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3 Headliner Wrestler Boards 6 Wrestler Boards 3 Manager Boards

36 Move Cards 1 Rowdy Ring Board 1 Play Board
& 2 Team Trackers

4 Health & 2 Pop Track 36 Pop Tokens (incl. Cheat) 12 Wrestler Character Tokens

Markers (12 damage, 6 tag, 2 “-27, 2 “+2”, 6 Signature Move Tokens
4 suits, 10 coins)



We would like to introduce you, generally, to this type

of game. In these games, players play a card from their
hand each round (called a “trick”). The trick is won by

a player based on certain rules. These rules determine
what type of trick-taking game you are playing. The
winner of the trick usually leads the next trick. The
overall objective of the game can vary but often involves
winning specific tricks, avoiding certain cards, or
accumulating the most points based on the tricks won.

In Rowdy Partners, your goal is to damage to the
opposing team through taking tricks. It is a partner
trick-taking game. Low cards take tricks.

Here are some of the key elements of trick-taking
games and some related words:

TRICKS

A round of play where each player plays one card.

SUuiIT

In a trick-taking game, a “suit” refers to the categories
into which the cards in a deck are divided. Each card
belongs to a specific suit. While the exact number and
names of suits vary depending on the game, the most
common suits are: Hearts, Diamonds, Clubs, and Spades.
Rowdy Partners has 4 suits (Hats, Horsehoes, Stazrs,
and Tombstones); wild cards count as any suit.

FOLLOWING SUIT

Players are often required to “follow suit.” You must play
a card of the same suit as the card that led (started)

the trick, if you have one. If you don’t have a card of the
leading suit, you can play any card. Playing any card can
be referred to as “sloughing off” or “playing off.”

WINNING THE TRICK

The trick is won based on a hierarchy of cards. Unlike
other trick-taking games, the lowest number in a
trick wins. Some games have trump suits, where cards
of that suit outrank all other suits. Rowdy Partners has
no trump suit.

LEADING THE NEXT TRICK

The winner of the trick typically leads the next trick,
choosing which suit will be played. This gives a strategic
advantage.

SCORING

Scoring varies widely between trick-taking games.
Some games award points for winning specific tricks,
and other games penalize players for taking certain
cards. In Rowdy Partners players will assume

the roles of wrestlers and be playing to pin their
opponents by depleting all of their health.

HAND MANAGEMENT

Trick-taking games heavily emphasize hand
management. Players need to decide which cards to
play at what time. Careful consideration of both the
immediate trick and the overall strategy of the game
should be taken. Anticipating your opponents’ plays and
trying to control the flow of the game is crucial.

Examples of popular trick-taking games include:
Hearts, Spades, Bridge, Euchre, and Whist. Trick-
taking games combine elements of chance and
skill. While the initial

distribution of cards is

random, skilled players

can use strategy,

observation, and

memory to maximize

the chances of winning.



4 PLAYER SETUP

Place the Rowdy Ring and Play Board in the center
of the table.

Pick a Wrestler and take the matching wrestler
board, the wrestler character token,

health track marker, and any

signature move tokens for

that wrestler.

Place health track markers
on the character’s max
health.

Place your team’s wrestler
tokens in your Team Tracker
in the Rowdy Ring. See the
side panel on the next page.

Pick a player to be your

partner. Sit next to one

another, and combine your

two wrestler boards to form

your Pop Track. Place the Pop track marker on the first space at
the bottom of the combined boards. If there is an icon on this
space, gain that benefit to start the game.

Place all other tokens near the board. Cheats (green pop tokens
with a mask on one side; the other sides have a variety of
benefits) are flipped facedown and shuffled.



J Only got two or three of ya?

Stand back - you’ll want to check
l page 10 for 2 & 3 player setup rules.




Rowdy Partners teams play in rounds. Each round
consists of eight tricks. Rounds are repeated until
one wrestler is pinned by reaching the end of their
respective health track.

ROUND SET UP

Shuffle all of the cards together. Deal each wrestler 8
cards. The remaining 4 cards go to the “burn” pile face
down, they will not be used during the round and cannot
be looked at. This is a temporary pile to the side of the
Play Board.

purd p‘l\e

The lead wrestler is in the ring (#1 position) and will
play the first card. This is the lead card for the current
trick. All wrestlers must play, in wrestler order, a card
from their hand.

PLAYING CARDS

Cards are played onto spaces on the Play Board. The
Play Board organizes cards in the trick and dictates
which wrestler goes next. The wrestler character
token is on the #1 position in the Rowdy Ring and plays
the first card onto the #1 slot of the Play Board. The
wrestler in the #2 position then plays their card on the
#2 spot. In turn order, the #3 wrestler and #4 wrestler
play their respective cards.

RESOLVING THE TRICK

The wrestler who played the lowest card of the leading
suit wins the trick. Immediately—deal damage to the
wrestler in the ring of the opposite team equal to the
strength of the card that won the trick. Reduce the
health of the wrestler who took the damage by the
strength of the winning card, including any modifiers.
When a wrestler’s Health marker reaches the zero (0)
space, any excess damage is forfeited. This wrestler is in
danger of being pinned (Dealing Damage pg. 7)

G

Carlos does 5 damage to Kate, who was at the second stop sign
space, but she only goes to the next stop sign space.

Next, the player’s character who won the trick will now
be in the ring. Adjust the team tracker to reflect the
player order, if needed. The winning player will lead the
nexs trick (headliners will never switch positions as
they cover both parts of one side of the Play Board).

Example #1: Because the teammates in the #2/3 positions won the
trick, the winning player (Nat) will move to position 1.



Example #2: Because Nat is in position #3 and won the trick, Nat will

rotate to position #2 and Lawman will rotate to position #3. Then, the

teammates (Nat #2 and Lawman #3) will slide to down to reveal their

new position of #1/4, while Dynamite and Grace will slide up to reveal
their new positions of #2/3.

WHAT CARDS CAN BE PLAYED?

* The first card played in the trick can be any card. It
sets the suit for the trick.

¢ If leading with a Wild Card, declare the suit when
playing it.

¢ Following wrestlers must match the lead suit if
possible. Wild cards may be played and count as
following.

o If a wrestler does not have a card of the lead suit or
does not want to play a Wild card, they may choose
to play any card of any suit. These cards are off-suit
unless a Counter occurs.

¢ Playing a Wild card or a token which changes the suit
of a card is always optional.

¢ Pop tokens may be added to cards only when played
(see section on page 8 for Pop Tokens)

COUNTERS

When a card is played of the same value as another card
on the board, flip both cards of the same value face-down.
Both cards are now out of the trick and ignored; they
remain on the Play Board, filling the respective spaces.
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The earliest remaining played card in the trick on the
Play Board now determines the lead suit. If the card is a
Wild, the wrestler who played the Wild Card immediately
declares its suit, just like when playing a Wild to lead a
trick.

If there is no card face-up on the Play Board, the next card
played is the lead suit. Play continues until all 4 spaces on
the Play Board have been filled with cards.

If a card is modified, it has its modified value and not the
printed value. E.g. Andre plays a 4 Star with a -1 pop
token; Andre has played a 3 and it can be countered
with another 3.

DEALING DAMAGE

If one wrestler loses all their health, your team loses the
game. Near the end of the health track are 4 unique spaces
for the health marker— the Pin Zone. Each Stop sign

represents your final struggle to gain the upper hand on
your opponents. No matter how much damage you take in
a single trick, you cannot move past more than one Stop
sign per trick. The last space, shown with a skull, means
that your team has lost the game.



Each time a wrestler would take damage from a trick
when on a Stop sign, make sure the wrestler took
enough damage to advance the Health marker.

To move from Zero to One take 1 or more damage.
To move from One to Two take 2 or more damage.

To move from Two to Three take 3 or more damage.

If the wrestler takes more damage than the listed
amount, the health marker will only advance one space
when starting on these spaces.

If the wrestler takes less damage than the listed
requirement, do not move the marker.

CONTINUE GAMEPLAY

If wrestlers still have cards in hand, the wrestler now in
position #1 plays the new lead card for the next trick.

When no wrestler has won a trick (i.e. all cards have
been countered), gameplay will proceed with the
wrestler in position #1 playing the new lead card.

After 8 tricks, shuffle all of the cards and deal new
hands to each wrestler following the rules from Set Up.
The wrestler in position #1 now plays the new lead card
for the next trick.

PREPARING FOR THE NEXT TRICK

Remove all cards from the Play Board. Place them face
down in the Discard pile.

Remove all tokens from the Play Board. Pop tokens
return to the common supply except for Cheat tokens.
Cheats are placed in their own discard until all Cheat
tokens have been depleted; only in this case are these
tokens shuffled and returned face-down to the supply.
Wrestler tokens return to wrestler boards.

Tokens are used by wrestlers to modify their cards and
for other special effects. These include Pop tokens and
signature move tokens.

EARNING POP TOKENS

Cards marked by the Pop icons on cards
earn teams Pop movement. When playing a
card with Pop icon(s), move the Pop track
marker up that many spaces (1 or 2)on the
connected track.
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If a space moved through or into has an icon, take the
matching token and place it beside your wrestler’s
board.

SPENDING TOKENS

Tokens are only used on your turn.

You may use multiple tokens at the
same time to stack effects.

Tokens earned on a turn
may not be used during that
same turn. Your tokens only
affect your cards (unless
otherwise stated).
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TAG

When: Before EITHER wrestler on your
team has played a card for the trick.

How: Swap position numbers of your
character with your partner. The new in-
ring wrestler plays the first card for your
team.

See more info on page 6.

COIN
When: When you play your card.

How: Place Coin token(s) on your own card
to modify it’s value. Your card is now the
modified value. Modifying cards can cause
counters!

Cards can be modified higher than “8” or
lower than “1%.

Negative values deal no damage.
However, a zero or negative value can
cause a player to win the trick without
dealing damage.

See more info on page 7.

CHEATS
When: When you play your card.

How: Cheats are kept face-down until you
play them. Reveal cheats to modify values
or suits on your card. (See the reference
page at the end of the rules for a list of
Cheats).

DAMAGE
When: When you play your card.
How: If the modified card wins the trick,

deal one extra damage (per token) to the in-
ring opponent.

SIGNATURE MOVE TOKENS
& SPECIAL POWERS

Some wrestlers have specific tokens (diamond-shaped).
These tokens have a matching space on the character
board. When earned, remove the token from the board
to show it is available. After using the token, return it to
the wrestler board.

When the Pop track marker is moved over a wrestler’s

signature move icon, that specific wrestler gains

their signature move. If the wrestler already has their

signature move, nothing happens. Signature tokens

are played when a wrestler plays a card, following the
normal play rules.

LAWMAN - THE LARIAT

Change your card to follow the lead suit. No
effect when leading.

DYNAMITE - SHORT FUSE

Modify any face-up card +1. You may play this
on other wrestler’s cards too! This may cause
a counter. For example, Dynamite played by the final
player of a trick could cause the opposing cards in slot
#2 and #3 to counter each other!

AMAZING GRACE -
MERCY & DAMNATION

Play with a card and modify it +2 or -2.



Players without teammates play as Headliners. Headliners have a special piece that goes in the
ring which shows them on both the sides. This

] - piece will slide up and down when in the Rowdy
team, wrestling other Headliners (1vl) or tag-teams Ring to show if they are in the #1 & #4 or the #2 &
(1v2). Headliners all have 20 health.

Headliners are big-time wrestlers that act as a 1-player

#3 positions.

HEADLINER SETUP THE MANAGER DIAMOND (EACH ROUND)

Setup is the same as normal mode with the following

. . Deal the Headliner player 8 cards for their hand
exceptions:

and 8 cards as shown in the manager diamond (see
right). Place the Manager’s signature move token
in the middle of the diamond (red icon in diagram
below).

Choose a Headliner and any Manager board.
Connect the boards to form your Pop track. These
boards are sized differently than normal wrestler
characters.

Setup your Manager diamond cards face-down.

Place the Manager’s signature move token in the
middle of the diamond (highlighted shape).

Flip the lowest card in the Manager diamond
face-up.

Take the Manager’s matching signature move
token.
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PLAYING AS A HEADLINER

As a Headliner, play 2 cards per trick. Depending on
wrestler position, play all cards in either the 1 & 4 slots
or the 2 & 3 slots.

After a card is played from the Manager diamond (and
after any tokens or effects are applied), reveal any
newly uncovered cards face-up before the next card is
played. If the Manager’s signature move token is fully
uncovered (the bottom 3 cards of the diamond have
been played), gain it for use on future turns.

Face-up cards in your Manager diamond are treated like
an extension of your hand for purposes of following suit
and when choosing a card to play. During a trick, cards
may be played both from the diamond, both cards
Sfrom your hand, or 1 from each.

WINNING TRICKS AND TAKING DAMAGE

Headliners never swap positions since they occupy both.
When Headliners win a trick move the token to take the
lead position (1&4). When a Headliner lose a trick, take
the damage as normal. The Headliners are then moved
into the the follow position (2&3).

SPECIAL ABILITIES & MANAGERS

Headliners have special abilities. Some abilities always
apply. Make sure to read your ability out loud before the
match begins. Manager abilities work just like other
tokens and are spent after being used.

|
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When can I play as a Headliner?

When playing without a teammate, you will play as a Headliner with a Manager. So, in three-player games one
person will play as a Headliner, and in two-player games both players play as Headliners.

What are Pop tokens?

Pop tokens are various types of tokens shown on the Pop track of each wrestler board. Each type of token is
spent for its effect and returned to the supply after being used.

When can I use a Pop token?

When you play a card into the trick. All Pop tokens, including the Tag token, must be played before you take
your turn.

The Tag token must be played before either player on the team plays a card into the trick.
Who is considered “in the Ring?”

The player’s whose character icons are on the Team Trackers next to the 1 and 2 spaces are both considered in
the Ring. These players may move positions depending on who wins the trick or if the Tag Pop token is used.
Headliners are always considered in the Ring.

Who do Pop tokens belong to? I thought they were my team’s Pop tokens?

Pop tokens belong to the player who earned them. The player who cause the pop track marker to advance onto
or past a pop icon earns these tokens and the tokens belong to that player.

Who can use a signature token?
Only the wrestler who owns the Signature Token and has unlocked it.
How are cheats discarded?

Cheats are discarded from play, face-down. Only shuffle and return all of these discarded cheats if you run out
during the game. In other words, cheats will only be returned to play if you have used all of them once.

What happens if my team reaches the top of the Pop Track and has additional movement on the
track?

Movement on the Pop Track continues, starting on the bottom space of the track. This track loops from top to
bottom in a continuous manner. Do not lose any Pop movement.



CHOOSE YOUR ‘RASSLER

' Each fighter comes with unique advantages. Mix and match partners to find combinations that
= cover all of your bases -or- double-down on your weaknesses to live dangerously.
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HEADLINERS & MANAGER

Let’s meet our Headliners and their Managers. You can switch them around too, but you’ll
find some pairings to be more natural than others. Jumble things up for an extra challenge.
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Rowdy Partners, the team trick-taking game, is played over a series of rounds. Each round is composed of 8 tricks.
The team that first pins one of their opponents wins!

Round Setup — Deal 8 Cards to each player or Manager. 4 Cards go to the Burn Pile.

Lead Wrestler — Play the lead card of the trick, other wrestlers must follow suit. Watch out for Counters
(cards of the same number) which cancel other cards.

Lowest Card Wins: Deal damage and possibly change who is in the ring.
Whoever won the previous trick leads the next trick.

At the end of the round, if no wrestler has lost all their health by being pinned, prepare for the next round.

Headliners and Managers are only for players without a teammate — i.e. Headliners play alone.
Headliners have 20 health.

HAT SUIT TAG
HORSESHOE SUIT CHEATS
+2 (2x)
-2 (2x)
Damage (2x)
STAR SUIT Suits (4x)
Tag (2x)
TOMBSTONE SUIT DAMAGE \
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