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>>// Transmission Incoming //>>

P...please - can you hear me?! Is anyone there? Please... 

respond!

This is Vice Captain Morgan of Sayari-2 Space Station alerting 

Code Black. I repeat, Code Black.

Everyone is dead... everyone. 

I'm all that's left. Something's here, aboard the station. I've 

managed to get to the flight deck, I think it... what's that noise?

It heard me... oh god, it's 6oming. S3nd som--ne, ple9se, 4his i5 

a- em%r--7cy 

H3lp... -01-9010-19x%018x...

>>// Transmission Ended //>>
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It’s the 36th century, and the citizens of humanity 

live in station colonies throughout the galactic 

rim. However, colonies living on the outer 

galactic rim are going dark and have become 

uncontactable.

The galactic council has expended their military 

forces to no avail - they need to call on the best.

You, the Hunters, have been summoned as the 

elite mercenary crew who live on the edge of the 

law to investigate the stations. You know very 

well: this is another outbreak of flesh-eating 

Xenos, creatures that harvest living flesh to 

birth monsters.

The only way to stop this advancing tide of evil is 

with the liberal application of fire. The best way 

to do so: detonate the fusion reactors at the 

heart of every station. As elite mercenaries of 

the galaxy, your mission is clear: board the 

stations, destroy the reactors, and kill the 

aliens.

Good luck.

Warp ends in 3, 2, 1…

To see a Xenohunters how to 

play teaching video, go to 

www.halfmonstergames.com
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3 x Mission Boards (Missions 001 to 

006)

5 x Character screens

5 x Character tokens

1 xAlien Screen

1 x Alien Token

40 Equipment cards

10 x Military Equipment Cards

10 x Engineering Equipment Cards

10 x Medical Equipment Cards

10 x Scientist Equipment Cards

5 x Hidden Movement grids

5 x Hidden Movement cubes

15 x Hybrid Spawn tokens (3 in 5 

colours)

4 x Hybrid Spawn Information Cards

6 x Alien Egg markers

3 x Bomb marker

8 x Destroy markers

12 x Sealed markers

24 x Health Damage markers
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If you are a Hunter, you work with other Hunters to prevent the Alien 

from reaching more colonies. The best way to achieve your mission is by 

triggering the Reactor on the Station with an explosive, engulfing the 

Station in flames.

If you are the Alien, kill every Hunter and turn them into your Hybrid 

Spawn. If the reactor is destroyed, make sure you escape on the 

Starship to reach another colony and continue to spread your Hybrid 

Spawn.

Data feed://

Sudden stop detected...

Uploading final image...

Decompressing...
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1. Decide/Allocate roles.

Players decide who the Alien is. Remaining players divide the Hunters 

amongst themselves.

Tip: If a new player is introduced to an experienced group, it is 

recommended they play Armature or Hybrid Spawn, while more 

experienced players control multiple Hunters.

Example:

3 players: 1 person plays as the Alien, 1 person plays as Armature and 

Ironclad, 1 person plays as Caduceus and Warlord.

2. Set out the board and pieces

Place the board within easy reach of all players, with the mission you 

want to play face-up. 

3. Place the Token Piles

Hybrid Spawn tokens, Health Damage markers, Sealed markers, 

Destroyed markers, Bomb markers and Alien Egg markers in piles near 

the board’s edge.

4. Divide the Equipment cards

Place the Equipment cards face down in four piles (divided by colour) 

near the board, and shuffle each pile/deck. 

5. Create player spaces

Hand out a Hidden Movement grid for each character and place the 

corresponding Character Screens in a position that blocks the Hidden 

Movement grid’s view from other players. Give every player a Hidden 

Movement cube.

Set Up

5



STARTING POSITIONS:

Deal each Hunter the Equipment cards of their corresponding colour. 

The number dealt corresponds to the mission number.

Mission 001: 1 Equipment card

Mission 002: 2 Equipment cards

Mission 003: 3 Equipment cards

Mission 004: 4 Equipment cards

The mission number will dictate how many Alien Eggs the Alien places on 

the board at the beginning of the game. These Alien Eggs can be placed 

anywhere on the Station (including in the Ducts), but not on the 

Starship. The mission number also dictates how many Hybrid Spawn the 

Alien can hatch for that mission (not including Hunter Hybrids - see 

Player Death section).

Mission 001: 1 Alien Egg (3 Hybrid Spawn)

Mission 002: 2 Alien Eggs (6 Hybrid Spawn)

Mission 003: 3 Alien Eggs (9 Hybrid Spawn)

Mission 004: 4 Alien Eggs (12 Hybrid Spawn)

Tip: Intelligent aliens will avoid placing the Alien Eggs near the 

entrance to the Starship.

Place the Hunter Character 

tokens on their corresponding 

coloured space in the starship.

The Alien’s Hidden Movement cube 

is placed in the ‘Ducts’ section of 

the Hidden Movement grid, as they 

start the game hidden. The Alien’s 

Character token can remain 

behind the Alien Character 

Screen until revealed. 

When hatching the Alien Eggs 

during gameplay, the Alien must 

use the grey Hybrid Spawn tokens 

before using the coloured Hybrid 

Spawn tokens.

Data feed://

Sudden stop detected...

Uploading final image...

Decompressing...
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Players take turns in rounds. 

The Hunters use their turns to kill the Alien and all Hybrid Spawn. This 

is most easily achieved by blowing up the reactor. The Hunters must 

draw a ‘Bomb’ card and ‘Detonate’ card from the Equipment decks to 

successfully blow up the reactor.

On the Xenos turn, the Alien and Hybrid Spawn aim to track down and 

kill the Hunters.

Turn Sequence

The Hunters take their turns at the beginning of each round. The 

players can use their Hunters actions at any time, and in any order they 

choose.

Example: Armature uses one action, then Warlord uses two actions, 

then Armature uses another action.

The Alien and each Hybrid Spawn then take their turns. The Xenos can 

use the Alien and each Hybrid Spawn’s actions at any time, and in any 

order they choose.

Example: The Alien uses two actions, then a Hybrid Spawn uses one 

action, then the Alien uses another action.

Actions

Playing as a Hunter

Each Hunter can take up to 2 actions per turn.

> Melee Strike

If hidden, reveal your location on the board. Roll to aim an 

attack against an adjacent enemy. If successful, you deal 1 

damage to the target.
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> Melee Strike

If hidden, reveal your location on the board. Roll to aim an 

attack against an adjacent enemy. If successful, you deal 1 

damage to the target.

> Sneak

Move your Character token your Speed through adjacent spaces. 

If hidden, move the Hidden Movement cube to the relevant space. 

If on the board and not in another enemy character’s view, 

remove your character token from the mission board and move on 

the Hidden Movement grid.

> Sprint

If hidden, you must reveal your location. Move twice your speed.

> Shove 

If hidden, you must reveal your location on the board. You shove 

them 1 space directly away from you, into an empty space. You 

move into the vacated space. If there is no empty space, you 

cannot shove them. 

> Rummage

When in the same space as a Rummage Icon, draw the 

corresponding colour from the Equipment deck. If the icon is not 

the same colour as your character, you must roll the dice. If you 

roll a 1 or 2, you make noise as you rummage and must reveal 

your character token on the board.
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> Use Equipment

Discard an Equipment card from your hand, and follow the 

instructions on the card.

> Warp

When on the Warp Console icon, you hit the warp button, 

instantly locking the airlock and sending the starship into the 

beyond. All players on the Starship warp away. Successfully 

using this action ends the game. 

9



Playing as the Alien

The Alien can take up to 3 actions per turn. You also have a number of

hybrid spawn that you can hatch and control each mission, up to a 

maximum indicated at the top of the mission board. 

> Claw, Bite, Maul

If hidden, reveal your location on the board. Roll to aim an attack 

against an adjacent enemy. If successful, you deal 3 damage to the 

target.

> Sneak

Move your Character token your Speed through adjacent spaces. If 

hidden, move the Hidden Movement cube to the relevant space. If on the 

board and not in view of another player, remove your character token 

from the mission board and move on the Hidden Movement grid.

> Sprint

If hidden, you must reveal your location. Move twice your speed.

Enter or Exit Vent

When in the same space as a Vent icon, move your token onto the Ducts 

of your Hidden Movement grid, or Move from the Ducts section of your 

Hidden Movement grid, to any Vent icon on the board.

> Shove

If hidden, you must reveal your location on the board. You shove them 1 

space directly away from you, into an empty space. You move into the 

vacated space. If there is no empty space, you cannot shove them. 
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> Sense

Choose one hidden Hunter to tell you their current location verbally.

> Lay Alien Egg

Place one of your Alien Egg tokens on the board, adjacent to your 

current space. You can lay a maximum of 6 Alien Eggs. You cannot lay 

Alien Eggs on Reactor or Starship spaces.

> Hatch

If you have died, use this action on your next turn to replace any Alien 

Egg marker on the board with your character token. You can use your 

remaining actions after this action has resolved. 

Hybrid Spawn 

Each Hybrid Spawn can take up to 2 actions per turn.

> Bite and Maim

Roll to aim an attack against an adjacent enemy. If successful, you deal 

1 damage to the target.

> Scuttle

You can move your Speed. You hiss too much to hide.

> Shove

You shove them 1 space directly away from you, into an empty space. You 

move into the vacated space. If there is no empty space, you cannot 

shove them.
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> Enter or Exit Vent

When in the same space as a Vent icon, move your token onto the Ducts 

of your Hidden Movement grid, or Move from the Ducts section of your 

Hidden Movement grid, to any Vent icon on the board.

> Hatch

Hybrid Spawn token replaces the Alien Egg marker on the board. If 

more than one Hybrid Spawn is hatching from the Alien Egg, they are 

placed on adjacent spaces. You can use your remaining actions after 

this action has resolved.

Movement

Your Speed dictates up to how many spaces you can move through within 

an action.

Players can move forward, backwards, left and right - but not 

diagonally. 

Hidden and Visible Movement:

A character's movement can occur on the board (visible to other 

players) or the Hidden Movement grid (hidden to other players). By 

remaining hidden, you have the advantage of hiding your strategy from 

the enemy team. However, events such as attacking or sprinting cause 

noise - revealing your location on the board.

If visible, only one character can occupy a space at a time. If hidden, a 

character can occupy the same space as a visible character.

Enemy characters cannot move through each other's spaces when both 

are visible. Ally characters can move through each other’s spaces when 

both are visible.

If moving on the Hunter Starship, you are visible and must place your 

token on the board.
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> Line of Sight

If you can draw a line from any part of a player's space to any part of 

an enemy player’s space (that does not intersect any non-movement 

space, e.g. walls, reactors) - you are still in view and cannot return to 

hidden. You must use a sneak action, in order to return to hidden.

If using a weapon, the target object must be in line of sight.

Doors do not stop line of sight, unless they are Sealed (see Engineering 

Equipment card section).

> Duct Movement

The Ducts allow for quick movement/teleportation across the board. 

You can enter the Ducts from any Vent icon. However, they are covered 

in Alien mucus which is poisonous to humans. Therefore, only Aliens and 

Hybrid Spawn can use the Ducts to move.

When enemy players are in the Ducts together, they can use Attack 

actions (including equipment usage) against each other. The Alien can 

also use their Sense action, and Lay Alien Eggs action while in the 

Ducts. 

However, Shoving, Sneaking, Sprinting and Scuttling are not available 

to use while in the Ducts - you must use an action to Exit the Ducts via a 

Vent icon before using these abilities.

> Rummaging

Rummaging allows the Hunters to collect specialised equipment. When a 

Hunter lands on a Rummage icon, you draw the matching Equipment card 

type. If the Rummage icon is not the same colour as the character, you 

must roll the dice. If you roll a 1 or 2, you make noise as you rummage 

and must reveal your character token on the board.

13



Hunters can only carry the amount of Equipment cards equal to their 

Carry Limit.

Xenos cannot rummage for, move, or interact with any equipment.

Each deck has multiple Equipment types. Below are some Equipment 

cards you can draw, including Equipment with critical game abilities.

> Military Equipment Cards

Draw these cards to collect weapons, armour, and grenades 

that you can use to combat the Alien menace directly. 

To fire a weapon, the enemy needs to be within line of sight and 

you need to roll dice according to the instructions on the weapon 

card. 

Armour can be discarded when you’re attacked on the xenos

turn.

Grenades can be thrown from any 

square adjacent to a door into the 

room on the opposite side of that door. 
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> Engineering Equipment Cards 

Draw these cards to collect equipment that allows you to alter 

the Station itself. This deck includes the following equipment:

Bomb: Discard to place a Bomb token in on any adjacent space, 

or Reactor. You must use a separate detonator card to cause 

this bomb to explode. If a Bomb is placed on a Door, both rooms 

connected to that Door will explode. Once a Bomb is placed, it 

cannot move as it is drilled into place.

Detonator: Discard to cause one placed Bomb to explode. This 

destroys everything in the room, including characters, up until 

the doors. No one can reenter this space. Place ‘Explosion’ 

tokens in all affected rooms. The detonator can trigger the bomb 

from any location on the board.

Seal: Discard to place a ‘Sealed’ token on an adjacent Door or 

Vent. If on a door, this prevents any player from moving through 

the Door, or entering the space. If on a Vent, this prevents any 

player from entering the Ducts via that Vent or entering the 

space.

Note: If the Reactor explodes, Seals do not stop the explosion 

from spreading.

Edge Case #1: Sealing a space with a character occupying that space

You cannot place a Seal on a space if an enemy/ally is in it. If an enemy/ally is in the 

space and hidden, they must automatically reveal themselves on the board. This 

reveal cancels the ‘Sealed’ action, and you can use the action for something else.
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> Medical Equipment Cards 

Draw these cards to collect supplies that replenish the health 

and strengthen the team’s abilities. This deck includes the 

following equipment:

Medical Jelly: Discard to move into the Ducts when on a Vent 

icon. Exiting the Ducts uses one of your actions. You can leave 

via any unsealed Vent space. You can exit the Ducts on any of 

your turns. You can use any of your Equipment while in the 

Ducts. Once you leave the Ducts, you cannot reenter unless you 

find another of these cards.

Blood Bag: When Sensed by the Alien, discard to dampen their 

Sense ability. You must give the Alien three coordinates that you 

could be on, with one of them your real location. The other two 

coordinates must be within a radius of 3 spaces of your location. 
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> Science Equipment

Draw these cards to collect equipment which allows you to bend 

the rules of the game - such as teleportation, hacking tools, 

artificial intelligence to locate specific equipment in a deck, and 

sense the Aliens location. 

> Loud and Sneaky Equipment:

Each piece of Equipment is ‘Sneaky’ or ‘Loud’.

When using Equipment with the ‘Sneaky’ symbol, if hidden, you 

remain hidden.

When using Equipment with the ‘Loud’ symbol, if hidden, you must 

place your character token in the space you are using the 

equipment. 

> Swapping or Giving Equipment:

If passing through the same space (when hidden) or an adjacent 

space (when visible) of another ally player, you can give them as 

much Equipment as you like, up to their carry limit, without 

spending any actions. 
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> Attack

If attacking with a Melee Strike, you must be adjacent to your enemy. 

For weapons drawn from the Military deck, you can use the equipment 

on an enemy if they are in the attacking Hunters line of sight (see Line of 

Sight section).

If you are attacking, you must indicate the space you are attacking, and 

reveal your character on the board.

If an enemy attacks a space you are in; you must reveal your character 

on the board, even if the attack does not hit and deal damage. Your 

character remains revealed until you are out of the enemy’s line of sight 

and use a sneak action (see Line of Sight section). If an ally attacks a 

space you are in; you remain hidden.

The attacker then rolls to see if they land their attack successfully. 

Your Aim dictates the minimum number you need to roll on the die to 

attack successfully. 

If the hit is successful, the hit player places Health Damage markers 

next to their Screen to track how much health is lost.

Example Play of an Enemy Attack: Armature starts hidden on F11. They 

place their token on the board, revealing their location, and indicate 

they are attacking F12 with a Melee Strike. The Alien is hidden in F12 -

and therefore reveals their token on the board. Armature rolls the die 

to see if they successfully land their attack. Armature rolls a 5 (which 

meets their Aim of 5+), landing their attack on the Alien. The Alien loses 

1 Health, and places 1 Health Damage marker next to their screen.

You cannot attack a space if an ally resides in the space and is visible 

on the board.

Players can also attack Eggs (1 HP) and Sealed Doors and Vents (6 HP) 

to remove them from the board. The player must still roll to Aim. 

Health Damage markers are stacked on the token until it is destroyed.

Edge Case #2: Shooting weapons when your line of sight is blocked by an ally 

or enemy. Weapons can shoot past allies s to reach an enemy target, but not 

past other enemies. 
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➢ Shove

You shove them 1 space directly away from you, into an empty space. You 

move into the vacated space. If there is no empty space, you cannot 

shove them. 

You cannot shove another character diagonally.

You cannot shove a character into a destroyed room.

Edge Case #3: Contented Space

If allied players are revealed simultaneously on the same space, they 

can discuss amongst themselves who will be ‘shoved’, and what space 

the shoved character moves too. They must be shoved into an empty 

adjacent space. This does not use an action.

Edge Case #4: Another Hunter attacks a space the Alien and an ally 

Hunter are hidden

If a Hunter attacks a space where both an ally and the Alien are hidden, 

the ally player does not have to reveal themselves. The Alien does 

reveal themself, and the gameplay resumes. Therefore, this does not 

initiate shove mechanics. 

Edge Case #5: No space to shove - sealed Doorways and walls

Characters cannot be shoved through sealed Doorways, into Vents, 

walls, or into destroyed rooms. If multiple characters are revealed on 

a space with no adjacent spaces free, a chain reaction occurs. 

The character that moves into the space, dictates where the character 

whose space they moved into is shoved. Characters must be shoved into 

an empty space before shoved into another character’s space. If a 

character has already been shoved within the occurrence of the chain 

reaction, they cannot be shoved again. This chain reaction of shoves 

does not use actions.

If there is a situation where a character cannot go anywhere except a 

wall or Sealed doorway - they are crushed and die.
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> Bombing the reactor

Reactors are at the heart of every station. A Bomb placed and 

Detonated on a Reactor triggers a successive explosion; the fires blast 

through doorways each turn until the entire Station is engulfed in 

flames.

1. To place a Bomb token on the reactor, a player must discard a Bomb 

card (drawn from the Engineering Deck - see Equipment card section) 

when in an adjacent space to the Reactor. 

2. A player must then discard a Detonator card (drawn from the 

Engineering Deck - see Equipment card section), and indicate the 

Reactor Bomb is exploding. The room the Reactor is in is immediately 

destroyed - a Destroyed token is placed on the room.

3. Note: If a second Bomb is in the same room as a Detonated Bomb, 

both are considered destroyed. However, this does not cause a 

bigger explosion.

4. From then on, at the end of every Alien turn place a Destroyed token 

on all adjacent Station rooms connected by doors. This kills anyone 

or anything in the room immediately.

5. Continue the adjacent explosions until the entire Station and the 

Starship is destroyed, or until the Starship is flown away.

Edge Case #6: Bombing the reactor room, not the Reactor itself.

If a Bomb is placed and Detonated on a space in a room with a Reactor, 

but not ON the reactor, the Reactor does not explode. The room is 

completely destroyed. The successive explosions are not triggered, and 

the room cannot be entered for the rest of the game.
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> Player death

>> Hunters:

If a Hunters Health reaches 0, or they are in a room that 

is Destroyed, they die. You must remove their character 

from the board, and discard all equipment cards to the 

bottom of their corresponding decks. Each Hunter death 

raises the Hybrid Spawn limit for the mission by 3. 

If you are playing multiple Hunter characters and still 

have an alive character, the Alien controls the Hybrid 

Spawn created from dead Hunter.

If you have no characters left, you play as the Hybrid 

Spawn of the same colour of the characters that died. If 

your colours are already in play, you can swap the Hybrid 

Spawn token with another colour that is not in use. If all 

colours are in use, you take control of the ones already 

on the board. 

>> The Alien

If the Alien’s health reaches 0, or they are in a room with 

an Explosive, they die. The Alien can reappear by hatching 

from an Alien Egg. If there are no Alien Eggs on the 

board, the Alien cannot reappear. 

>> Hybrid Spawn

If the Hybrid Spawn’s health reaches 0, or they are in a 

room with an Explosive, they die. A Hybrid Spawn can 

reappear by hatching from an Alien Egg. If there are no 

Alien Eggs on the board, the Hybrid Spawn cannot 

reappear. 

Remember: The maximum Hybrid Spawn the Xeno player can 

use is dictated by the mission number (see Starting 

Positions section), and how many Hunters they have killed 

(see Player Deaths - Hunters section).

Edge Case #7: Hunter Hybrid Spawn hatching from Alien Eggs

If a dead Hunter is in control of Hybrid Spawn, and wants to hatch 

from an Alien Egg, they must seek the permission of the Alien first.
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The game ends when every room on the Station and the Starship has 

been destroyed, when the Starship warps away, when all Xenos and 

Alien Eggs are killed, or when all Hunters are killed.

In Mission: 004, there is no Warp console. This is intentional. This is a 

final last stand mission, where the Hunters must kill the Alien on the 

Station. Hunters are expected to win, or to not return at all.

> Hunters Win

Hunters win by default if all Xenos and Eggs are killed.

Each mission also offers three achievement medals for the Hunters, 

each medal increasing in difficulty. To win the second medal, earlier 

medal achievements must also be met. The medal achievements are 

located at the top of the board. Each mission’s medal achievement’s

vary. 

Mission 001: Distress Call’s achievement levels are below:

BRONZE

Destroy the Reactor

The reactor is destroyed, engulfing the ship in flames - but 

no Hunter warps away on the starship.

SILVER

Warp Away

The reactor is destroyed, engulfing the ship in flames and 

at least one Hunter warps away without any Xenos on the 

starship.

GOLD

All Hunters survive

The reactor is destroyed, engulfing the ship in flames and 

all Hunters warp away without any Xenos on the 

starship.

>> Extermination Victory (can be done on all missions): 

The Hunters kill every Xeno organism - Alien Eggs, Hybrid Spawn, and 

the Alien - without using Bombs.

Ending the Game
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> Xenos Win

Xenos win if all the Hunters are killed before they achieve the Bronze 

Medal.

If you are killed as a Hunter, you return as Hybrid Spawn. Your new 

goal is to help the Alien succeed at all costs. You win, if they win. 

If the Bronze Medal is achieved by the Hunters, the Xenos still have a 

slim chance of victory. Xenos can win by ensuring the Alien is on the 

Starship when the Hunters warp away. If the Starhip has warped and 

the Alien is onboard, a battle to the death is engaged. Continuing to 

take turns, players attack each other until either the Alien or all the 

remaining Hunters are killed. If the Alien successfully kills all Hunters, 

they navigate the ship to a new colony to continue spreading their Hybrid 

Spawn.

>> IRONMAN MODE

You play missions successively, and if a Hunter dies on an earlier 

mission, they do not come back for future missions (unless you use a 

Lazarus Gunvial equipment card on an alien egg).

Hunters also retain any Equipment and/or Damage they sustained in the 

last mission when you begin the next. You do not get to draw new 

Equipment cards at the beginning of each mission in Ironman Mode. 

An Alien inhabits each Station, and therefore reappears every mission.

>> Extinction Run 

Hunters successfully kill the Alien every mission, and no Hunter dies. 

All goals are achieved and a Gold Medal is attained in each mission. 

MISSION COMPLETE
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FAQ:

Is more than one player allowed to stand on one space at a time?

No - see ‘Hidden and Visible Movement’ under ‘Gameplay’.

Can Hunters talk to each other?

Yes - but be mindful, the Xenos are listening in.

Can Alien Eggs be laid in the Ducts?

Yes, but the Alien Eggs are still visible to all players. If a 

Hunter uses a Flamethrower to attack a Vent, this will destroy 

the Alien Eggs.

If a player is killed by an explosion, and not by Xenos, are new 

Hybrid Spawn still created?

Yes

Can Hybrid Spawn hatch from an Alien Egg simultaneously to the 

Alien?

Yes, up to three Xenos can Hatch from an Alien Egg at a time.

Is the Alien visible when hatched from an Alien Egg? 

Yes - see the ‘Hatch’ action under the Alien.

Can Xenos warp the Starship?

No - only Hunters are able to warp the Starship.
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See our other Half-Monster Games at 

halfmonstergames.com

Trust Me I’m a Doctor is a hilarious card game that lets you become an old time doctor, 

treating serious medieval maladies with some VERY questionable cures. These are REAL 

Ailments and Cures found in medical textbooks and journals.

Players draw gross Ailments and horrifying Cures, then attempt to cure their patient 

by suggesting various outdated cures, aiming to match symbols on the cards and back up 

their combination with lots of verbal jousting.

The first doctor to be chosen thrice wins, and if everyone is sufficiently grossed out 

this is a bonus!

In Trust Me, I’m a Superhero! you’re a rag-tag group of super-ish heroes who have been 

left to deal with the cities’ minor disturbances now that all the major stuff has been 

cleaned up. Your Director handles Calls for Help to the superhero helpline, and it is up 

to you to best deal with anything that pops up…

With customisable card deck options geared towards all ages, Trust Me, I’m A Super 

Hero is the perfect wild party game or family-friendly game night addition. The rules 

and concept are easy-to-understand and entertaining for gamers of all experience 

levels. 

Experience the beauty and wonder of the Great Barrier Reef while learning about the 

dangers this national treasure currently faces, and the solutions data scientists are 

providing for its defence. Work as a team of citizen scientists on a quest to classify the 

corals, identify the organisms, and help protect the seventh wonder of the natural 

world.

The game features fast paced gameplay, beautiful reef imagery and educational content. 

Sales of this game directly contribute towards future print runs of this game as it is a 

not for profit. 

apture kingdoms, build your armies, and conquer the world in this intense medieval 

anthropomorphic card game from Half-Monster Games.

As one of the Animal Monarchs, you gain an army to deploy to a vast undiscovered 

world of kingdoms ready to be brought into your Empire. The other players are 

attempting to build their empires too, watch out, as friends can become enemies and vice 

versa in the blink of an eye. 

Each Army has one of four special abilities relating to their species, as well, so the 

strategic depth of the game gets richer every time you play.
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