Can | boost an action on the same turn
that I claim it?

Yes

If | already boosted an action, can | boost
it again on a later turn?

o

FREQUENTLY ASKED QUESTIONS

Can | play off of someone else’s set like

in Rummy?

Not exactly—you can only display comics

that form or expand your own sets. However,

you can play to someone else’s set by buying,
autographing, and/or selling comics after your oppo-
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GAMES

Yes nents increase their value.

Can | boost an action on the same turn If 1 autographed a bagged comic, is it

I claim a different action? considered displayed?

Yes No, although you reveal it to your opponents,
it remains in your bagged pile and counts

Can | autograph a displayed comic? against your bagged comic limit.

No, unless a Superpower specifies otherwise,
you can only autograph comics in your
bagged pile.

Can | display more than one set of the
same hero?

No, you can display only one set of each hero.
If you graded that hero, you can’t start a new
set of that hero (but someone else can).

Does the bagged comic limit apply
immediately or at the end of the round?

It applies immediately. When adding multiple
comics to your bagged pile at the same time
(due to gaining Swag, the Bag & Board action,
Mad Rush, etc.), add all of them, then
immediately unbag as many as you need to.

When | display a set, do | gain its value
immediately?

No, the value of your sets is realized during
end-game scoring. You can gain some money
immediately if you Sell Out rather than accept
Do displayed comics count against my a Superpower.
bagged comic limit?

No (they’re in a plastic case or a frame at that point).

SETUP REFERENCE

© © © G
S & & & ¢ & & & & ¢

~ ~ N ~ N & ~ ~ ~ ~

£ & & 5 & F & §F F g
0| wors | o OO

Player 1 D % DDD SD DD Publishers 3 4 5 6 6 |
1
Game-end/ 9 |
Player 2 _ D S E % Superpowers | 3 { i 12 |
|
Bargain bin 7 10 10 10 10 i
Player 3 - D D D :
|
Grading slabs 3 4 5 6 6 J

Player 4 = = = A

Player 5 @ @
DEAL D @

AEETE ‘ Free Comic i : 1
N~ ) Book Day l 8 3 3

acioiatie

FRODUCLI BT CUICRLIFL CGABED G SLL WRGHTS IR MVLS




1
e I

D;;Hi i -'r. o
P

City Sule I

el

o

Components list........ccccoviiiiiiiiiiiiii s 1 Home inthe morning.........ccooviiiiiiiiee 12
OVEIVIBW. ... 2 1.CROIES ... 12
COre CONCEPLS ..cuueenirninnieniinernieaennseneesneennens 3 2. Mail order ... 12
Winning the game .............oooouuiiiiiiiiniieeeeeeee 3 SMOre.. 13
Comics & PUDIISNENS ........cceeeeeeeiiiiiceeeeeeeee 3 3. Reserve l00Se .............c.cccceviiinnan.. 13
HEIO VAIUE oo oo 3 - 14
COMIC SAES .. oeveeeieei e 3 5.Bargain bin....................oo 15
Bagged comic limit .. ...........ccocoeiiiiiiiiiiii 3 6. Reserve bagged .......................o.l 16
Bargain bin & comic SUpPIY ........ccovveiviiiiiiinanen, 5 ConVENLioN ... 16
SetUP. i 7 7. SWAG coovovnerroninniiisiiisn s 16
GENETAl SEIUD ..o eveeeeee e, 7 8. Sneak preview ................cccciiiiiiiiiiiin. 17
Starting the game (Free Comics Day) .................... 9 9. Autogrfaphs """""""""""""""""""" 17
GAMEPIAY...uueeeeerrnneeeeeeenraeeeeeennneeeeeennnnaaeeees 9 . o Grad./ng """""""""""""""""""""" ©
Home intheevening ..., 18
1.Planyourday ........ccoviiiiiiiii 9 11. BAG & BOAIA ..o 18
CIAIM AN ACHON oo J 12.Display ..o 19
BOOSTAN ACTON oo 10 13. Early bedtime ................................. 24
Special case: Chores ........ccooviiiiiiiiiiiian, 10
2. Daily QCHVItIES .....eevvve e e 11 Game ENd.......coviiiiii e 25
3.Bedtimeroutine ... 11 Final Scoring.......cccviiiiiiiiiicreree e e 25
ACHIONS ...evveieeiiiieeineeereeeeer e e e e e rnneeenanes 12 APPeNdiX........oooiiiiiiiii 27
Actionvalues ..o 12 Credits.....ccvoiiiiiiiii 33

OYERNIEN]

In Bagged & Boarded you’re a kid who loves comics.
You can’t merely focus on finding your favorite issues though.
You also need to make enough money to afford them!

By savvy investment of your time, allowance, and chores money,
you’ll amass an impressive collection in no time! But wait—then
what? Do you sell your key issues to buy others? Or do you put
them on display, showing them off to the world (or, at least, just
your family...) but increasing that series’s value for everyone else?

Each player will start with a small collection of comics, which they
will work to grow and improve throughout the game.

In the morning, you’ll plan your day, then resolve everyone’s plans
in order. Will you search the catalogs? Preorder from the comic
store or dig through the bargain bin? Wait in line at the convention
for autographs and swag? Or, maybe you’ll spend your time at
home doing chores, bagging and boarding old issues, and putting
them on display.

Only the most cunning and skillful comic enthusiast will have the 2l ,“_J_r,‘-nk i-«‘w‘_- .
i "2 Tk e '3.-.-1,- tu
(I;}(;f\te ;:‘alt;aet:lse' collection at the end of the game and be the envy ;ﬁﬁ}iz;g; .'55:-’-"-:'::':' HASGED
P ! ﬂ.‘: |!il  BOARD ;_Ew
3
Y - 3




CORE CONCEPITS

WINNING THE GAME

To win the game, you’ll need the highest net worth,
comprising both your comic collection and your cash.

COLLECTING AND PISPLAYING A LARGE SERIES
1S5 WORTH A LOT, BUT KEEP AN EYE ON YOUR
CLEVER FRIENDS. THEY MIGHT BE HOLDING ONTO
THAT ISSUE YOU'RE LOOKING FOR, EAGERLY

WAITING FOR YOU TO DPRIVE UP ITS VALUE!

COMICS AND PUBLISHERS

Before you start collecting them, it’s important to know
how the comics work. Bagged & Boarded features 24
original heroes by six fictional publishers. Each publisher
produces comics for four of the heroes. The comics

are functionally equivalent, aside from some end-game
scoring conditions that vary from game to game.

Each hero will appear in eight issues. Issues 1-5 always
feature a single hero, whereas issues 6-8 are cross-
overs containing two heroes from the same publisher.
Every card is unique; in other words, every hero/issue
number combination appears on only one card, and no
two crossovers contain the same two heroes. Heroes
never appear in crossovers from other publishers.

Crossovers can be used as either of their heroes.
When displayed, the non-featured hero is making a
“guest appearance.” This term is only relevant to some
end-game scoring cards.

Left: A comic containing Gumslinger. Right: A crossover
containing The Incredible Hawk and Gumslinger

HERO VALUE

Throughout the game, comics will increase in value.
Some may even decrease. The value of a comic depends
on which heroes are depicted on its cover.

Each hero has an icon. Hero icons appear in the top-left
corner of the comics. Crossovers contain two heroes,
and thus have two icons. Tokens with matching icons
are used to track the values of the comics in the Hero
Values section of the game board.

Hero icon in the top-left corner

COMIC STATES

Throughout the game, you'll interact with comics in
different states: displayed, bagged, and loose. A comic’s
state will impact its value and what you can do with it
throughout the game.

Displayed Comics @ ’

NO SELF-RESPECTING COMIC COLLECTOR WOLILD
DARE KEEP THEIR KEY ISSLUES OR HOLY GRAILS IN A
DRAWER. THEY SHOLILD BE PROUPLY DISPLAYED!

Displayed comics are always in sets of three
or more matching heroes. These are kept face up
above your player board.

Your display area is above your player board. Here you have
sets of Catamaran Man and Gumslinger on display.

Bagged Comics @ )

PROTECT YOUR PRECIOUS COMICS FROM THE RAVAGES
OF UV-LADEN SUNLIGHT, APPLE JUICE SPILLS AND
CHOCOLATE-COVERED FINGERS - GET THEM BAGGED
AND BOARDED! A SPECIALIZED ARCHIVAL PLASTIC BAG,
AN ACID-FREE BACKING BOARD, AND A SMALL PIECE OF
TAPE POSITIONED JUST SO: FINALLY, YOLIR VALUABLE

INVESTMENTS ARE SAFE.

These are kept to the right of your player board.
Bagged comics remain face down unless autographed.

Comics to the right of your player board are considered bagged.

Loose Comics ‘ ’

LOOSE COMICS ARE LUNBAGGED COMICS
CARELESSLY STREWN ABOUT YOUR ROOM -
WHEN YOU AREN'T REAPING THEM, OF COURSE!

These are kept to the left of your player board.
Loose comics remain face down. There is no limit
to the number of loose comics you may have.

Comics to the left of your player board are considered loose.

It’s important to keep the comics in the correct position
relative to your player board.

BAGGED COMIC LIMIT

You may hold up to eight bagged comics. This includes any
you may have autographed. If at any point you exceed this
limit, you must immediately unbag some of your comics.

The bagged comic limit applies immediately
—not at the end of the round.

| Unbagging Comics

To unbag comics, simply move them from your bagged
pile to your loose pile.

l If you unbag autographed comics, they don't retain their
autographs. Remove their autograph tags and flip the
comics face down.

You can unbag comics whenever you want—not only
when exceeding your hand limit.

‘ You might want additional loose comics
because of certain Superpowers and scoring
conditions.

A. The red player has seven bagged comics. She gains
two comics from Swag, which come already bagged.

SR
R I ey

B. Because she is over the limit of eight bagged comics,
she must immediately unbag one of them. She decides
to unbag Garfunkle #3 and moves it to the left of her
player board.




BARGAIN BIN AND COMIC SUPPLY

Throughout the game, you’ll be drawing comics from two

different decks: the Bargain Bin and the Comic Supply.
Each of these has its own draw deck and discard pile,
both of which remain facedown at all times. Unless
otherwise noted, comics drawn from the Comic Supply
will be bagged and comics drawn from the Bargain Bin
will be loose. - "

The Bargain Bin draw deck and discard pile

The Comic Supply draw deck and discard pile

Whenever you need to draw comics, first draw from
the draw deck. If the draw deck runs out, reshuffle its
corresponding discard pile to make a new draw deck.

If you need to draw from the Bargain Bin and it is
completely empty (both the draw deck and the discard
pile), continue drawing from the comic supply instead.
Despite coming from the Comic Supply, these comics
will be loose.

In the extremely rare case in which the Comic Supply
runs out (both the draw deck and the discard pile),
draw as many comics as you can.
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GENERAL SETUP

1.

Place the main game boards in the center of the
table.Choose the appropriate side of each board
based on the number of players. The sides with
three rows in the Travel sections are used for a 2-3
player game. The sides with six rows are used in a
4-6 player game.

Some of the action rows are not used at all player
counts. If an action space has a player-count icon
with a number that’s higher than your current player
count, cover that space with a “nope” token.

Covering the last Display action, which is only used in a
6-player game

4,

5.

In a 2-player game, the entire leftmost slot of the
Reserve Loose section is unused.

Find the grading slabs matching your player count
(shown on the back), and stack them in descending
order of value next to the Grading action area.
Return all other grading slabs to the box.

The game uses the same values as the major
comic grading companies whose grading scales
don'tinclude 9.7, 9.5, 9.3, or 9.1.

Place the autograph tags in a supply next to the
autographs action area.

Place the coins within reach of all players.

Unique-heroes Track

6. Place the unique-heroes token on the 0 space on
the unique-heroes track.

7. Place the game-end token on the unique-heroes
track according to the number of players.
2:5 3:7 4:9 5:11 6:12

Superpowers

8. Shuffle the Superpower cards. Draw and place a

number of them face-up next to the game board
according to the number of players:

2:5 3:7 4:9 5:11 6:12

Publishers

10.

11.

12.

Based on the player count,
choose the comic publishers
that will be used in this game
(you can use the publisher
tokens to randomize them):

23 3:4.  4:5 5468166

Return comics from the
unused publishers to the box.

Gather the hero-value and
publisher tokens for the publishers
you’ve chosen. Return any
others to the box.

Place the hero-value tokens in the 10¢ section of the
Hero Values track.

Example setup
for a 4-player game.

Scoring

13. Shuffle the three types of scoring cards. These have
x-ray glasses, a ray gun, and a toy soldier on their
backs. Draw one of each type, placing them face up
near the game board so all players can see them.
If any require you to place publisher tokens, choose
randomly from the ones you gathered in step 11.
Afterward, return any remaining publisher tokens to
the box.

For your first game, we recommend
j{ll using only two scoring cards: Early Adopter
and Dabbler.

Comics
14. Deal 5 comics (face down) to form the Sneak Preview.

15. Deal 10 comics (face down) to form the Bargain Bin
deck. In a 2-player game, deal 7.

16. Deal 1 comic (face down) to form the Swag pile.

17. Shuffle the comics and deal 8 to each player (face down).

18. Deal 1 comic (face up) into each Reserve slot
(Loose and Bagged). In a 2-player game, do not
deal a comic to the leftmost slot of the Reserve
Loose section.

19. Place the remaining comics (face down) in the
Draw section of the Comic Supply.

Player Setup

20. Each player chooses a color and takes the
corresponding player board, 12 time cubes, and
turn order token.

21. The player who most recently read a comic book
chooses the initial turn order. Alternatively, you may
randomly determine a turn order. Place the players’
turn order tokens in order along the turn order track.

22. Each player receives 10¢ as their starting allowance.

23. Based on the player count and turn order, set aside
time cubes or give players extra allowance according
to the chart below. Any time cubes set aside this way
are returned to players at the end of the first round.

Place any set-aside time cubes next to the
‘,' turn order tokens, and return them when you
resolve the daily activities.

Player 2 -
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STARTING THE GAME (FREE COMICS DAY)

= Every year, on the first Saturday of May, comic
3 i, book publishers (from big-name companies
', '3 to indie publishers) give away free comics to
anyone who shows up to local comic book stores.
They share a wide variety of comics to foster
interest in the medium and to prove that there’s
a comic out there for everyone.

The game begins with Free Comics Day, which is
represented by a draft. After the draft, each player will
have three comics in their loose pile and three comics
in their bagged pile.

To draft your starting comics, each player simultaneously
looks at the comics dealt to them during setup and
keeps one of them facedown. Once everyone has
chosen a card, each player passes their unchosen
comics to the player to their left. Do this three times,
adding your chosen comics to your loose pile.

Then, do this three more times, adding your chosen
comics to your bagged pile instead.

The first three comics you draft are added
to your loose pile. The next three comics
you draft are added to your bagged pile.

When drafting a comic, you may only choose from those
passed to you. You may look at the comics in your loose
pile or bagged pile at any time, but you may not move or
swap them.

After drafting your sixth comic, discard the last two
comics (facedown) into the Bargain Bin discard.

The position of your comics relative to your
player board is important. Loose comics are

on the left, and bagged comics are on the right.

GAMEPLAY

The game is played over a series of rounds.

Each round, players will plan their days, resolve daily
activities and then perform the bedtime routine to
prepare for the next day.

You begin your day with 12 time cubes, which
represent the 12 hours you’ll spend each day building
your comic collection. All the actions you perform
will require some amount of time—and sometimes
money as well.

I know, | know, you’re thinking that there are more
than 12 useful hours in the day. But don’t forget,
you’re just a kid—you need your sleep!

1. PLAN YOUR DAY

EVERY MORNING, YOU WAKE LUP EXCITED ABOUT THE \
POSSIBILITIES THE DAY HOLDS. WITH YOUR ALLOWANCE
BURNING A HOLE IN YOUR POCKET AND A HEAD FLLL OF

DREAMS ABOUT RARE COMICS, YOU START PLANNING

YOUR PAY. WILL YOU HIT THE LOCAL COMIC STORE?
MAYBE HITCH A RIDE TO THE BIG CONVENTION IN TOWN?

OR PERHAPS STAY HOME AND CATCH UP ON CHORES

TO EARN SOME EXTRA CASH? THE CHOICE IS YOLRS,

BUT REMEMBER - TIME 1S LIMITED, AND YOU'LL NEED

TO PLAN WISELY TO MAKE THE MOST OF YOLIR DAY/

&

In turn order, you must claim an action, boost
an action, or do both. This continues until all players
have allocated all of their time cubes.

it is possible for a player to claim or boost
multiple actions in a row after all other players
are out of time cubes for the round.

E g § Because the actions have variable costs,

Claim an Action

Except for Chores, each action group is a speech bubble
containing one or more rows of connected boxes.

To claim an action, place one of your time cubes into
every box in an unclaimed action row.

The number of boxes is the “time cost” of performing
the action. When claiming an action, you must pay the
full time cost of that action.

Action row

Action group

The purple player claimed the top action row by placing one cube.
The green player claimed the second action row by placing two
cubes.

Because the rows in Reserve Bagged are each in their own
action group, the red player was allowed to claim multiple
Reserve Bagged action rows (on separate turns).

You may only claim an action if...

* You haven't claimed another row in that action group.

® At least one row is available (not claimed by any
other players).

® You can pay the full time cost.

You don’t resolve an action when you claim it. Actions
are resolved in the next phase (2. Daily Activities). Thus,
it is possible to claim an action even though you might
not be able to resolve it in your current situation. For ex-
ample, you can claim a Reserve Bagged action without
any money, knowing that you might claim a Chores or
Sell action on a later turn (since Chores and Sell both
resolve before Reserve Bagged does).

The action rows are sorted with the most efficient action
on the top and the least efficient action on the bottom.
You don’t need to claim the top-most available action,
but usually you will want to.

Locations and Travel Cost
Actions are grouped by location and time of day:

* Home in the morning
s Store

e Convention

o Home in the evening

Players must account for travel time when claiming
an action at the Store or Convention.

The first time you claim an action at one of those
locations, you must also assign one or two time cubes
in the corresponding travel section:

* Travel to the Store costs one time cube.
® Travel to the Convention costs two time cubes.

This is done concurrently with claiming the action; it
does not count as the action itself. For the remainder of
the round, subsequent actions at the same location do
not require you to pay additional travel costs.

Note that both locations contain enough travel spaces to
accommodate all players. You can’t block someone out
of a travel space by voluntarily traveling there again.

Boost an Action

Some action groups have boost areas. These are below
the action rows and are represented by a yellow box
with a dashed border. They allow you to perform an
improved version of the action.

To boost an action, place one or more of your time cubes
into the boost area of an action you have already claimed
(either on this turn or on a previous turn). Some spaces
give you a boost for each time cube you assign. Others
give you a boost for every two cubes. This is indicated by
a one or two-cube icon above the boost area.

The boosts associated with each action are explained in
detail in the corresponding action section.

Boosting the Sell action costs one cube.

Boosting the Autographs action costs two cubes.

You can only place time cubes in a boost area if you
have already claimed the corresponding action.

Once you’re familiar with the game, you can choose to
boost multiple different actions during a single turn to
speed up the game. Boosting actions won't block other
players from performing actions; it only gives
information to your opponents.

Special Case: Chores

The Chores action doesn’t have rows like the other
actions. All players can boost Chores as though they
claimed it as an action.

10
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2. DAILY ACTIVITIES

NOW THAT YOU'VE PLANNED YOLIR DAY, IT'S TIME TO PUT
YOUR CAREFULLY LAID PLANS INTO ACTION. FROM DOING
CHORES AROLIND THE HOLISE TO HUNTING FOR RARE
COMICS AT THE STORE OR CONVENTION, EVERY PECISION
YOU'VE MADE WILL NOW PLAY OUT. GET READY TO SEE
IF YOUR STRATEGY PAYS OFF AS YOU EMBARK ON YOLUR

DAILY COMIC BOOK ADVENTURES!

To resolve daily activities, evaluate the action
groups in ascending numerical order, starting with chores.

If players have time cubes in that action group, they may
perform that action, then retrieve their time cubes from
that action group. Begin with the player on the topmost
action row and continue down until all players have
resolved their actions. Each action is described in detail
in the Actions section on page 12.

For most action groups, each player completes their
entire action before the next player resolves theirs (when
resolving Mail Order and Bargain Bin, all players draw
their cards in order before anyone makes any purchases).
If a player cannot (due to lack of money/comics) or
does not want to perform their action, they simply
retrieve their time cubes from that action group.

When resolving Reserve Loose and Reserve Bagged,
players resolve their action groups in order from left to right.

3. BEDTIME ROUTINE

AS THE SUN SETS, IT'S TIME TO GET SOME REST
TO PREPARE FOR ANOTHER BUSY DAY. THE STORE
OWNER CAREFULLY RESTOCKS THE SHELVES, MAKING SLIRE
EACH COMIC |1S PERFECTLY ALIGNED. MEANWHILE, AT THE
CONVENTION CENTER, EXHIBITORS STRAIGHTEN THEIR
DISPLAYS AND REPLENISH THEIR MERCHANDISE, PREPARING
FOR ANOTHER RUSH OF EAGER FANS.

Players retrieve all of their time cubes remaining
on the board.

Refill the Reserve Loose section from the Bargain Bin
draw deck (see below).

If the draw deck runs out, shuffle the Bargain Bin discard
pile to make a new draw deck. In the rare case that there
are no comics in either, continue drawing from the Comic
Supply draw deck.

Refill the Reserve Bagged section from Sneak Preview.
Add comics one at a time, filling from right to left

If Sneak Preview doesn’t have enough comics to fill
the Reserve Bagged section, continue drawing from
the Comic Supply draw deck.

Add a comic to Swag from the Comic Supply draw deck.

Refill Sneak Preview to five comics from the Comic Supply
draw deck, adding any new comics beneath the existing
comics.

If the Comic Supply draw deck runs out, shuffle the
Comic Supply discard pile to make a new draw deck.
In the extremely rare case that there are no more cards
in the Comic Supply, the game ends immediately.

Action Values

Most action rows have one or more values that correspond
to how many times you may perform that action. Boosting
increases these values, except in the case of the grading
action where boosting reduces the cost instead.

The purple player will draw six comics and can buy up to
two of them.

HOME IN THE MORNING

@=)

YOUR PARENTS ARE KEEN ON INSTILLING GOOPD HABITS.
NO MATTER HOW CLEAN YOUR HOUSE 15, THEY WILL REWARD
YOU FOR EACH HOUR YOU SPEND DOING CHORES.

All players are allowed to do any amount
of chores. Take 5¢ from the general supply for each
time cube you allocated.

FLIPPING THROUGH THE PAGES OF YOLR FAVORITE
COMIC BOOK CATALOG, YOU CAN'T HELP BUT FEEL
A RUSH OF EXCITEMENT. WITH EACH TURN, NEW
ADVENTLRES AND RARE FINDS BECKON. IT'S TIME
TO SCOUR THE PAGES AND SEARCH FOR THAT ELUSIVE

GEM THAT MIGHT APPEAR FOR SALE/

Each action row contains two action values; the first
is the “draw” value (represented by @), and the second
is the “buy” value (represented by & ).

Mail Order allows you to draw and buy from the Comic Supply.

Draw a number of comics from the Comic Supply equal
to your draw value. Don’t reveal them to the other players.
They aren'’t reading over your shoulder, after all!

You may then buy a number of comics up to your row’s
buy value. Each comic costs 15¢, regardless of its hero
value, and you must pay 15¢ for each comic you buy—
not 15¢ total for all comics (in the case of multiple buys).
Buying comics is optional, regardless of how many buys
your action allows.

each player draws all their cards (reshuffling
the discard pile if necessary) before anyone
makes any purchases.

@ If multiple players are resolving this action,

Add the comics you bought to your bagged pile.
Discard the others facedown to the Comic Supply discard.

facedown. You're looking through the catalog
by yourself in your bedroom.

Remember, when drawing comics for Mail Order,
you do so from the Comic Supply.

@ Remember, Mail Order discards are always

12




Mail Order Boost

You can boost your Mail Order action by increasing your
draws and/or increasing your buys.

Boosting Draws

Draw two additional comics for every cube you added to
this boost area.

Each cube allows you to draw two additional comics.

Boosting Buys

You may buy one additional comic for every two cubes
you added to this boost area. You still have to pay 15¢
for each comic you buy.

8
1z

et

Every two cubes allow you to buy one additional comic.

. exceed your bagged comic limit. In this case,
add all your new comics to your bagged pile,
then immediately move any excess comics to
your loose pile. These can be newly gained
comics, existing comics, or a mix of both.

@ Buying mail-order comics might cause you to

13
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AS YOU ENTER THE COMIC STORE, YOLUR EYES ARE
IMMEDIATELY. PRAWN TO THE USED COMICS SECTION.
THESE PRE-LOVED ISSUES, WITH THEIR SLIGHTLY WORN
EDGES AND NOSTALGIC SMELL, HOLD THE PROMISE
OF HIDPEN TREASURES AT BARGAIN PRICES. YOU KNOW
THAT IF YOU DON'T ACT FAST, ANOTHER SAVVY COLLECTOR
MIGHT SNATCH LP THAT RARE I1SSUE YOU'VE BEEN
SEARCHING FOR. IT'S TIME TO STAKE YOLR CLAIM AND
RESERVE SOME OF THESE GEMS BEFORE THEY SLIP
THROUGH YOUR FINGERS!

\ <

Allocating two cubes here allows a player to reserve
a loose issue of Hovergirl.

Pay half of the comic’s hero value and move it to your
loose pile. If your reserved comic is a crossover, the
hero value is the more expensive of the two heroes.

Buying is optional. If you can’t afford the comic, or if you
decide you no longer want it, simply retrieve your time
cubes and leave the comic in the Store. You check your
pockets and realize you should’ve spent a bit more time
doing chores earlier in the day. You sadly walk out of the
shop, loudly declaring that you’ve “decided” not to buy
the comic.

Cleanup

After all players have resolved this action, check whether
the two right-most spaces contain any comics. If they
do move these comics to the Bargain Bin discard pile.
Then, slide any remaining comics in the Reserve Loose
row all the way to the right, maintaining their order.

Update the row regardless of whether anybody
; claimed an action in the Reserve Loose section.

1. The red player chooses to sell a bagged Troll
and a bagged, autographed Astro Chicken.

AS YOU BROWSE THROLUGH YOLR COLLECTION,
YOU CAN'T HELP BUT NOTICE A FEW COMICS THAT NO
LONGER SPARK JOY. MAYBE YOU'VE OLUTGROWN THEM,
OR PERHAPS YOU'VE FOUND BETTER COPIES. WHATEVER
THE REASON, IT'S TIME TO TURN THESE LINWANTED ISSUES

INTO COLD, HARD CASH. THE LOCAL COMIC SHOP

1S ALWAYS EAGER TO BLIY, AND WHO KNOWS? YOLR
CASTOFFS MIGHT JUST FUND YOUR NEXT BIG PURCHASE!

Each action row contains a single action value.
This represents the number of comics you may sell.

The red player claimed the top row of the Sell action and will
be able to sell up to two comics.

Select any of your comics, up to the maximum allowed,
and perform the following steps for each comic you sell:

e Determine its value

= Loose Comics are worth half of their hero value.
-~ Bagged Comics are worth full hero value.

= Displayed Comics are worth full hero value.

= Autographed comics are worth double hero
value or 30¢, whichever is greater. If you sell
autographed loose comics (due to a Superpower),
treat them the same as when selling
autographed bagged comics.

= Crossovers always use the more expensive
of their two heroes.

® Collect the @ from the general supply.

# Return the comic’s autograph (if any) to the general

supply. The store owner keeps the autographed copy
for himself and puts his used copy up for sale.

® Move the sold comic to the Reserve Loose row,
starting with the right-most empty space. If you would
need to place a comic and the Reserve Loose row
is full, move the right-most comic into the Bargain Bin
discard, shift the others to the right, then add the sold
comic to the left-most space. If you sell enough
comics, it is possible that some of the comics you
sell will immediately end up in the Bargain Bin.

2. Based on their hero values, the Troll sells for 20¢
and the Astro Chicken sells for 60¢ (the autograph
doubles the sale value).

3. These push the existing Reserve Loose
comics to the right.

4. And the Gumslinger moves face down
into the Bargain Bin discard.

> > > >
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After you finish resolving all your sales, readjust the hero
values, which will have changed if any displayed comics
were sold.

Hero values don’t change when selling
A bagged or loose comics. See pg 19 for
more info about hero value.

Restriction on Selling Displayed Comics

You can't sell a displayed comic if it would reduce that
set to fewer than three comics. Once you have a set of
a hero on display, you must maintain a valid set of three
or more of that hero for the rest of the game—even if an-
other player has their own set featuring the same hero.

Sell Boost

Each time a cube is placed in the boost area it allows
you to sell two additional comics.

By boosting the Sell action, the red player can now sell up to
four comics: two from claiming the action row and another two

from boosting it by one cube.

G!—F-’

AH, THE BARGAIN BIN! A TREASURE TROVE OF POTENTIAL
HIDDEN GEMS. AS YOU SIFT THROUGH THE LOOSE COMICS,
YOUR EYES LIGHT UP. THAT RARE ISSUE YOU'VE BEEN
HUNTING FOR MONTHS MIGHT JUST BE HIDING HERE,
WAITING TO BE SNATCHED UP AT A FRACTION OF ITS
TRUE VALUE. BUT YOU'LL NEED TO ACT FAST -
OTHER COLLECTORS ARE EYEING THE SAME PILE!

Each action row contains two action values;
the first is the “draw” value (represented by ),
and the second is the “buy” value (represented by 12 ).

The Bargain Bin action allows you to draw and buy from the
Bargain Bin.

Draw a number of comics from the Bargain Bin equal to
your draw value.

-

@ If multiple players are resolving this action,

each player draws all their cards (reshuffling
the discard pile if necessary) before anyone
makes any purchases.

Remember, if the Bargain Bin draw deck
runs out, shuffle the Bargain Bin discard pile
fo make a new draw pile. If the Bargain Bin
draw deck and discard pile both run out,

continue drawing from the Comic Supply.

Ng J

You may then buy a number of comics up to your row’s
buy value. Each comic costs 5¢, regardless of its hero
value, and you must pay 5¢ for each comic you buy—
not 5¢ total for all comics in the case of multiple buys.
Buying comics is optional, regardless of how many buys
your action allows.

Add the comics you bought to your loose pile. Discard the
others to the Bargain Bin discard.

facedown. The bargain bin is in a cramped
corner of the store, so other players couldn’t
get a good look at what was in your hands.

E ,!. § Remember, Bargain Bin discards are always

Bargain Bin Boost

You can boost your Bargain Bin action by increasing
your draws and increasing your buys.

Boosting Draws

Draw two additional comics for every cube you added
to this boost area.

Each cube allows you to draw one additional comic.

Boosting Buys

You may buy one additional comic for every two cubes
you added to this boost area. You still have to pay 5¢ for
each comic you buy.

L! =
5

Every two cubes allow you to buy one additional comic.

YOUR HEART RACES AS YOU APPROACH THE GLEAMING
DISPLAY OF NEW RELEASES. THESE PRISTINE,
LINTOLICHED COMICS ARE THE LATEST AND GREATEST,
FRESH OFF THE PRESS. THE MYLAR BAGS GLISTEN
LNDER THE STORE LIGHTS, PROMISING ADVENTURES
YET TO BE READ. BUT YOU'RE NOT THE ONLY ONE
EYEING THESE GEMS.

Allocating two cubes here allows a player to reserve
a bagged issue of Garfunkle.

Pay the comic’s hero value and move it to your bagged
pile. If your reserved comic is a crossover, the hero
value is the more expensive of the two heroes.

Buying is optional. If you can'’t afford the comic, or if you
decide you no longer want it, simply retrieve your time
cubes and leave the comic in the Store. "I just wanted to
make sure my competition didn’t get ahold of that issue
they needed!”

Buying reserved comics might cause you to exceed
your bagged comic limit. In this case, add all your new
comics to your bagged pile, then immediately move any
excess comics to your loose pile. These can be newly
gained comics, existing comics, or a mix of both.

Cleanup

After all players have resolved this action, check whether
the two right-most spaces contain any comics. If they
do, move these comics to the Bargain Bin discard

pile. Then, slide any remaining comics in the Reserve
Bagged row all the way to the right, maintaining their
order. The store owner has to make room for the next
crop of new issues, after all!

anybody claimed an action in the Reserve

Update the row regardless of whether
A Bagged section.

CONVENTION

ey

AS YOU NAVIGATE THE BUSTLING CONVENTION HALL,
YOU SPOT A TABLE PILED HIGH WITH PROMOTIONAL
COMICS. THESE AREN'T THE RARE GEMS YOU'VE BEEN
HUNTING, BUT HEY, WHO CAN RESIST FREE STUFF? YOU
ELBOW YOLIR WAY THROUGH THE CROWD, PETERMINED TO
SNAG SOME SWAG BEFORE IT'S ALL GONE. WHO CARES
IF THEY'RE NOT THE COMICS YOU'RE LOOKING FOR
- DID WE MENTION THEY'RE FREE?

The Swag action has room for one player who gains all the
comics in the Swag pile.




Take all the comics in the Swag area and add them to
your bagged pile.

Gaining Swag might cause you to exceed
your bagged comic limit. In this case, add

all your new comics to your bagged pile, then
immediately move any excess comics to your
loose pile. These can be newly gained comics,
existing comics, or a mix of both.

AS YOU PROWL THE CONVENTION'S ROWS LIPON ROWS
OF COMIC COLLECTIONS AND PUBLISHERS, YOU'RE
ABLE TO SPOT SOME LUPCOMING ISSUES THAT HAVEN'T
BEEN RELEASED TO THE PUBLIC YET. A FEW PUBLISHERS
MAY EVEN BE WILLING TO SELL YOU A COPY BEFORE
THEIR COMIC HITS THE MARKET... FOR THE RIGHT PRICE.

The Sneak Preview contains the comics that will refill the
Store before the next round.

Draw all the cards in the Sneak Preview area without
showing anyone.

You may then buy any number of the comics you drew.
Each comic costs 20¢, regardless of its hero value, and
you must pay 20¢ for each comic you buy.

You might want to visit Sneak Preview to see
what'’s coming out to the Reserve Bagged
area at the Store next round—even if you
don’t want to or can't afford to buy any comics.

Add the comics you bought to your bagged pile.
Return the others to Sneak Preview in the order of
your choice. Remember that the Reserve Bagged
row will be refilled from the top of Sneak Preview.
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to exceed your bagged comic limit. In this case,
add all your new comics to your bagged pile,
then immediately move any excess comics to
your loose pile. These can be newly gained
comics, existing comics, or a mix of both.

£ THIS 15 YOLR CHANCE TO MEET YOLIR FAVORITE A
ARTISTS AND WRITERS, AND TO HAVE THEM LEAVE THEIR
MARK ON YOLR MOST TREASLIRED ISSLES. AS YOU JOIN
THE QUELIE, YOU CAN'T HELP BUT GRIN, IMAGINING HOW

THESE SIGNED COMICS WILL BECOME THE CROWN JEWELS

OF YOUR COLLECTION. IT'5 NOT JUST ABOUT THE
MONETARY VALLIE; IT'S ABOUT THE CONNECTION,
THE MOMENT WHEN YOLIR PASSION FOR COMICS

INTERSECTS WITH THE CREATORS WHO BRING THESE
STORIES TO LIFE. BUT ALSO: BOY, THIS WILL REALLY

@ Buying from sneak preview might cause you

\ BLUMP THAT MONETARY VALLIE/ «
Each action row contains a single action value.
This represents the number of autographs you may gain.
Note that you may only autograph bagged comics.
You wouldn’t want to autograph a loose comic only to
have it smudged or damaged, and none of us are

important enough to have the artist visit our display
case to sign our comics there.

Autographing your comics adds value but gives information
to your opponents.

To autograph comics,

e Take autograph tags from the supply equal to your
action value.

s For each autograph tag, flip a bagged comic face up,
revealing it to the table.

e Place an autograph tag onto each newly revealed comic.

® Return any unused autograph tags to the supply.
What, are you going to have the artist sign a sticker
or something so you can add it to the comic later?

® Gloat.

Your autographed comics will remain face up in your
bagged pile until you sell, display, or unbag them.

Revealing autographed comics is not the same
as displaying comics. Autographed comics
remain bagged and count against your limit,
but they are face up for the other players to see.

@ srue
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THE COMIC GRADERS, WITH THEIR WHITE GLOVES,
MAGNIFYING GLASSES, AND HAUGHTY DEMEANORS,
ARE READY TO SCRUTINIZE EVERY DETAIL. IT'S A
NERVE-WRACKING PROCESS - WILL YOLR COMICS
MEET THEIR STRINGENT STANDARDS? BUT THE
POTENTIAL PAYOFF IS HUGE. A HIGH GRADE COULD
TURN YOUR FAVORITE PISPLAYED I1SSUES INTO TRUE
TREASURES, BOTH IN SENTIMENTAL AND MONETARY VALLIE.
YOU TAKE A PEEP BREATH AND HAND OVER YOLIR
CAREFLULLY SELECTED COMICS, HOPING FOR THOSE
COVETED UPPER 9'S THAT COULD ELEVATE YOUR

\ COLLECTION TO NEW HEIGHTS. «

When comics are professionally graded, they’re
placed into hard plastic cases that can’t be opened
without significant tampering. Cracking open the
case voids the grade. The process of getting a
comic graded and encased in plastic is often
called “slabbing.”

Grading adds value to your sets.

You can only grade one displayed set as part of the
Grading action. This set must not yet be graded.

To resolve the Grading action,

e« Pay 15¢ to the general supply.
» Take the topmost grading slab from the stack.

e« Choose an ungraded set in your display area and
place the grading slab on top.

Remember, like all actions, resolving grading is optional.
You can choose not to grade even if you do have a valid
set. If you don’t have a set that can be graded, don’t pay
15¢ or take a grading slab. (You can’t pay 15¢ to simply

remove the grading slab from the game.)

Grading Boost

The boost area for grading doesn’t grant additional
actions like the other actions’ boost areas. Instead,
it saves you from having to pay the @ cost to grade
your set. This boost costs exactly 2 time cubes.

Graded Sets

Once a set is graded, it will remain so for the rest of
the game. You can no longer:

» expand a graded set

+ sell comics from a graded set

» display another set featuring the hero you have graded
(other players can, however)

You are not allowed to remove a grading slab from a set.

Grading slabs are intentionally limited.

In the world of comic collecting, you would grade
an individual comic—not a set of comics.

And being unable to sell graded comics is unusual;
they often sell for many times the value of an
ungraded comic. We’re bending the theme here
for the sake of improved gameplay.

HOME IN THE EVENING

@i v

YOLUR MIND STILL BUZZES WITH THE DAY'S COMIC HUNTING
ADVENTURES. BUT YOLR WORK ISN'T PONE YET.
WITH CAREFUL HANDS AND A SATISFIED SMILE YOU
PREPARE TO GIVE YOUR NEWLY ACQUIRED TREASLIRES
THE ATTENTION THEY DESERVE. IT'S TIME FOR THE
SACRED RITUAL EVERY TRUE COLLECTOR KNOWS AND
LOVES: BAGGING AND BOARDING YOUR COMICS.

YOU LAY OUT YOUR SUPPLIES: CRISF, CLEAR BAGS
AND STLRDY BACKING BOARDS. EACH COMIC 1S GENTLY
SLID INTO ITS NEW HOME, ENSLIRING IT REMAINS PRISTINE
FOR YEARS TO COME. IT'S NOT JUST ABOUT
PRESERVATION; IT'S ABOUT RESPECT FOR THE ART
AND STORIES WITHIN THESE PAGES. AS YOU SEAL EACH
BAG, YOU CAN'T HELP BUT FEEL A SENSE OF
ACCOMPLISHMENT. YOLR COLLECTION 1S GROWING, AND

K NOW, IT'S PROPERLY PROTECTED.

/ AS THE SUN SETS AND YOU RETURN HOME, \

Each action row contains a single action value.«

This represents the number of comics you may bag.

The Bag & Board action allows you to move comics from
your loose pile to your bagged pile.

To bag a comic, move it from your loose pile to your
bagged pile.
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Bag Boost

Each time cube in the boost area allows you to bag an
additional comic.

Bagging loose comics might cause you to
exceed your bagged comic limit. In this case,
bag all your comics first (okay, not all your
comics, just up to your action value...),

then immediately move any excess comics
to your loose pile.

AS THE DAY WINDS DOWN, YOU FIND YOURSELF \
SURROUNDED BY YOUR PRIZED POSSESSIONS -
COMICS CAREFULLY BAGGED AND BOARDED,
EACH ONE A PIECE OF ART, A FRAGMENT OF
STORYTELLING BRILLIANCE. BUT A TRUE COLLECTOR
KNOWS THAT SOME COMICS PESERVE MORE THAN
JUST PROTECTION; THEY PESERVE TO BE SHOWCASED.
WITH A MIX OF PRIPE AND CAREFUL CONSIDERATION,
YOU APPROACH YOUR PISPLAY CASE. WHICH HEROES
WILL TAKE CENTER STAGE IN YOUR COLLECTION?
WHICH STORYLINES WILL YOU HIGHLIGHT FOR
ALL TO SEE? AS YOU ARRANGE AND REARRANGE,
YOU'RE NOT JUST ORGANIZING COMICS;
YOU'RE CURATING A VISUAL JOLURNEY THROUGH
THE EPOCHS OF COMIC BOOK HISTORY RIGHT IN
YOLR OWN HOME.

\

Each action row contains a single action value.

This determines how many display points you can
spend. Each time cube in the boost area gives you one
additional display point.

Display action rows provide varying numbers of display points.

of comics you may display—not the number
of sets you may display. You don’t have
to use all your display points.

@ Your display points determine the number

As a display action, you can display a new set or
expand an existing set. Each of these counts as its
own discrete action, consuming a variable number of
display points. You can perform as many display actions
as your display points allow, in any order.

What qualifies as a set?

A set is three to eight comics featuring a single hero.

All comics in the set must have the featured hero’s icon
in the top-left corner. The set can include any number of
crossovers, provided each crossover has the featured
hero’s icon.

% A displayed set of comics must include
at least three comics and at most eight.

Examples of valid and invalid sets:

Because all three of these crossovers contain
Catamaran Man, this is a valid set.

Although these comics are from the same publisher, this is not a
valid set because the same hero isn't featured on all three.

When displaying a set with crossovers,
splaying your cards with a non-crossover

on top will help you to remember the featured
hero of the set.

Displaying a Set

Displaying a set allows you to add a new featured hero
to your display area.

Displayed comics don’t count against your
“ bagged comic limit.

To display a set, do the following:

® Because Astro Chicken was not previously on display,
advance the unique-heroes token.

® The pink player currently has a set of Bicyclops. I

® He chooses the Mad Rush Superpower.

® He has four bagged Astro Chickens and chooses
to display them using four display points.

1 2 3 4

m --ﬂ-§1-

® Because the unique-heroes token has not reached
the game-end token, the end of the game has not
been triggered.

BENE B

® With four issues on display, Astro Chicken comics
are worth 30¢ each.

1. Choose a hero that isn’t yet featured in one of your
sets.
2. From your bagged pile, select at least three comics
with that hero’s icon and move them to your display
area.
3. Increase that hero’s value by advancing its token in the
hero value section to the column depicting the total
number of issues of that hero on display (among all
players).
4. If yours is this first set featuring this hero, perform
these additional steps:

a. Move the unique-heroes token one space to
the right if the game end has not yet been
triggered.

b. Gain a Superpower (if any remain). See
"Gaining a Superpower" on p. 23.

c. Check if the end of the game has been
triggered. See "Game End" on p. 25.




®

Some Display action rows will only allow
you to display a new set if your Display
action is boosted.

4

/ﬁ The value of the set (printed on your player

. board) is what the set is worth at the end of
the game. You don't gain this value immediately.

p

&

E : ;é If the unique-heroes token reaches the

. game-end token, this triggers the end of the
game. You will play one more round after
the current one ends. This does not prevent
additional heroes from being displayed,
but no more Superpowers will be awarded

for displaying unique heroes.
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Expanding a Set

Expanding allows you to add more comics to sets that
are already in your display area.

You may only expand your own sets. You can't
\. display a single issue of a hero that someone

else has on display; however, you can display
your own full set of three or more issues of that hero.

To expand a set, do the following:

* Choose a hero that is featured in one of your sets.
It must be a set that isn’t graded. From your bagged
pile, select a comic with that hero’s icon and move it
to the displayed set. If the comic is autographed,
ensure that the autograph tag stays on this comic.

Increase that hero’s value by advancing its token
to the right on the Hero Values track.

% You can’t expand a graded set.
Grading slabs can’t be removed.

Comprehensive display examples

Displaying a unique hero

Nobody has displayed Argyle Hammer yet. '

The yellow player displays
four Argyle Hammers.

With four issues on display, Argyle Hammer
is now worth 30¢ per issue.

Because Argyle Hammer was not previously on display,
advance the unique-heroes token.

Displaying a duplicate set

The pink player has a set of four Astro Chickens on display.

The Astro Chicken hero-value token
moves to the $1.00 slot on the track.

The unique-hero count doesn’t change, so the
yellow player doesn’t gain a Superpower.




Gaining a Superpower

Each time a new hero is displayed, the player who
displayed that hero gains a Superpower. Because the
game begins with a number of Superpower cards equal
to the position of the game-end token, players can only
gain Superpowers until the game end is triggered.

When gaining a Superpower, choose one of the
remaining Superpower cards and place it near your
player board.

4 Unlike in real life, gaining Superpowers isn’t
random. You get to choose your Superpower.

You can either use the superpower for good, or you
can sell out and take money for it instead (shirking your
heroic responsibility).

Using Your Superpower

Superpowers have three different timing categories:

1. Immediate

These effects trigger immediately when gained. Even if
you have remaining display points, resolve immediate
Superpower effects before continuing with your display

actions.

After resolving an immediate effect, return the
Superpower card to the game box.

Rich Uncle is an immediate Superpower that gives you 50¢.

2. Ongoing

These Superpowers remain face up in front of you for
the rest of the game. They can passively enhance a
variety of actions or allow you to break a few rules.

Valet Parking is an ongoing Superpower that decreases your
convention travel cost.

3. One-time use

These Superpowers remain face up in front of you until
used. They can be used once at any time during your
turn, except during the resolution of a single display
action. They can, however, be used between display
actions. After using a one-time Superpower, return it to
the game box.

Caffeine Boost is a one-time Superpower that allows you to
claim two actions in a single turn.

Superpower effects (particularly ongoing powers) can
stack with each other. Any resulting combos supersede
regular game rules.

See the Appendix on page 27-29 for clarification about
particular Superpowers.

Selling Out

Return your Superpower card to the box, and gain
money equal to the position of your newly displayed
hero on the hero value track.

The green player displays a set four Hovergirls,
earning a Superpower.

With four issues on display, Hovergirl’s hero value
is now 30¢.

The green player sells out by choosing Optimism and
removing it from the game. This earns him 30¢ because
Hovergirl’s hero-value token is in the 30¢ slot of the
hero-value track.

AS THE SUN SETS ON ANOTHER DAY OF COMIC
COLLECTING EVEN THE MOST DEDICATED ENTHUSIASTS
MUST EVENTUALLY CALL IT QUITS. BUT IN THE WORLD
OF COMICS, GOING TO BED EARLY ISN'T JUST ABOUT
GETTING SOME SHUT-EYE -IT'S A STRATEGIC MOVE THAT
CAN SET YOU P FOR SUCCESS IN THE DAYS TO COME.

While other actions focus on acquiring and

managing your comic collection, Early Bedtime is

all about positioning yourself for future opportunities.
By turning in earlier than your fellow collectors, you’re
ensuring that you’ll be first in line when the next batch
of rare comics hits the shelves.

NEn
Going to bed early allows you to move to the front of the turn order.

To resolve Early Bedtime, move your turn-order token
to the @ space in the turn order track, sliding the other
tokens back. Because this is resolved top-to-bottom
(like all actions), whoever spends the most time going
to bed will end up in the first position.

As with other action groups, you may only claim one
row. Remember, you don’t have to claim the first available
action row.

@ Remember that the top action spaces are
always the most efficient. You might be able
fo go first cheaply, but claiming the bottom
(most expensive) Early Bedtime action will
guarantee that you go first next round.

The purple player claims the top Early Bedtime action row.
Then, the yellow player claims the last action row. Finally, the
red player claims the second action row.

In action order, the players move to the front of the turn order,
shifting the rest down each time.
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While resolving actions, you'll find that players can
safely skip ahead and resolve most of their own actions
without waiting on other players (such as purchasing
comics from Reserve Loose or Reserve Bagged).

However, there are some actions that will reveal
information or impact card availability. We recommend
waiting until these actions are resolved to continue
any simultaneous resolution.

For example:

« [f you will need to reshuffle the Bargain Bin deck,
wait for all players to finish selling before reshuffling
since comics from the Reserve Loose section might
fall into the Bargain Bin discard.

» When assigning autograph tags, keep your newly
tagged comics facedown until after Sneak Preview
has been resolved. Otherwise, you might impact
purchasing decisions.

®* When assigning a grading slab, wait to assign the
slab until other players finish resolving the Autographs
action. Your choice of set to grade might unfairly
impact their choice of comics to autograph.
Further, their choice of autographs is allowed to
impact what you choose to grade.

¢ When displaying, you should wait until the previous
player chooses a Superpower before beginning your
display action.

Even if you skip ahead, you must always
resolve your actions in order!

GAME END

The end of the game is triggered while resolving the
display action if the unique-heroes token reaches the
game-end token on the unique-heroes track.

When this happens, finish the current day, and then
play one more full day.

In an extremely rare case, the game can end during

the Bedtime Routine if there are no comics in either the
Comic Supply draw deck or discard pile. If that happens,
the game ends immediately, regardless of the state of
the unique-heroes token.

At the end of the game, proceed to final scoring.

e e T T

G

e b

AS SUMMER DRAWS TO A CLOSE, IT'S TIME FOR ALL
OF US TO FACE REALITY - SCHOOL 1S JUST AROLIND
THE CORNER. BUT BEFORE WE TRADE OLIR COMIC BAGS
FOR BACKPACKS, THERE'S ONE FINAL TASK AT HAND:
TALLYING UP OUR SUMMER'S ACHIEVEMENTS. WHO AMONG
US HAS BUILT THE MOST IMPRESSIVE COLLECTION?
WHOSE KEEN EYE FOR VALUABLE COMICS AND SAVVY
BUSINESS DECISIONS WILL PROVE MOST REWARDING?
LET'S FIND OUT WHO TRULY BECAME THE LILTIMATE

For each of your autographed bagged comics,
| earn 1% times their hero value.

For each of your non-autographed bagged
comics, earn Y2 their hero value.

\ COMIC COLLECTOR OF THE SUMMER. w/

Using the provided score sheets,
begin by counting your leftover cash.

Next, calculate the monetary value of your
displayed sets. This is based on the sizes of
the sets, as printed on your player boards.

Note that it doesn’t matter what the hero values
are in this case—only the size of your own sets.

& =

. Earn 20¢ for each autograph tag among your
' displayed sets.

1 Sum the value of all your grading slabs

Finally, evaluate the three scoring cards that
you chose for this game during setup.

Scoring cards can’t be impacted by other
scoring cards. For example, the 50% boost
from Fan Favorite or the doubling from Reissue
won’t increase the value of Mint Condition or
Philography.

Some of the #"cards have a symbol

with a bagged comic. When these are in play,
you should evaluate the ‘yi-card before
scoring bagged comics.

Add everything up to determine your net worth.

The player with the most money wins. In the

case of a tie, the player who is later in turn
order is the winner. Your friends are even more
impressed when you acquire the most net
worth and sleep in while doing so!
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. APPENDIX

IMMEDIATE

ONE-TIME

Caffeine Boost

Celebrity Sighting

Chauffeur

Dibs

Mad Rush

After claiming an action, immediately claim another. We recommend that you
announce your intent to use this before claiming the first action as a courtesy
to the player who acts after you.

Autograph any two of your comics. They can be displayed, bagged,

or loose. You are allowed autograph comics in graded sets using this effect
If you autograph a loose comic, flip it face up as you would when
autographing a bagged comic, but keep it in your loose pile.

Ignore all travel costs this round. If you have already allocated time cubes to travel locations,

return those to your available supply. They may be used to claim or boost other actions this round.

Before planning your day, name a hero. Allocate travel to the Store, then reserve all comics
containing that hero. These reserve actions cost one cube each instead of two. You don’t have

to later allocate the second cube for any of them. You must reserve all comics containing that hero.

Bag all your loose comics. Then, immediately check your bagged comic limit and unbag
excess comics if necessary. This can’t be used during the resolution of a single display action,
but it can be used between display actions.
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EXAMPLE:
MAD RUSH BETWEEN DISPLAY ACTIONS

The blue player has five Tatwoman comics. She wants
to display all of them with her five display points, but only
three are bagged.

Finally, she expands the set with her remaining
two display points.

EXAMPLE:
MAD RUSH BEFORE DISPLAYING

Instead, the blue player could have used Mad Rush before
displaying her Tatwoman set. First, she uses Mad Rush to
bag the two loose Tatwoman comics. Because she now
has 10 bagged comics, she has to unbag two of them.

e T

She displays a set of five Tatwoman comics
and again chooses Valet Parking.

Because she displayed a new set of five rather than
three, she receives 50¢ when selling out.
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ONGOING

P

Audacity When resolving the Autographs action, you may autograph loose comics.
Flip them face up as you would when autographing bagged comics,
but keep them in your loose pile.

Typically, when unbagging autographed comics, they lose their autographs
and are flipped facedown. When you unbag autographed comics,
they retain their autographs and stay face up in your loose pile.

"Backst:age Pass When resolving the Autographs action, you may autograph one additional comic.

Convention When resolving the Swag action, for each comic in the Swag pile, gain a comic from the
Volunteer Comic Supply. As with all comics from the Comic Supply, these bonus comics are bagged.
Desk - When res.olvingn the Bag &B_oard ac}tion{,.you may bagl'i:»ne additional comic. When resolving.

- the Display action, you may display one additional comic: If you claim both actions in the
- same round, you may use both effects. et facaet = e

Dial-up When resolving Mail Order, after everyone has drawn their comics, you may choose to either
draw four more or buy one additional comic.

Electric Scooter Reduces travel cost ;to the Siore- by one time 6qbe.

s

Long Box Your bagged pile can hold four additional comics.

~ Membership : _yVhe_ne\:/er you buy a com‘irc from Sneak Preview, gain an ac_iditi’qnél cbm'lc_ from Sneak Preview :
S ~ for free. You can do this up to two times per Sneak Preview action. O
Optimism When resolving Bargain Bin, after everyone has drawn their comics, you may choose to
either draw four more or buy one additional comic.

Valet Parking = Reduces travel cost to the Convention by _oné,time cube.
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EXAMPLE:
'HYPE' SCORING CARD

RING FINAL SCORING

Connect-o-Bots were worth 30¢ with four

on display. Hype increases their hero value
to 50¢ because of the guest appearance in
the Catamaran Man set.

Although The Troll is not on
display, their guest appearance
in the Dr. Weird set increases
their hero value to 20¢.
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Legal disclaimer

All comic book publishers, characters, series, storylines,
artwork, and other content mentioned in this game are
fictional creations or parodies intended for entertainment
purposes only. Any resemblance to actual comic book
publishers, characters, series, storylines, artwork, or
other intellectual property, whether currently existing or
previously published, is either coincidental or intended as
parody protected under fair use doctrine and applicable
copyright laws.

This game and its contents are not affiliated with,
endorsed by, sponsored by, or connected to any real
comic book publisher, creator, or rights holder. We
acknowledge and respect the rich history, creativity, and
diversity of independent comic publishers and creators in
the real world, and we have made every effort to ensure
that our fictional companies, characters, and content are
unique creations.

This game is created as a loving tribute to comic book
collecting culture and the joy of reading and collecting
comics. No challenge to any intellectual property rights
is intended or implied.
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I WANT TO EXPRESS MY DEEPEST

GRATITUDE TO ALDRIN CORNEJO
FOR HIS INVALUABLE CONTRIBUTION

TO BAGGED & BOARDED DURING ITS

EARLY DEVELOPMENT. HIS WILLINGNESS TO
COLLABORATE ON CREATING FUN, PARODY AND I
PUN-INSPIRED HEROES HELPED ESTABLISH THE
GAME’S DISTINCTIVE TONE AND STYLE FROM THE
VERY BEGINNING.

HAVING ALDRIN’S INITIAL LINE ART WAS INSTRUMENTAL
IN COMMUNICATING THE GAME’S CREATIVE VISION.
HIS CHARACTER CONCEPTS WERE NOT ONLY
INSPIRING BUT ALSO ENDURING—SEVERAL OF

HIS CONCEPT DRAWINGS EVOLVED FROM NAPKIN
SKETCHES INTO FINAL CHARACTERS IN THE GAME:

¢ CATAMARAN MAN ¢ CONNECT-O-BOTS * PR. WEIRD ||
® GARFUNKLE * THE INCREDIBLE HAWK ° THE JOCK
* RATMAN ° THE TROLL

ALDRIN, YOUR CREATIVE PARTNERSHIP HELPED
TRANSFORM BAGGED & BOARDED FROM AN IDEA
INTO REALITY. YOUR CONTRIBUTIONS WERE ESSEN-
TIAL TO THE SUCCESS OF MY FIRST GAME, AND I'M
TRULY GRATEFUL FOR YOUR SUPPORT AND TALENT.
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