarded and pujc them back into the bqg and
then draw enough tokens to complejte the qutjcern. Ths marks



'H’le begmnm OF Jche SQCOﬂd wave O'F ZO{IS GSSGUI{. From HHS
POH’)JC on use %he qggrqvqjced GSSGUIJE mele iHS{eGd O'F Jche

l’)OH’ﬂGl GSSGUIJC me]e.

‘rZO{IS ASSGUH: TClbleS
When the game Egms, use the normal assault table to

determine how the zombies appear. When one of your
pumpkins gets smashed or when the first wave ends, which-
ever comes first, use the qggrqvq{ed assault table for
the remainder of the game.

Sjcep 3. Move ¢ Shoot

You may move Jasper up o three spaces in one direction
along the garden path bewfore you Tre a magic spel. You
cannot move after shooting, even if' you moved less than three
spaces. When you have finished moving you may cast one of
{WO SPQHS: Hower Power or /V\G9|CGI F|re. BO‘H‘ SPe"S J(erel na
straight Ine untl they ht o token or reach the end of Jasper's
yard Everything beyond the fence e is out of range.

£

\ ‘ / Flower Power JtrGﬂSFOrmS Gny ||V|n9 CreGJture
N o ety el Toves Vo

=7, & ths spe” tits a zombie, it travels in a chain to
every qu‘qcenJc token, chqn%i/r\)g them all into

a dehcqjce bed OF ﬂowers ove Jche JC}’Cll’)S‘
' Formed Jcokens JtO H’le discqrd Pi]e qnd rep]qce
l‘ H»em wijth Flower bed mquers THIS SPQ” ﬂies

over Flower bed mquers

N\qgiccﬂ Fire burns away unwanted plants
from your 9qrden‘ You can only casf ths
spe" on flower beds. When this spe" hits a
Flower bed, it travels in a chain to every ad-
chenjt token, flowers and zombies included, burning them ol into
9||Her'|n9 ash Move the destro yed tokens to the discard pile‘
You then earn paints based on the number and Jtype of tokens
desjtroyed. Rewfer to the scoring chart for token values.

How Spells Work

Jasper's magic is very powerful  Starling with the first thng a
spel hits, it travels i a chan {o every ad jacent token unti it runs
out of ad jacent tokens. A token s consﬂjered ad jacent. when it is
in a space directly above, below, left, or right of another token
Tokens with corners touching diagonally are not considered o jacent

JtO eqch OJEI’ISK




Borbs react dfferently to spe”s than other tokens. When a
bomb is it by a spe”, either directly or as pqr{ of a chain, it
explodes. Discard the bomb token and any tokens that are im-
mediately qu'qceth toit. If one of those tokens is dlso @

bomb, that bomb exp]odes too. You earn no poinjts for tokens
destroyed by bormbs.

Sjcep 4 Smash

Finqlly, any zombies who are quqceth toa pumpkm smash it
itho |iJch]e pieces‘ Ifa zomble [S qdjqcen{ Jco more than one
pumpkin, it smashes one of your choice that no other zombie can
smash. The first time you lose @ Pumpkm, Lot 9eJcs excited and
chcmges tis sjcrqjcegy. From that poinjc on, use the Gggrqvqjted
assault table dur‘mg the Place slcep.

You lose the garme it all of your pumpkms 9eJc smashed.

Ending Jche que

The game ends when there are no more zombe tokens left on
the board at the end of the second wave. Any Flower bed
markers lef't on the field become o permanent decoration for
Jasper's yard. Total up your score to see how well you dd

SCOHng

You earn ponts very time you destroy tokens with a Magjcal
Fire spel. In generdl, you earn one pont for each mcnerated
flower bed marker and two ports for each zombe token. If
there is a multiplier foken in the chain, it scores one paint and
then doubles the point value of the entive chain. Bombs, and
every tolien they destroy. are worth zero points.

IF you destroy a chain containing five or more zombie
tokens, the whole chain is worth an extra 5 pants. A large
chain containing 18 or more zombies is worth an qddﬁcioncl? ten
points. These Eonuses are calculated before any multiplers.

When the game ends, total up your points and then subtract
a ten point penalty for each smashed pumpkin. It is posside to
end up uith a negative score, so be sure to

projcecjc those pumpkins!
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