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Game Lords

WHAT Tris GAME IS ABout

In this game, each player is a local Game Master, running role-playing games for their friends and people they
meet through their local Gaming Store. Each Game Master has a Campaign which they are hoping their group will
be awesome enough to beat, but it’s going to take finding the right group of people! Players will have find aid from
Expansion books and snacks from their local Gaming Store to help their party be the best! Do you have what it
takes to be a Game Lord? Time to find out!

How To USE Tms PRINT-AND-PIAY GAME FILE

* First, you will need a printer, 5 sheets of cardstock paper (I recommend 671b. or higher Vellum), 3 sheets of
regular printer paper (for the Rules), a pair of scissors, and at least one full set of polyhedral dice
(1x 4-sided, 1x 6-sided, 1x 8-sided, 1x 10-sided, 1x 12-sided & 1x 20-sided).

* Print Pages #3 through #5 of this .PDF on the regular printer paper. Remove them from the printer.

* Print four (4) copies of Page #6 on the cardstock paper (Card Backs - Page 1)

* Take the four copies of Page #6 out of the printer, rotate them 180 degrees, leaving the printed side face-up, and
slide them into the receiving tray for paper. (Note: Some printers may require you to turn the Card Backs sheets
a different way)

* Print Pages #7 through #10 on the blank side of the card back sheets (Card Fronts - Pages 1 - 4). If turned
correctly, both sides of the card image should fit within the borders on the card back. Remove all printed pages
from the printer.

* Cut out the cards for the deck, using the border on the card backs as a cutting guide.

* Print Page #10 on the cardstock paper (Genre Cards and Type Markers - Page 1). Remove the printed page from

the printer.

* Cut out the Genre cards and Game Type markers, using the borders as a cutting guide.

* Read the rules, get some friends over, and have a great time!

~ Daxm



Game Lords

A Game of Gaming Groups
For 2 to 8 Game Masters

ow | O DEGIN
1. Shuffle the play deck. Each player needs a polyhedral set of dice (d4, d6, d8, d10, d12, d20).

2. Each player rolls the d20 as their first Initiative Roll. The player with the highest Initiative Roll is considered
Starting Player.

3. Beginning with the Starting Player, then proceeding clockwise around the table, each player draws three cards from
the play deck, then selects the Genre and Type of their Game.

Note: If any player draws no Gamer cards in their starting Hand, they may discard their cards and draw three new
cards before selecting their Genre and Type.

4. After each player has drawn their cards and selected their Genre and Type, they may play any cards from their
hand to their play area (known as their Group) which they may legally play (see Playing A Card).

5. Once each player has finished playing any cards to their Group, the game begins.

CaMPAIGN DICE
There are six Campaign Levels, each associated with a different polyhedral for the Level Die.

Level 1 = four-sided die (d4) Challenge Rating: 4+
Level 2 = six-sided die (d6) Challenge Rating: 6+
Level 3 = eight-sided die (d8) Challenge Rating: 8+
Level 4 = ten-sided die (d10) Challenge Rating: 10+

Level 5 = twelve-sided die (d12)  Challenge Rating: 12+
Level 6 = twenty-sided die (d20) Challenge Rating: 20+

Note: For “+d2” rolls, roll a four-sided die (d4): 1 or 2 = “+17, 3 or4 = “+2”

How To PLay

At the beginning of each new round, turn a number of cards equal to the number of players face-up in the center
area (known as the Game Store).

Next, all players make an Initiative Roll (d20), adding in any Fame bonuses from their Group to their Roll. The
player with the highest Initiative Roll is now the Starting Player for the round, except in the case of a “natural
20’ (see Natural 20 Rule).

Beginning with the Starting Player, each player takes their turn in clockwise order around the table.

On a player’s turn, that player may choose to Visit The Game Store, or to Run The Campaign, after which their
turn is over and play continues with the next player.

Any player may choose to skip their turn to change their Game’s Genre, Type, or both, to an unused one.
However, any Gamer in that player’s Group which could not be legally played after the Genre or Type change is

removed from the Group and placed in the Gaming Store.

Once all players have finished their turn, discard all remaining cards from the Game Store to a discard pile. The
round is over and a new round begins.
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Visiting The Game Store
When a player chooses to Visit The Game Store, that player may take any one card from the Game Store to their
Hand, after which they may play it if possible (see Playing A Card). Once the player has finished playing any cards
from their Hand which may be played, that player’s turn is over.

Running The Campaign
When a player chooses to Run The Campaign, the player makes a Game Roll by selecting the current Campaign
die for the player’s Group and rolling it, adding in any “Game bonuses” from the cards in their Group. Any
abilities from cards in the player’s Group may be used to affect this Game Roll.

If the Game Roll total is equal or higher than the Challenge Rating for that Campaign Level, then the Game
Roll is successful and the player has completed that Campaign Level, setting that Campaign Die to the side.

If the Game Roll total is less that the Challenge Rating for that Campaign Level, then the Game Roll fails, and
that Campaign Level must be attempted again the next time that player makes a Game Roll.

Once a player has made their Game Roll, succeed or fail, their turn is over.

If the player failed their Game Roll, the player may draw one card from the top of the Game Lords deck to their
Hand, although it may not be played until the player’s next turn.

Playing A (ard

Most Gamer cards can be played to your Group if you are running a game with either a Genre or Type which
they “Like”.

|:> If a Gamer /ikes Cyberpunk and Dice-based, then they count as a Cyberpunk Gamer and a Dice-based
Gamer, and you can play them if your game is either Dice-based, or if you have the Cyberpunk Genre in
your Game.

Note: Having a Cyberpunk Gamer in your Game does NOT mean that you have Cyberpunk in
your Game, however if you have a Gamer which “Adds Cyberpunk to your Game”, then your Game
Genre now also counts as Cyberpunk.

Expansion Book cards can be played if you have one of the required Genres of the Expansion Book in your
Game, and adds an instance of both Genres it lists to your Game, even ones you already have.

I:> If you hold the Steampunk Expansion Book (Western and Cyberpunk), you may play it if you have either
Western or Cyberpunk in your Game. When a card grants a Genre to your Game which you already have,
this means you have multiple instances of that Genre, which is beneficial for cards which grant a bonus
based on the number of a certain Genre you have in your Game.

Snacks can be played to your group regardless of Genre or Type. They do not add any Genres or Types to your
Game, but can allow you to play certain Gamers who may like a Genre or Type you do not have in your Game.

Genre & Type

There are six Genres of Game to choose from:

Fantasy, 3l Honron, JUPEREERI CYBERPUNK & TTRSTERI]

There are three Types of Game to choose from: Card-Based, Dice-Based & Live-Action
I:> If a Game already has a Genre and then gains another instance of that Genre, that Game is worth two of

that Genre (i.e. A Western Game adds a Book which grants Western and Cyberpunk, the Game then has
two Western and one Cyberpunk).
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Tied Rolls

In the event of two or more players being tied for having the highest roll total, those players make a new roll of the
same type with all the same bonuses being applied. This continues until only one player has the highest roll total.

‘Natural 20’ Rule

When players are rolling for Initiative, if any player rolls a ‘20’ on the d20 itself before any bonuses, that player
wins the Initiative Roll, even if they did not have the highest total.

If two or more players roll a ‘natural 20°, then any players who rolled a ‘natural 20’ add in their bonuses, and the
one with the highest total wins the Initiative Roll.

How To WIN

Once any player succeeds at their d20 Game Roll (Campaign Level 6), they are the winner!

Please keep in mind this is a Beta-version of this game, so it will surely have room for improvement.
Please feel free to send any thoughts, comments or ideas you have regarding this game to

dannkrissgames@gmail.com

Any ideas submitted regarding this game will be considered property of Dann Kriss Games, L.L.C.

Thanks for playing!

Happy International Tabletop Day 2015!

These rules and game components are free to download, share, print or use for any non-commercial purpose.

Copyright 2015 - Dann Kriss Games, L.L.C. - Kountze, TX - All Rights Reserved
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HoT GAMER HOT GAMER STINKY STINKY
CHICK CHICK NERD NERD
+O (eamer , +Q +O eamer , 4O -1 eamen 4D camen 1D
FAMES HGAME FAMES mGAME FAMES MGAME FAMES MGAME
. . You may play Books You may play Books
You may Recruit Nerds You may Recruit Nerds X . X .
and Gest your Group and Gest your Group Wltl;):qtulil;zf;lef;gt the Wlt};:;ufﬁzzlel;gt the
LIKES: LIKES: LIKES: LIKES:
‘HOT” GAMERS ‘HOT” GAMERS SNACKS SNACKS
DUNGEON OLb SCHOOL MIDD LE- SCi-F1
GEEK GAMER EARTHER FANBOY

+1 camen

+1 +2 camer , 49
FAME® mGAME FaME*« 3/‘ \g

\%gy?GAME FAMES

+1 }%&E\Rg +1

+‘1 (:,JMMER\Q;df +‘l

\V\yGAME FAME\ 5

\gGAME

Adds +1 to your Game Roll
for each FANTASY
in your Game

If your Group has 5 or
more Gamers, place this
Gamer in the Game Store

Adds FANTASY
to your Game

Adds +1 to your Game Roll
for each SEI'FI

in your Game

LIKES:
FANTASY & CarD-Basep

SPACE
TREKKER

+2 |

GAMER
FAMES w?/_\\é

+0 +2

\gGAME FAaME*«

LIKES:

FaNTASY & DIcE-BaseD

LATE-NIGHT
TV JUNKIE

gw%w

;m'\

\‘}_j@GAME FAMES

] IKES:
FANTASY & LIVE-ACTION

GOTH VON
DARKENSTEIN
+2 }%m\ﬁgf +0

LIKES:
& CArD-BASED

SoI-fl

CTHULHUIAN
CULTIST

+1 Gw% +1

\gGAME FAME\ : \‘yGAME

You may reroll your Game
Roll once each round if

your Game is LIVE-ACTION

Adds +1 to your Game Roll
for each different Genre

in your Game

Counts as “Hot”

Adds HORROR

to your Game

LIKES:
& LIVE-AcTioN

Stl-Fl

HORROR
READER

LIKES:
& (arp-BaseD

SeI-F

COMIC
NERD

FZ-EE ;?%m:gg 1 + ?@m\%{ +1

\gGAME FAMES .

\g&GAME FAMES

] IKES:
Horror & LIvE-AcTION

HEROIC
GEEK

+2 %“{&‘E\"ngO

\QGAME FAME 3

LIKES:

Horror & Carp-Basep

YOUNGER
BROTHER

+1 camen , 41
QinAME

Adds +1 to your Game Roll
for each Book in

Adds JUPERHERT

to your Game

Adds +1 to your Game Roll
for each ﬁlll'mm

Copies the Ability of

any one Gamer in your

your Group in your Game Group each round
LIKES: LIKES: LIKES: LIKES:

Horror & Dice-Basep

SUPERHERE & Carp-Basen

SUPERHERE & Live-ActioN
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BUFF
+1

+1 camen
FAMES HGAME

DELIVERY
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+2 . +0

1. T.
NERD

+1

~GAMER camer , +OQ +9 camen
FAMES HGAME FaAMES MGAME FAMES MGAME

GAMER
DAD

+1

Adds +1 to your Game Roll
for each CYBERPUNK
in your Game

Adds SNACKS to

your group

Adds +1 to your Game Roll
for each Cyberpunk Gamer
in your Group

Discard to take any Gamer
from the Game Store

LIKES: LIKES: LIKES: LIKES:
CYBERPUNK & LIVE-ACTION  CYBERPUNK & (ARD-BASED  CYBERPUNK &  DICE-BASED WwasTERN & Dice-Basen
EXCHANGE COWBOY CCG FRATBOY
STUDENT Kb DUELIST GAMER
+9 eamen , +OQ  +1 eamen, +1  +1 ( GAMER +1 +9 camer , +1
FAMES J é%GAME FAMES f\%GAME FaMES \inGAME FAME\ 5 \Q{QGAME

Counts as “Hot”

Adds +1 to your Game Roll
for cach WESTERN

Adds +d2 to your
Game Roll if your Game

You may Recruit any

“Chick” or “Grrrl”

in your Game is CARD-BASED Gamer
] IKES: ] IKES: ] IKES: | IKES:
WESTERN & Die-Basep  WERSTERN & LiveAcon  WESTERN & Cwp-Bap HORROR §  Card-Base
GAM3R MUNCHIE CHEATE CONSPIRACY
) GRRR L ) MONSTER { 1. HEATER { NERD )
+1 . camesr +’1 -1 camer , + — cAmr:R + + CAMER , +
v % v > o ?/“ 3 e

FAMEX z

\gGAME

FaMES

\‘?;@GAME FAME

\gGAME FAaMES :

2

Adds +1 to your Game Roll
for each “Hot” Gamer

Adds +1 to your Game Roll
for each SNACKS

Adds +d2 to your

You may switch any Book
in your Group or Hand

ame with any Book from the
in your Group in your Group G Roll ! G};r]zc Store ‘
LIKES: LIKES: LIKES: LIKES:
CYBERPUNK § (ARD-BASED ~ FaNTasYy § (RD-BMSED  tHHonmom & Die-Basso  JUPERHERD & Dic-Base
MATH RULES DRAMA Jock
WIZARD NAZI CHICK GAMER
+1 . CAMER +O +0 eamer, +1 +2 camer 4 1 +9 . camer , +0
FAME ‘, \%GAME FAaMES EMGAME FAMES mGAME FAMEx QinAME

Adds +1 to your Game Roll
for each Dice-Based Gamer
in your Group

You may reroll your Game
Roll once each round if

your Game is DICE-BASED

Adds +d2 to your
Game Roll if your Game
is LIVE-ACTION

Counts as “Hot”

] IKES:
FANTASY & DIcE-BaseD

| IKES:
& Dice-Basep

SeI-f

| IKES:
SUPERHERE & Live-ActioN
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PARTY-TIME CTHULHU SPACE BARBARIANS
COSPLAYER GAMER EXPANSION EXPANSION
+‘1 %/G,AI;IER 3 _|_‘1 _|_2 i/G,AI;lER _|_O %/36@32 %:/3@@;!(
FAME‘i{mGAME FAME‘%MGAME \m f—\'%

Adds SCI-F1

to your Game

Adds +1 to your Game Roll
for cach HORROR

in your Game

Adds HORROR and
EEI'FI to your Game

Adds FANTASY and
SeI-fl to your Game

LIKES: LIKES: REQUIRES: REQUIRES:
St-fl & IveAeion Horromr & InveAcion  HORROR ok Jp-f) FANTASY or  {p-f|
UNDEAD RISING Manea MaNIA DARK FUTURE3 MAVERICKS & MAGES
EXPANSION EXPANSION EXPANSION EXPANSION
. BOOK . BOOK . BOOK  BOOK

Adds HORROR and
FANTASY to your Game

Adds FANTASY and

JUPERHERT ., your Game

Adds CYBERPUNK and
HORROR o your Game

Adds FANTASY and
WESTERI to your Game

REQUIRES‘
HoORROR or FANTASY

REQUIRES‘
FANTASY or JUFERHERT

REQUIRES:
CYBERPUNK or HORROR

REQUIRES:

FANTASY or JRSTERIN

TECHNOMANEY SPIRITS OF THE WEST DARK NIGHT Cosmic DEFENDERS
EXPANSION EXPANSION EXPANSION EXPANSION
- BOOK -~ BOOK -~ BOOK - BOOK
Adds CYBERPUNK and Adds WESTERN and Adds SUFERHERN .4 Adds SUPERHERT nd

FANTASY to your Game

HORROR 1o your Game

HORROR 1o your Game

SEI'FI to your Game

REQUIRES; REQUIRES‘ REQUIRES‘ REQUIRES‘
CYBERPUNK or FANTASY  WESTERN or Horror  JUPERHERN o= Horror  JUPERHERN o=  p-|
TANNHAUSER GATE SERENITY STEAMPUNK VIGILANTE JUSTICE

EXPANSION EXPANSION EXPANSION EXPANSION

o BOOK . BOOK o BOOK (566;&‘ ,

Adds EEI'FI and
CYBERPUNK to your Game

Adds S0IF1 and
WESTERE to your Game

Adds WASTERN and
CYBERPUNK to your Game

Adds WRASTRRN and
ﬁlﬂ'EllllElﬂl to your Game

REQUIRES;
SeI-F

or CYBERPUNK

REQUIRES:

S on WESTERN

REQUIRES‘
WERSTRERI or CYBERPUNK
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YEAR 3099
EXPANSION
- BOOK

HERB-SPICED
WAYBREAD

< “J z g

NEON BLUE
BEVERAGE

 BNACKS

LIQUID-FILLED
GUMMY BATS

 BNACKE
/‘m

Adds ﬂlll'llﬂlﬁlﬂl and
CYBERPUNK to your Game

REQUIRES:

SUPERHERT o= CYBERPUNK

Adds +1 to your
Game Roll if your
Game is FANTASY

You may play
Fantasy Gamers

Adds +1 to your
Game Roll if your

Game is SEI'FI

You may play
Sci-Fi Gamers

Adds +1 to your
Game Roll if your
Game is HORROR

You may play
Horror Gamers

COMIC- LICENSED VOLT ENERGY Icy COLD CHOCOLATE
CANDY DRINKS SARSAPARILLAS POLYHEDRALS
~BMNACKS ~BMNACKS | ~BNACKS , ~BNACKS

Adds +1 to your
Game Roll if your

Group has SUFERHERT

You may play

Adds +1 to your
Game Roll if your
Group has CYBERPUNK

You may play

Adds +1 to your
Game Roll if your

Group has WESTERN

You may play

Adds +1 to your
Game Roll if your
Game is DICE-BASED

You may play

Superhero Gamers Cyberpunk Gamers Western Gamers Dice-Based Gamers
F LEET CONVENTION ROLL- BUBBLE GUM
COMMANDER Kib PLAYER CARD PACKS
+1 (eamen +0 +2 ) +0 + (eame +1 ?&@:ﬁ
FAMES, : \gGAME FAMES \@»GAME FaAMES, yGAME S =

Adds +1 to your Game Roll
for each Sci-Fi

Gamer in your Group

When you draw a card,
draw two and choose one,
placing the other in the
Game Store

Adds +d2 to your
Game Roll if your Game
is DICE-BASED

LIKES:
& Dice-Basep

Stl-Fl

TRENCHCOAT
KIb
+2 (LCAMER +0

FAMES,

LIKES:

SUPERHERT & Caro-Basp

HIGH-STAKES
HOTSHOT

+1 camen , 41
f@GAME FAME{MGAME FaMES,

LIKES:

CYBERPUNK & DIce-BasED

REENACTMENT
ENTHUSIAST
+2 camer , +1
‘}QGAME

\

?

Adds +1 to your
Game Roll if your
Game is CARD-BASED

You may play
Card-Based Gamers

PARTY
KEG

BNACKS

Adds CYBERPUNK
to your Game

You may reroll your Game
Roll once each round if

your Game is CARD-BASED

Adds TTESTRRBI

to your Game

] IKES:
CYBERPUNK &  LIVE-ACTION

| IKES:
WRSTERN & CarD-Bastp

| IKES:
WESTERN & LIVE-AcTION
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