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You are a gigantic Monster
willing to do anything to become

Your rampage brin
of Victory Points
Monster to ga

gs you glory in the form
(*) To win, be the first
in 20 Vlctory Points.

Or, get your claws out and e
enemies. The last one standin

liminate your
g claims victory!



CONTENTISTEICAME

(6] MONSTER]EOARDS

These boards represent the Monsters that you
play as in King of Tokyo. Each has a name, a
dial for Victory Points (%), and a dial for Life

Points ().

* Victory Points

AT OKYO]BOARD

The board represents the City of Tokyo divided
into two places: Tokyo City @ and Tokyo Bay
@. When a rule or card refers to “Tokyo”,
it means both places.

Each die has 6 symbols n
that represent the a a

actions you can take
on your turn:

n H B : Gain Victory Points (%)
: Gain Energy cube (%)
H : Smash Monsters to lose Life Points (@)

u: Gain Life Points (§)

(6 6)JPOWER{CARDS)

Power cards have a name, a cost to pay in

Energy cubes (%), a type ([E? /CEIND)

and an effect.
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Power cards can be one of two different
types:

P[P : Keep these cards face-up in front
of you until the end of the game (unless
something tells you to do otherwise).

P [THXD): Resolve these cards immediately,
then discard them.

MENILS

(6JCARDEUARD FICURES

These figures represent the Monsters you
play as. Keep them near you. When you take
control of Tokyo, place your Monster on the
board, in Tokyo City or Tokyo Bay.

Keep energy cubes you've gained from
die faces. You can spend them to buy cards
or to resolve or activate certain card effects.
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The tokens and green dice are g
used with certain Power cards.
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SE{TUP

@ Shuffle the cards @ Deal the first three cards face-up @® Form a pool with all the
to form a deck. on the table next to Tokyo board. Energy cubes ().
Place the tokens nearby.

@ Each player chooses
a Monster and takes his
figure and Monster board.
Set your Monster’s Life
Points (§) to 10 and
Victory Points (¥) to 0.

@ Place the Tokyo board at
the center of the table, within
easy access of every player.

WITH S T0 6 PLAYERS:

" use both Tokyo City

" and Tokyo Bay.

(gt E F . & 7 .
? use only Tokyo City. _ @ @ S \ o ¥/
! 5 £ s e

T @ Put the black dice at

the center of the table.

Set the green ones aside
(some cards allow you to
roll the green dice).




The game plays clockwise.

Each player rolls the 6 black dice. Whoever
has the most [ results goes first. In case of
tie, players roll dice until one player has the
greatest number of E&.

On your turn, you can roll the dice up to
three times. You can stop rolling any time.

On the first Roll, roll the 6 black dice (and
1 or 2 green dice if you have a Power card
that lets you roll them). For your

second Roll, if you like some
of your results, you can set
them aside and only roll the
ones you don't like again.
For your third Roll, if you
change your mind, you can
roll any dice you set aside
again, along with any you
still don't like.

After you finish your three
Rolls (or you decide to
stop), continue to the
Resolve Dice step.
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(2 RESOLVE/ DICE]

You can resolve your dice in any order, but
you must resolve all of them.

Symbols rolled at the end of your last die Roll
represent the actions of your turn:
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POINTS
If you roll three-of-a-kind of |l E or H

gain as many 3 as the number.

Each additional die rolled with the same face
gains you 1 additional *.

Gigazaur rolls n n n n
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ENERCY

Gain 14 from the pool for each rolled.
Place them in your reserve in front of yourself.

Keep Energy cubes until you spend them.

Life Points

% Energy Cubes

Victory Points

SMASH B

Monsters that are not in the same place as
you lose 19 for each B rolled.

e If you are in Tokyo (Tokyo City or Tokyo
Bay) and you roll E, all Monsters outside
of Tokyo lose €.

o If you are outside of Tokyo and you roll B,
all Monsters who are in Tokyo lose €@
(Tokyo City and Tokyo Bay). These Monsters
can then decide to Yield and leave Tokyo or
stay. Monsters who Yield Tokyo still lose €.

Each results in losing one Life Point®.
If a Monster loses his last Life Point @ then
the @ appears and he is eliminated (his [
cards and Energy cubes are discarded).

Since no Monster starts the game in Tokyo,
the Monster who plays first does not cause
Monsters to lose 8 with EJ.

W lost dealt from a Power card effect
is different than [&. A Monster can only
Yield Tokyo when losing @ from E&.

HEAL a

If you are outside of Tokyo, you can gain 19
for each B rolled.

If you are in Tokyo, the @ you roll do not
let you gain ¥ (you can only gain € with
Power cards).

m You cannot gain ¥ above 109. ]
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® Roll Dice:

CyberKitty is in Tokyo
City. It's Gigazaur's turn.

Gigazaur takes the black dice and rolls:

OHHHOHA

He keeps [El I and rolls the four other
dice again. He gets:

HHBEHBAHALO

He has one Roll left. This time he keeps &

H H and rolls the three other dice again.
He gets:

2§2]2]2]0+8%

EXAMPLE;OFYADI

EFFECTS

ROLL OFToKYO
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® Resolve Dice:
Because he rolled BRI E ., he gains 2%,
plus 1 extra Y for the fourth H face.
with B8, he gains 14.

with B, he makes CyberKitty in Tokyo
lose 19 (if Gigazaur was in Tokyo, all
Monsters outside of Tokyo

would lose 199),
Gigazaur rolled

Being in Tokyo (Tokyo City or Tokyo Bay)
has some advantages and disadvantages:
e =1 5 : You gain 1 * when you enter Tokyo.

® [+2 7] : You gain 2

in Tokyo.
”

if you start your turn

‘ Monsters in Tokyo cannot use
(but they can still use Power cards to

gain Q).

e B so he Moreover, targets of your smash depend on
gains no®. where you are:

Gigazaur takes

14 from the e The & of Monsters in Tokyo cause all

pool because Monsters outside of Tokyo to lose <,

of . ' : ® The "# of Monsters outside of Tokyo cause
all Monsters in Tokyo to lose <,
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(3NENTERSTOKYO)

If no one is in Tokyo, you must enter and
place your Monster in Tokyo City.

You can only Yield when you lose ¥ from E3
rolled by a Monster.

\UIS No  Monster
starts the game
in  Tokyo. The
first player must
enter Tokyo City
during this step.

You can only leave Tokyo after losing ) from
*& ‘rolled by another Monster.

’.;3_.& With 5 to 6 players, if
5-6 Tokyo City is occupied, but
Tokyo Bay is empty, you must enter
Tokyo Bay. Monsters in Tokyo City
and Tokyo Bay are both considered
“in Tokyo”. Tokyo Bay
has the same effects
as Tokyo City.

Once the game has 4
or fewer players, you
must leave Tokyo Bay
immediately (except if
Tokyo City is empty, in which
case you move there).
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