brain-eating zombies, but rest assured that the back-stabbing, every
man/woman for themselves is still strongly evident. Just because
you're cute, doesn’t mean you don’t have an evil side. Does it?

Welcome to The Island of Misfit Friends. Grab a drink, pull up a
lounge chair and make yourself at home. But beware, that Misfit
sitting next to you is not your friend. They might have been at one
time, but there is something on this island that has made everyone
less than friendly. Matter of fact, they are downright mean. Don’t
believe me, just watch - especially your back.



- SETUP:

- 1. Randomly place all candy tokens on all squares of the board.
The middle four squares (called the King Square) are consid-
ered the beginning point for all player pawns - do not place
candy on these square *

2. Shuffle each set of
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Shuffle the ev:
player game,
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or black).

Use the number o
ber of players:

2 players - 3 cards per player 5 players - 2 cards per player
3 players - 3 cards per player 6 players - 2 cards per player
4 players - 3 cards per player




For,exar‘riple, if there are three players, you will use all of\ '
the movement cards for the three chosen colors. If you are
playing with five players, then remove one card for

each color that is being used for the game.
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4. Whenever you pass the Island King on the Movement Track (in
either direction - see below) the Island King rolls the d12. (See the
“King Action” below.)

5. Movement cards continue to be flipped over and actions taken
until the deck runs out, note the

Track, and then shuf]
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NIOVemeNt: Island M
on the Movement
movement card b
the rightmost “1” s
~ bers above the Mov
the player is allowe

dealt to the first “1

HUGSY RUNNY

- Pieces may move o
as well, but all mo
may share a space

The candy tokens only move

tokens are moved off of the grid or through the center square, they
will be placed on the other end of the row/column in the direction
that the chosen token is moved (see “Blue Player 2 Movement”
illustration). All pieces will move with the candy token they are on

Bl
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(see illustration). When you choose to move a token, move that e
token and push any tokens in the way to the next spot. If there is an
empty space in a row/column, fill in that space before continuing to

push candy in the row.
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BriBe ¢ards: When you mov :
sponding bribe card. You may only have one of each kind of bribe
card. When you have the candy as noted on the bribe card, discard
those candies and reveal the bribe card. You are one item closer to
getting off of the island. Once you have revealed all 4 (cloth, wood,
tools and rope) you win the game.
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EMIPtY 'OWS Or COLUNINS: If at any point, after each player’s movement,
there is an empty row or column, randomly place previously
removed tokens to fill up the row/column.

KiNG SQUAPe: This is where all player pieces start the game. They don't
have to be placed there until it will be moved for the first time. It is
considered one space for movement when moving through it with a
piece but is considered not to exist when candy tokens are moving.
Specifically, the candy tokens will continue to move in their row as
if the King Square was not there.

WiNNiNG tHe GaNIe: Once a player has revealed four different bribe
cards, they win and the rest are left high and dry.

Game Concept and Design: Kerry Breitenstein

Additional Concept and Development: Kerry and Jonathan Breitenstein

Art: Dave Aikins

Layout and Design: Kerry Breitenstein

Playtesters: The usual Cast of Living Impaired. Special thanks to: Matthew and Heather Kendrick, Daniel
Frohlich, Marty Armstrong, Jesse Folz, Alex and Julie Yeager, Loren Roznai, Dan Decker, Tim Sr and Jr.
Blackburn, Sam Blackburn, and so many more - sorry if | missed you!!!
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