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'DUNGER DERBY

The Dunpers are smelly. short sighted, hairy and Stupid They breed fast and huge herds roam
the desalate landscape. Their temper is nasty and their mouths full of ragged teeth. with huge
twshs. They can be trained to a degree, but don't make pood guards and no one in thedr right
mind takes them as pets. Their hide is tough and hard to work. 50 in litle demand as leather.
Only the véry hunary actually try eating them! S0 what can you de withthem?

Boredom is the great trial of the wasteland. Its just a huge dust
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3 o 3 players each with a Ill-u'

2 Six sided dice (DG ™y
Tape measure

A gaming board This can be any
suitable surface ideally & by 4
feat. Howewer, smaller boards will
mean laster pames.

You will also need ohslacles, such
8% cars, rocks, fences or houses.
The=e can be modelied up or yon
Can pse household ormaments or
other handy items.

The players will also need the
card traps, waypoinl markers, the
Ring of Random and the start ling,
The card parts should be
x'E'! play begins, |
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SETTING UP

The board should be sel up 1o represent a track layed oul in the pest apocalyptic wastelands of
the futwre. I can be & round track or ome that runs in one direction across the board. Players
should put out the waypoints in 2 mutually agpreeable fashion. Each way point is nambered from
1-4. Put oun the starting line at one edge of the board and place all the Dungers on it

Players miest also placa it abstacles on the track ta hinder the Dunoers. Each player takes twao
pieces of terrain and places them as they chaose.

Now each player pets to place a trap. Deal one trap to each player, face down. They may not be
placed closer than 12 to a Dunger or another trap. Dnce all the traps are placed, turn them face
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. PLAYING THE GAME

All your little Dunger will have 1o do is pass through the waypoints in the correct order [from

Wﬂmmmmm-nﬂ#nhmmmu Sounds easy
it not? :

mmmnnnnﬂum highest goes first. This will alse indicate

the turn erdec. It can be best bo write the order down on a piece of paper 1o remember it. Each twrn
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- The first thing you must de each turn is place the Ring of Random over your Dunger. Place it with
* the number one pointing in the direction you wanl your Dunger 1o go.

Then roll 2 D6 and add the scores together. i you roll 6 or less the Dunger behaves as i1 should

amd moves mare or less the right way. Your Dunger moves in the direction the one is pointing en
- the Ring of Random.

I vou rolled more than 6, that is 7 or over, your Dunger will move in a random direction. 11 is never
. easy o control a stupid wild animal like the Dunger! Now roll a DG, and loek at the Ring ol Random.
This will indicate in which direction your Dunger moves this twrn,

Next roll the 2 DG again to Se& how many inches you move. 11 the Dunger landed on a trap lastwrm
© then the movement may be gfected.
e
HITTINE TERRAIN
Should your Dunger hil an ohstacie it will kneck itsel out lor one round. Lay the Dunger down a5 a
reminder When the Dunger recavers then it may be moved in a direction ol your choice, just as it
it had rolled under 7on thie dice. The baan edge lunctions &3 an obstacle as well






