Starting the game.

Place the Office tile first.

· Each player gets 2 Hall Tiles

· Players will place hall tiles in order till they have all been placed. Hallways must connect to at least 1 other tile.

· Players will take turns playing their first special/base in order, then the second in reverse order.

· Each player starts with 5 students.

Movement/Pushing

· Each Turn each Student may move one space for free

· Once you have completed free movement you may move your students up to 10 additional spaces with a maximum of 30 for all students combined

· Each Student may not move more than 10 spaces unless all students who can move have moved the full 10 and you still have movement left over.

· You may have up to 3 students on a space

· You can not stand on a enemy

· You can push a enemy but it takes your normal movement +1 movement for each of their students the movement, if the enemy student(s) cant move to an adjacent space they will move to the nearest open space.

· The pushed player chooses where its pushed students are moved to.

· A players students can not be pushed out of a purple tile connected to a base/special they control.

Combat

· Students can fight other students during your turn at any time.

· If a student is on a tile with other students they will join in.

· Each “tile” may only attack once per turn.

· Once Students on a tile attack they may not move any more.

· When you attack you roll dice = to the number of attacking students +1

· When a player defends they roll dice = to the number of defending students +1

· If you tie the defending player wins.

· If the attacking player wins one of the defending players students will be sent to the nurse. The defending player will choose which student is sent.

· If the attacker wins they receive one coin.

· Once the attack is over, the defending player will have to option to counter attack, counter attacks will go back and fourth till one of the players chooses not to counter attack.

· Some social groups may have items, Students who are sent to the nurse lose their items.

Capturing/Rooms

· A student may capture a room as long as that room is uncontrolled, or empty, it will cause the student who takes the room to be removed from the board.

· Once a room is controlled it will generate 1 coin at the start of each turn.

· Any number of students may be in a room from any player.

· Students in a room will automatically group to 3. (if you have a remainder they may function as a smaller group) You may not break up students in a room they must stay in groups of 3  unless they are leaving.

· Students can attack each other in a room, or students standing immediately outside the room.

Teleporting

· You may teleport students to and from your base.

· Only 3 students per room may teleport

· You may not teleport if you have money or a cheerleader on you.

· Each student may only teleport once per turn.

· You can teleport any number of students from various rooms to your base, however only 3 per room may come back.

· You may not teleport money or cheerleader, however if you choose to teleport a student who is holding one the cheerleader or money will vanish.

Cheerleaders

· The number of cheerleaders on the board is the number of payers +1

· At the start of a players turn roll to determine where cheerleaders spawn.

· You must roll Cheerleaders till you have the total number on the board (uncontrolled).

· One uncontrolled cheerleader per room.

· A player may not pick up a cheerleader unless it is there turn.

· One cheerleader per student.

· Cheer leaders move with students but do not take movement or count as a student on a tile, Nor do they count in combat.

· Cheerleaders may be moved into a base where they will provide 5 coins.

· Cheerleaders can be used (one at a time) in combat, before rolling to reduce the number of dice an enemy uses.

· If all students in a tile are defeated and only a cheerleader remains they may take the cheerleader.

· If they can not take the cheerleader the cheerleader will vanish.

Lunch Money

· Lunch money is spent to buy stuff.

· 1 coin to buy a new student

· 2 coins to rescue someone from nurse

· 3 coins to buy a activity card

· 3 coins to buy a snack card

· 5 coins to buy a movement token (worth 5 movement a turn) (max 4)

· 5 coins will lock a room off from enemy invasion, enemy students may not enter a locked room however they may force the door open by sacrificing 5 students or a cheerleader.

· 5 coins can buy an unlocked room off another player or vacant room.

· 10 Coins may trigger a global event.

· 10 coins will graduate a Student to a college student.

· 15 coins will graduate a College student into a Teacher (limit one per player)

· 100 coins buys a report card.

Stealing

· While standing in a enemy purple space a student can steal coins from an enemy base.

· They can steal 5 coins at a time.

· Students who steal can NEVER break the 10 movement limit.

· They can stand with groups, even with groups of 3 but do not count part of a group.

· If they are standing with other students they can be singled out by an attacker.


Cards

· You may teleport 3 men from the office to your base per turn and receive up to 3 student activity cards.

· You may hold a maximum of 10 cards.

· You can use cards as soon as you get them at any time during your turn and as many cards at once as you like.

· Event cards may happen in place of the spawning of a cheerleader. More than one may happen a turn, remember they happen in place of a cheerleader so if you are spawning 2 cheerleaders only 1 spawns and the other is taken up by an event.

· No events on the first turn of the game.

Card List

Student Activities

· x5 Hall Pass: Hall Pass allows you to teleport 3 Students from anywhere to anywhere.

· x1 They started it. Release everyone from the Nurse.

· x3 Exchange Student: Steal a Student from another player. Students may not be stolen from the Nurse.

· x3 Student Transfer: Get 3 free students in your base. If you can not make new students Get them from the nurse. If you can not get any from the nurse discard this card.

· x5 Good Behavior: Release 3 students from Nurse.

· x1 Warning Bell: Gain +1 free movement per Student.

· x1 Hall Monitor: All enemy students must move to the nearest adjacent classroom.

· x5 Sports Practice: +10 free movement.

· x5 Extra Credit: 5 free Coins

· x1 Study Hall: Unlock an enemy room and move 3 students from anywhere into it.

School Events

· 3x Home coming: All students with cheerleaders move to base WITH cheerleaders.

· 1x School Musical: Spawn a “Script” in 102, May not be taken into a base. Counts as a report card. (only once)

· 5x Sports Event: Players get 15 more movement than normal on their next turn (stacks).

· 3x Science Fair: Each player may any 3 Students on the board to their special room, nerds may take cheerleaders with them.

· 5x Graduation: Each player gets to upgrade 1 student into a college student.

· 1x Prom: All: valid students get a cheerleader. (only once)

· 1x Fire Drill: Move all students back to base. All cheerleaders are destroyed. All coins held are lost.

· 1x Food Fight: Players move students to the center tile 1 at a time, they must be placed NEXT to an enemy unit or in a group. Then all groups participate in 1 attack 1 at a time in  player order.

· 5x School Spirit Day: 3x Cheerleaders spawn (does not generate events).

Snack

· 5x Etch: Claim a room even if it belongs to an opponent. (does not work on locked rooms)

· 3x Puke: All students must move to the nearest adjacent tile

· 1x False Alarm. You may suspend a student to force all students back to base for all players. Any coins, items, or cheerleaders held are destroyed.

· 5x Janitor's Keys: Unlock a locked room

· 5x Locker Combo: Transfer 5 coins from an opponent to you.

· 5x Milk: Get 5 Students from the Nurse in your base!

· 5x Cookie: +5 Free movement for target student (does not count toward limit).

· 3x Free Lunch: Draw 3 Snack cards.

Safe Zones/Special Rooms

· You can not stay in a special room if you start in one.

· You can not shortcut though the office

· you can not fight to or from special rooms

· you can not enter the nurses office.

· You may enter the office from any adjacent space.

Special Students

· When the principal is on the board players move him X spaces where X is the number of rooms they control.

· If the bully is on the board players move him X spaces where X is the number of rooms they control He moves second after the principal

· If they move into each other they both are removed from the board.

· The principal is removed during a food fight, fire alarm, false alarm, and remodeling.

· The bully is removed for prom, fire alarm, false alarm, and remodeling.

· The bully may attack people and continue to move.

· The bully may only attack one player a turn

· The bully always wins.

Classes

1) Home Room: Players may freely move Students from anywhere to any room they control or is not controlled.

2) Math Class: The principal spawns

3) English: Release 3 guys from the nurse.

4) Art Class: Draw a student activity card.

5) Recess: Spawn the bully

6) Lunch: Draw 3 event cards, if one of them is food fight play it immediately

7) Gym: either on the first players turn or on their own turn players may move each guy 3 spaces

8) Science: The principal and bully despawn.

Report Cards

· At the end of each turn who ever has the most rooms under their control gets a Report Card.

· Ties result in all tieing players receiving a report card.

· You need 4 (unless you decide in advance to change the goal) to win.

Social Groups

Band

· Student (all): Groups get 1 extra movement space free.

· Student (all): They can stack any number of Students on a tile however only 3 can attack or defend. (passive)

· College: Drum Major: Allows a group they are in to participate in 4 Student combat.

· Teacher: Music Teacher: Allows all groups on a tile 3 extra movement.

· Base: Band room

· Special: Equipment room: Provides Baton. This allows that person or group that person is a free movement space, does not stack.

· Purchasable: 5c Symbol's: Allows Free pushing for the whole turn. (Is used immediately)

Preps

· Student (all): Preps can stack 4 Students as apposed to 3 giving them a total of 5d6

· College: In combat college students count as 2 students, but are injured like 1 student, May not exceed in the 5d6 attack. Moves as 1 student.

· Teacher: Combat wins on the teachers tile will generate students at base, OR release them from the nurses office at a 1 for 1 rate.

· Base: Cafeteria

· Special: Student Store: School jacket. The school jacket lets groups of preps move as groups of fewer members. For example, a group of 4 moves as a group of 3 and a group of 3 moves as 2 and 2 moves like 1. Single Students do not however receive a bonus.

· Purchasable: Pom Pom's: Steal a cheerleader off another player without combat. (Carried)  (spawns in base)

Nerds.

· Student (all): Nerds can sucker punch. If nerds roll a 10 they can move 5 spaces, attack, then move the SAME guy 5 more spaces. They CANT attack anyone more than once from any one guy. If a nerd who has sucker punched target A joins a group of 1 or 2 who ALSO attacks that group will not receive a bonus from the nerd who has already attacked.

· College: May sacrifice a fellow student to lock a room.

· Teacher: Grants Mind Control. You may spend movement to move enemy Students on the teachers tile.

· Base: Computer Lab

· Special: Library: Counts as a second base.

· Purchasable: Robot! 5c Limit 1 at a time. Combats as a group of 3, moves as a group of 1, has 3 hit points.

Jocks

· Student (all): Each pep team they have gives them an extra 5 to movement. (max 70)

· Student (all): Soft Cap for movement increased to 15.

· College: Free Pushing Pushes grant 1 bonus movement

· Teacher: Free Pushing for all Jocks on tile.

· Base: Locker Room

· Special: Weight Room Provides a guy with a +1 to combat

· Purchasable: Foot Ball Helmet. 5C, Grants a free attack while pushing. This attack is ONLY from the Students with a helmet.

Action Order

1) Cheerleaders Spawn

2) School Events Occur

3) Principal Moves

4) Bully Moves

5) Coins are gained from rooms and can be spent

6) Free Moves Occur

7) Moves/Combat/Teleports/Capture/Cards May take place

8) Coins Are gained from Cheerleaders.

