


This House is ours. We do not understand the laws of the giants. We do not remember from whence
we came to this Floor. We know not when light will pour down from the Ceiling or when darkness
will reign again. And yet this House is ours. This is where we tame wild monsters and rule over

torrents of sparks. This is where we bend the Blue Flame to our will, brave the vertical Walls
and venture into the unknown that is the Outside. This is where we battle each other
to uphold the principles of the Great Orders, and each desk and table
of this House is where we fight out our battles.

We are the people of Desktopia! @
' RS

Apart from the tenants, whole na- GAME CONTENTS

tions are known to inhabit every o 64 disks of four colors (16 of each color),

human dwelling and wage wars including:

against each other. It is difficult e 3 x 31 mm (1.22 in) disks of each color
to notice them, since they are mi- « 4 x 28 mm (1.10 in) disks of each color;
nuscule compared to us and have « 4 x 23 mm (0.90 in) disks of each color;
a different perception of time, « 5 x 15 mm (0.59 in) disks of each color

o

and yet our destinies are closely 128 stickers (2 for each disk)
intertwined. They call us Giants 49 cards, including:

and refer to themselves as the « 20 character cards

o

People of Desktopia. The desks s 4 artifact cards
and tables are where they fight « 8 missile cards
out their greatest battles. Thus is s 12 ritual cards
wrought the history of the Or- « 5 time cards

o

ders—the unpredictable Fire, the 24 damage tokens
inflexible Grass, the ingenuous Game manual
—=_  Metal and the ominous Dust. o Script book

o
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Desktopia is a fascinating game that requires good planning, physical coordination and a good eye.
It has mighty warriors, mysterious artifacts and deadly missiles. They are represented by disks of varying
sizes and colors that have to be sent flying toward their targets with a well-aimed flick of a finger.
The game set includes a large number of interesting scripts, but you can always download more from

the official web site at www.desktopia-game.com.
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from the farthest Eﬂmeﬁ”tgt' the House. This Order
is said to be thE ﬂldéstgt existence. Its emissaries
roam the Floor ﬁ'beleasl_}r, trying to convince the
tribes inhabiting the dark corners of the House

to move closer to the Order’s domain of light.
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= THE ORDER OF DUST insists that ev-

) erybody in the House recognize their authority,

N citing ancient tales and what they claim to have

.+ - heard from the Giants themselves. They claim that

' there was Dust in the House a long time before life
and even light came there. The Order’s theoreti-
cians formulate sinister doctrines proclaiming the
primacy of death, and their practitioners develop
dark rites of destruction and domination in great
detail. Anyone who fails to yield will be destroyed.
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THE ORDER QFFIRE Broud and inde-

pendent nomadic warrfnrs. Alon 14 nmeagn they
discovered that ﬁre Canbe a source Dfllght heat
and deadly power. Ever since that day; the Elders of '
the Order keep vigil near the horns of Blue Flame,
and the warriors who pass the test of the flames
spread across the Qg wildfire %kmg for

a battle. Fierce and ca%gp;,ﬁmﬁmr wounds,
they never retreat, even if struck by the magic of
Grass or hounded by the monsters of Dust. <

P

j louse. The Order
goal — its adepts §
s mysterious - V- #

them to make all the nther Orders understand one
simple truth: their time is over.
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DISKS WITH STICKERS CHARACTER, ARTIFACT

AND MISSILE CARDS
Wooden disks with stickers on both sides are the main

game pieces of Desktopia. Each character, artifact and Character, artifact and missile cards specify the param-
missile is represented by a disk on the battlefield and a eters and traits of the disks currently on the battlefield.
card in the player’s camp. The card bears the same il- -
lustration as the disk. Disks represent the position and

condition of vour characters, artifacts and missiles on

the battlefield.

GAME PIECES

-

RITUAL CARDS

These cards correspond to special one-time
actions. Players usually receive these cards over " Emea—
the course of the game and can immediately put them

to use. See more about rituals in the corresponding e s @ I3 %
section of the manual. DEsiopide  DETop?Z

DAMAGE TOKENS TIME CARDS

Damage tokens are placed on a character’s A player receives them upon committing
card once it has taken some damage. The a punishable action (loss of action) or, on
character will perish when the number of the contrary, as a bonus (an extra action).
damage points will be equal to, or greater See more about time cards in the Fines and
than, the number of the character’s life points. Bonuses section.




All the disks in Desktopia vary in size and color. The
colors of the disks correspond to the colors of the Or-
ders — green, orange, gray and blue. There is a set of
disks of different sizes for each color. There are four
sizes altogether:

28 Ml t‘l’lO’

VETERAN DISKS

15 MM (O 59%';

. d-E

There are stickers of corresponding sizes for every
disk — one for each side of the disk. The color of the

circles on the stickers always corresponds to the color
of the disk.
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Before you play your first game of Desktopia, you
have to place all the stickers on the disks. It will not
take much of vour time, since the stickers have al-
ready been pre-cut and come with an adhesive layer.
In this rule book we will explain further how to apply
the stickers to the disks as well as provide additional
details about the types of disks in the game.
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CHARACTERS

Characters are people and entities that you and your opponents will move around the
battlefield by flicking them with your finger. This manner of moving around allows the
characters to attack each other and use certain abilities.

Each character has a limited number of life points. The maximum number of life points is
shown on the left side of the character’s card, under the portrait of the character. If a char- @J
acter receives an amount of damage equal to (or greater than) the amount of life points it
has, the character dies and the corresponding disk has to be removed from the battlefield.

Characters are divided into three ranks, from the strongest to the weakest: heroes, veterans and fighters.

MEROES (31 mm/1.22 in disks) are unique char- VETERANS (28 mm/1.10 in disks) are the

acters with their own names and, in most cases, a strongest type of ordinary fighters. Each veteran
larger-than-usual number of life points. If a hero is has a maximum of 2 life points. When a veteran is

wounded in battle, this damage is represented by wounded, their disk is turned over to show the side

damage tokens placed on top of the hero’s card in the with a drop of blood painted on it. When wounded .

playver’s camp. If a hero’s card accumulates a num- veterans receive a second point of damage, they
ber of damage tokens equal to (or greater than) their die. If they receive a life point, their disks are
maximum amount of life points, the hero perishes. If turned over again so that their healthy side is on
a hero receives a life point, a wound token is removed

from his or her card. Heroes are the most valuable

characters in any squad.

You have to place 2 stickers on each hero disk. They
both have the same illustration, except one is in full
color and one is black and white. The black and white
side of the hero disk represents a special battlefield
condition. This side is never used in the starter set of
Desktopia, but it will come in handy for the expansion

You have to place 2 stickers on each of the veteran
disks: a regular (healthy) one on one side, and one
with a drop of blood on the other side.




CHARACTERS

FIGHTERS (23 mm/0.90 in disks) are the cannon
fodder of Desktopia. Each fighter has only one single
life point. When fighters get wounded, they die in-
stantly. Please note: each side of the disk has a differ-
ent sticker on it, representing two different types of
fighters! This will allow you to use four fighters of one
type in one battle and four fighters of a different type
in another (or use both types of fighters in any other
combinations).

You have to place 2 different stickers on each
fighter disk. The color of the disk must be the
same as the color of the frame of the sticker!
Each sticker represents a different type of fighter,
both of which belong to the same Order.

MISSILES (15 mm/0.59 in disks) are used for
ranged attacks by characters with specific abilities.
Missiles include arrows, spells and every other means
of attacking the enemy from a distance. Missiles are
usually removed from the battlefield immediately
after the result of a given shot has been established
or placed on the disks of characters that have been
targeted.

ARTIFACT (31 mm/1.22 in disks) disks are the
same size as hero disks. Artifacts are inanimate ob-
jects that affect the game when present on a battle-
field. Artifacts have no life points and cannot be
destroyed. Please note: some scripts use special ob-
jects that are represented on the battlefield as disks.
Use the reverse side of the artifact disks with the icons
of special items on them to represent these special
objects.

Each artifact disk needs a sticker with the artifact icon
on one side and a special item icon (with a barrel on it)
on the other side.

Each missile disk must have the same missile icon on
both sides.




GAME BASICS

Desktopia’s flick-driven game mechanism makes it unique: players flick their finger
to propel character or missile disks, thus moving them and attacking enemy forces.
The ability to accurately flick a disk, however, is not as crucial as the ability to carefully
plan out the moves and time the attacks.

THE CAMP AND THE BATTLEFIELD

Desktopia is played on a medium sized table (about Each of the players will also need some space to lay
three feet by three feet). The exact size of the battle- out their camp, which will house their character, arti-
field is not that important. The border of the battle- fact and missile cards, as well as spare disks and time,/
field is usually the edge of the table. If the table is too ritual cards picked up during the game. You can set
big, you can define the borders of the battlefield by vour camp up at a different table (or chair, shelf, book,
any means available (pencils, books, a wire etc). box or even the floor), or have it on the same table as
the battlefield, as long as the borders of the battle field
The surface of the desk should ideally be smooth to and the camp are clearly defined and do not overlap. .
facilitate sliding. If your disks do not slide well across

the surface of your table, try using a table-cloth (or ?y
removing it if that is what is slowing down the disks). :

GAME OBJECTIVE

A player wins once all of the enemy characters are van- A
quished. However, some scripts may modify this goal or
add additional conditions for achieving victory. S

DEsKIoPIA
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PLAYER ONE

The identity of Playver One may be determined by the
script, or the players may leave it up to a draw. Once

the first plaver's move has been made, the turn passes
to their neighbor on the left side.
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DISPOSITION OF FORCES

Before you begin, choose a script
out of those available from the
Script book or the web sites
www.desktopia-game.com. You

can also develop and use a script

of your own. Some scripts specify

a limited number of players. Thus,
if four people intend to play Deskto-
pia, they have to choose one of the
four-player scripts.

The script describes the disposition at
the beginning of the game:

« Starter squads: each player selects
one of the parties involved in the
script and takes the disks and
cards of the corresponding charac-
ters, artifacts and missiles.

» Landscape: the battlefield is
formed by whatever objects can
usually be found on vour desk.
They may include books, cups,
your laptop, mouse or remote
control. Exact reproduction of the
script’s landscape is not necessary.
If you believe that your vase is of
a suitable size to represent a tower
and if all the other players agree,
everything is perfectly fine. After
all, it is your battlefield!

« Disposition of forces: each player
places their disks on the battlefield
according to the script.

A script can also contain special con-
ditions for achieving victory or defeat.

SCRIPT CHOICE AND PREPARATIONS

CHARACTER CARD DESCRIPTION
NAME OF THE CHARACTER

AKERTr

O .
OF THE
CHARACTER
(pastor)

RANK

OF THE

CHARACTER
(hero)

MAXIMUM ' | :
NUMBER 5
OF LIFE - .

POINTS
(5 points)

MISSILE TYPE
AND AMOUNT
(3 Ticks)

Put 2 Tick missiles from the
on Akeru’s card. Mﬂj

DETAILED DESCRiPTION
©F THE ACTIONS
(e.g. what exactly spell does)

CHARACTER ABILITIES

Each character’s abilities are represented on the card. Abilities can
be divided into hits, shots, spells and traits.

AVAILABLE ACTIONS
(a hit, a shot or a spell)




MITS POWER SECTOR
AND POWER HIT

The ability to deliver a hit is represented on a charac- Some character disks have power sectors represented

ter card by a sword icon. by the red portion of their circumference. In order to
perform a power hit (a variant of the regular hit), the
Hit — Once a character’s disk is flicked, the player must flick the disk by hitting the red part of its
character deals 1 point of damage to every circumference. Power hits cause twice as much damage
enemy character whose diskit collides with . as normal hits.

A hit is counted when, after being flicked, the charac-
ter bumps into one or several enemy characters. Each
enemy character hit receives 1 point of damage. The
damage can result in the death of the enemy character
if the amount of damage received is equal to (or great-
er than) the number of their life points. The character
that delivers the hit and all of its allied forces are im- MERO DISK MERO DISK
mune to the damage from the hit. with a power sector

Some characters can deliver special hits. A special hit

has additional properties other than dealing damage to Sectors of new types with other properties may appear
the enemy. There are three types of special hits repre- on new character disks in Desktopia expansion packs.
sented by the following icons:

Vampire Hit — the attacker with this
power receives a number of life points equal
to the amount of damage he dealt to the

enemies.

Fire Hit — when the attacker with this
power hits enemy characters, you can place
a Flame missile on each of the characters

hit.

Dryad Hit — when a character with this If a player flicks Kharu in one of the directions in-

power bumps into allied characters after dicated by red arrows, the power strike option will
being flicked, each of the allied characters activate, and Kharu will deal double d ‘to one
hit receives a life point. When the character of the enemy Rampracks. If a player flicks Kharu ina
bumps into foes, damage is dealt as usual. direction indicated by a gray arrow, Kharu will only

deal a single point of damage.




CHARACTER LIFE POINTS

The amount of life points a character has cannot ex-
ceed the maximum amount of life points specified on
the card. If a character is at full health and receives ad-
ditional life points, they instantly disappear. However,
a character can receive a number of damage points
greater than their current amount of life points. There
are a number of abilities, for which this is of impor-
tance.

After being flicked, Ezzen hits the first Untouchable

with the Lariat of Pain, dealing the enemy 2 points of
damage and, destroying him. Ezzen should receive 2 life
points as a result of the Vampire Hit ability, but he is

at full health. Ezzen himself receives 1 point of damage
from the Lariat of Pain. Ezzen ricochets from the first
Untouchable and bumps into the second, dealing him
another 2 points of damage and receiving 2 more life
points. Thus, 1 point of damage from the Lariat of Pain
is healed. Then another point of damage is received from
the Lariat, which leaves the Ezzen with 1 life point.

If a character receives an amount of damage equal to
(or greater than) the amount of life points he or she
has, the character dies. The disk of the dead character is
removed from the battlefield, but their card remains in
the player’s camp, which is necessary for some abilities
to be used. The Disks section (located in the beginning
of the manual) explains how to represent the current
number of life points for characters of different rank.

RANGED WEAPONS

The ability to use a ranged weapon is represented on a
character card by an arrow icon. The type and number
of missiles that a character can use are specified on the
right side of the card, underneath the character’s por-
trait. The number of missiles specified on the card is
known as the “maximum amount of missiles”.

A shot, or a ranged attack, is an action when
the player flicks a missile disk instead of a
character disk. The player takes one of the
missiles available to the character and places
it next to the character disk (no further than
the diameter of the shooting character’s disk). The shot
is considered successful if a disk collides with another
disk. The result of the shot depends on the effect de-
scribed on the missile card.

Akeru shoots a Tick at Vailla. The distance between
Akeru’s disk and the missile cannot exceed the diam-
eter of Akeru’s disk, which makes it possible for him to
shoot around corners.

Characters with the ability to use ranged weapons may
have access to a limited or a limitless supply of missiles.
[f the supply is limited, the missile disks are placed on
the card of the character that uses them; used missiles
are discarded and do not return to the character’s card.




If the supply is limitless, missile disks are also placed
on the card of the character that uses them. Once used,
missile disks return to this card. Limitless supply of
missiles is represented on the card by the infinity sym-
bol ©0.

If a character card runs out of missile disks, the charac-
ter will not be able to use ranged attacks until the mis-
siles become available again. A character’s supply may
include different missiles of the same type (additional
kinds of missiles will be included in the upcoming Desk-
topia expansion packs). The type of missile is specified
on both the character and the missile card.

LIMITED SUPPLY

UNLIMITED SUPPLY

If a character’s supply of missiles is limited, their num-
ber can never exceed the maximum amount of mis-
siles specified on the character’s card. The maximum
amount of missiles also represents the number of mis-
siles available to a character at the beginning of a game
(unless the game script specifies something else).

Once a missile disk is flicked, determine the result of the
shot based on the effects specified on the missile card.
Depending on the type of missile used and its effect, after
the shot the missile disk may be:

» discarded,

« returned to the unlimited supply, or

« applied to the target that it collides with.

RANGED WEAPONS

If a missile fails to collide with any character disks, it is
discarded. If the supply of these missiles is unlimited,
it returns to the card of the missile. If a missile hits its
target, its effect is applied to a single enemy charac-
ter—the one hit by the missile disk. If the missile disk
collides with several characters, the player who made
the shot chooses one of them to apply the effect of the
ranged attack onto. The character that the effect of
the shot is applied to is known as the target. Different
missiles have different effects. The effects of a missile
as well as its activation time are described on its card.
Missile effects have to be applied.

Some missiles have long-term effects, which are speci-
fied in the corresponding descriptions on the missile
cards. Missiles with long-term effects are mounted on
the character disk they hit. A good example of a long-
term effect is paralysis from a Vampire Tick, which
temporarily incapacitates the enemy character. Some
long-term effects are permanent; others can anly be
activated once a turn. If the disk of a character with a
long-term effect missile disk on top of it collides with
another disk and the missile is knocked off the charac-
ter, the effects of the missile are dispelled. If you flick
vour character with a missile disk on top of it and the
disk gets knocked off, its effects are also dispelled. The
missile is then discarded, or returned to the unlimited
supply.

Any number of missiles can be
stacked on top of a single charac-
ter disk. In this case, they can

be arranged in a stack, with

the missile that was the

first to hit the target at

the very bottom, followed

by the next one and so on.




The ability to use spells is indicated on the character
cards by a vortex icon.

A spell is a unique character action that
requires no flicking. Some characters use
spells to deal damage to their enemies,
move their own disks (or enemy disks)
across the battlefield, receive extra missiles
for their supply and achieve other effects.

The player does not flick the character disk to use a
spell. Instead, the spell text is read from the card, and
the corresponding actions are taken. For example, the
plaver chooses the targets for the spell and distributes
its effects.

Character Traits are described at the bottom of the
card.

Character Traits are passive abilities. Players do not
need to spend an action to activate a Character Trait:
their effects are activated automatically. Some Char-
acter Traits can be used to deal damage to the ene-
mies, receive extra missiles for the character’s supply,
heal allied characters and so on.

The Character Trait is described on the card, explain-
ing when exactly a particular trait activates. Some
traits are activated at the beginning of a turn; oth-
ers activate towards the end (after a character hits

an opponent, for example). The effects of a Character
Trait are not optional and must be carried out, unless
the wording of the description states that “you may”

SPELLS

use the individual spells.

CHARACTER TRAITS

Please note: character cards only feature short ver-
sions of the spells. Consult the corresponding section
of the manual for additional information about how to

Put 2 Tick missi]

es from the re
on Akeru’s card. s

use this effect, in which case it is up to the player to
decide whether or not to activate it.

Once the trait is supposed to activate, the player reads
the corresponding text from the character’s card

and performs the actions specified. For example, the
player may choose the targets for a trait and distribute
its effects. Some traits are permanently active and go
into effect whenever the player’s disk is exposed to an
external influence. For example, traits may make their
owners immune to attacks of characters of a particu-
lar rank.

Please note: character cards only feature a short ver-
sion of the trait description. Consult the correspond-
ing section of the manual for additional information
about individual Character Traits.




CHARACTER CLASS

Each character belongs to the class indicated on their
card. For example, the hero Adjarkha belongs to the
Chieftain class. Classes will play an important role in
future Desktopia expansion packs.

THREE ACTIONS PER TURN

A player can use up to three characters in a turn (each
of them only once). The action limit may be modified
if the player is holding a bonus card. A player may
perform fewer than three actions per turn if:

« the plaver is holding penalty cards,

+ the player does not wish to use up all three actions
and thus skips the ones that remain,

« the player has less than three active characters
left and performs as many actions as their number
permits.

Each character can take an action of one of the fol-
lowing three types. The player can only choose one of
them.

» a flick;

« a ranged attack (if the character in question has
the necessary ability)

» a spell (if the character in question can use spells).

Character Traits activate during the turn. Charac-

ter Traits do not use up any actions. In fact, many of
them will activate even if the characters they belong
to took no actions at all during that turn. Traits acti-
vated at the end of a certain action may only be used
by the character that takes the action in question dur-
ing that turn.

{:_Im'_e your turn is over, you can move a Flame
missile mounted on a character disk to the disk
of another character,

If a player controls one or mare artifacts, each of the
artifacts may be used once in a turn without taking
up an action. Consult the corresponding section of
the manual for additional information about Arti-
facts.

If you are using ritual cards in your Desktopia game,
a player can use any number of rituals during a turn
without wasting any actions. Ritual cards are then
discarded.

FLICKS

Players can use their characters by flicking their disks.
A flick can lead to one of the following results:

= If your character does not collide with any other
disks, the action will result in a simple relocation
of this character.

» If a character collides with an enemy character (or

several enemy characters), they will inflict either

a simple hit on them (this is an ability shared hy

all of the characters) or one of their special hits (if

any of those are available to the character in ques-

tion). The effects of the hits and special hits are

described in the Character Abilities section (see

above).
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FLICKS

« If a character collides with another character that
has a missile disk on top of it and the missile gets
knocked off as a result, the effects of the missile
are canceled.

« If a character bumps into an artifact, the arti- o
fact most likely will change owners. The rules for
controlling Artifacts are described in detail in the )
Artifacts section below. '

Collisions of disks with landscape objects do not affect
the outcome of the flick.

A single flick can have several results: a character can
first collide with an allied character, then an enemy
character, and, finally, an artifact. These three colli-
sions will all have different results.

A player decides to spend an action on flicking their Energan . This can be used either to try dealing damage to the
Elemental with a hit (red arrow), or to hide from a potential enemy hit behind the corner of an obstacle (blue arrow).

THE THEORY OF FLICKING

During the game plavers may flick the disks of their A flick is counted if a player’s finger touches a disk.

own characters (if they choose the “flick” action) Ditferent players héfggifferent flicking techniques, but
or the missile disks (if they choose the “ranged at- usually players do it byl eir fingers as follows:

tack” action). When maps or rules refer to “flicking
a'character”, it means that the player should “flick
thedisk of that particular character”. In Desktopia
the ward “flick” is used to indicate the action of
flicking-a character disk. Instead of “flicking the
missile disk™ the manual will often use the words
“shooting” or “performing a ranged attack” with the
missile in question.




RANGED ATTACKS

Players can perform a ranged attack
if their characters have the necessary
ability. The mechanics and the effects
of ranged attacks are described in the
Character Abilities section (see above).
Missile disk flicks are subject to the
same regulations as character disk
flicks. Plavers who fail to comply with
them are penalized in the same way
(see the Penalties and Bonuses sec-
tion).

Same as heroes, artifacts are represented by 31 mm
(1.22 in) disks. Similarly to any character of Deskto-
pia, artifacts belong to one of the four Orders. Players
never flick artifact disks. Artifacts are indestructible.

In order to use an artifact, a player needs to take it
under his or her control. The Order affiliation of the
player and the artifact does not matter. Any player can
gain control over any artifact.

HOW TO GAIN CONTROL
OVER AN ARTIFACT?

In order to gain control over an artifact, a player has
to flick one of their characters. If the character disk
collides with-the artifact disk, the player can put the
character disk on top of the artifact disk and gain
control over the artifact from that moment on. Only
a neutral artifact can be taken under control. In this

Flick one of your characters that has

fewer life points than Ramprack.

The flick will not use up an action. \
Free.

ARTIFACTS

SPELLS

A player can use spells if his or her character has the
necessary ability. The mechanics and the effects of
spells are described in the Character Abilities section
(see above). When a player uses a spell, no flicks are
made, and the character involved usually remains in

the same position. I

|

case “neutral” stands for an artifact that is not cur-
rently controlled by another player. Once a player
takes control of an artifact, the artifact’s card is
added to the player’s camp.

HOW TO GAIN CONTROL
OVER AN ARTIFACT ALREADY
CONTROLLED BY ANOTHER PLAYER

To take control over an artifact that is already being
controlled by another player, the enemy character’s
disk needs to be removed from the artifact disk. This
means that you have to use a flick or a ranged attack to
free the artifact disk. If a character or a missile hits the
artifact with sufficient strength, the enemy character
will be knocked off the artifact disk. The freed artifact
can then be taken under the player’s control by using
another character.




A player can use an artifact under his or her control
once per turn. There is no limit on the number of arti-
facts that a player can control and use over the course
of a turn. It is up to the player’s discretion whether or
not to use an artifact on a particular turn.

The moment when an artifact’s ability goes into effect
is determined by the text on the card. If the card does
not specify an activation time, the player may use the
artifact anytime during the turn, but only once per
turn. When an artifact activates, the player reads the

RITUALS

Ritual cards make the game of Desktopia less predict-
able, while at the same time adding new strategic ele-
ments to the game-play. The use of rituals in Desktopia
is optional. The authors of Desktopia recommend that
only experienced players introduce ritual cards into the
game. If you are a new player, play a few games without
rituals first and work out the finer details of Desktopia.

Before you begin a game, shuffle the ritual deck and
place it face down anywhere where it would be within
easy reach of all the players. Players can only receive a
maximum of one ritual card per turn. A player can take
the top card from the deck at the end of his or her turn
in one of the two following cases:

« if the plaver deals 4 or more points of damage to
enemy characters over the course of a single turn,

« orif the player fails to deal any damage to enemy

characters over the course of a single turn.

USING AN ARTIFACT

description of its ability from the card and performs
the necessary actions. They may involve choosing the
target and distributing its effects of the effects.

Artifact abilities are much like Character Traits.
Similarly to the traits, the use of an artifact does not
require a dedicated action.

&)
'Uﬁﬁfi':pﬂé

Players can invent and introduce new rules for receiv-
ing ritual cards.
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A player looks at the ritual card taken from the deck
and can either play it immediately or place it in their
camp face down to be played later during one of their
turns. A player can keep any number of ritual cards in
his or her camp and play any number of those during a
turn.

The description of the card being plaved and its abili-
ties can be found on the card. A card that has been
played is discarded, and should be placed in the dis-
card pile. If the deck runs out of cards, the discarded
cards are reshuffled and used as a new deck.

When players begin a campaign (or a series of battles),
each player can keep their unused ritual cards to be
used in the next battle.




PENALTIES AND BONUSES

A penalty in Desktopia results in a player losing his or crossed the border of the battlefield. The distance be-
her next action. tween the disk and the border of the field or any other

disks in the vicinity should be equal to the diameter of
A penalty is applied if the player flicks one or more the disk in question. The penalized player gets to place
disks across the border of the battlefield (their own as his or her disk back on the table first, followed by all
well as their opponents’). the other players in a clockwise order.

If a flick or a ranged attack results in one or more disks If the players accidentally displace disks on a battle-
leaving the battlefield, players whose disks have been field (not as a result of flicking a disk) or perform flicks
knocked off the battlefield must return them to the incorrectly, they must return the disks to their original
table. Each disk is returned to the location where it had positions. No penalty is applied in this case.

PENALTY TIME CARDS BPONUS TIME CARDS
The reverse side of the

= — a1
Q« i '3 Time Cards is purple.
9 @ l » Sometimes a player can
\%w M % « receive the l:igl]t to _take
; e an extra action during
his or her next turn due
to their abilities or script
conditions. In this case,
they take a Bonus Time
Card and place it in their
camp bonus (purple) side
up. When the player takes
the extra action during
the next turn, they discard
this card. Players can-
not stock up bonus cards
by saving them for future
turns. If a player gets both
a Penalty and a Bonus
card, the cards cancel each
other out and both cards
are discarded.

If a penalized player did not reach the
limit of actions available in the course

of the move, they skip their next action.
In otherwords, the number of actions
available to the player during that turn is
reduced by one. If the player had already
taken all of the available actions, they
receive a time card and place it in their
camp black (penalty) side up.

At the beginning of his or her
next turn, the player must
discard the penalty cards re-
ceived and skip a correspond-
ing amount of actions. If the
number of penalty cards held

by a player at the beginning of
the turn is greater or equal to
the number of actions for that
turn, the player skips the whole
turn and discards all the penalty
cards.




The Rule of Deficiency: if an action or the use of
an ability requires a disk or a card, neither of which
can be found in the reserve or the limitless supply, the
playver cannot complete the action or use the ability as
planned.

The Rule of Maximums: a character can never
receive more life points or missiles than the maximum
numbers specified on its card.

The Rule of Priority: if the text on the card
contradicts the rules, the card takes priority over the

THE RESERVE

The Reserve consists of all the disks and cards that
are not being used on the battle field or as part of the

box. Disks and cards may be taken from the reserve

if required by an active Character Trait or conditions
denoted by the script.

NEARBY (ADJACENT)

Two nearby or adjacent disks on the battlefield are

a missile disk on top of the both of them horizontally
and it will stay put. If one disk is placed on top of an-
other, the terms “nearby” or “adjacent” are not used.

A FEW RULES TO REMEMBER

TERMINOLOGY

Desktopia scripts and cards use a number of special terms.

players’ camps. The reserve is usually kept in the game

disks that stand so close to each other that one can put

rules. The text of the script has priority over both the
rules and the text on the cards.

The Rule of Sequence: if several events are to
occur simultaneously (for example, at the beginning
or at the end of the turn), their sequence is deter-
mined by the plaver whose turn it currently is.

The Rule of Stability: if the disks on the desk have
been moved (accidentally, or as a result of breaking the
rules), players return their disks to their previous posi-
tion.

DISCARDING CARDS

When a player discards a card or a disk, they return it
to the reserve.

ALLIED CHARACTER
VS ENEMY CHARACTER

An allied character is any character that belongs to you
or to another faction that is allied with you according
to the script. If the description of a character’s ability
specifies “any allied character” or “any charaeter”, the
ability in question can be applied to this ;:_l'gracter, too. .
An enemy character is any character belonging to a
player defined as your opponent in the script.



APPENDIX

DETAILED DESCRIPTION OF SPELLS, TRAITS,

MISSILES, ARTIFACTS AND RITUALS

Please note: character, missile and artifact cards contain shortened descriptions of their abilities. The full versions

of all abilities can be found here.

SPELLS

Ramprack
Flick any character with fewer lif&”‘pomts than the
Ramprack. The spell takes into account the amount

of life points Ramprack has at the moment the spell is

being cast and not the maximum number of possible
life points. This flick will not use up an action. You
can also flick a character that was already used that

turn. If you flick a character that hasn’t been used yet,

you can use one of your actions later on and flick this
same character again.

Akeru

Put 2 Tick missiles from the reserve on Akeru’s card.

Phantom
Swap the Phantom disk with the disk of any of your
other characters currently on the battlefield.

CHARACTER TRAITS

Elemental

When an Elemental deals damage to enemy characters
that already have Flame missile disks on top of them,
these characters receive double the amount of damage.

Smoker

Smokers are immune to hit or ranged attacks carried
out by Veterans and Fighters. The Fighters and Vet-
erans can however inflict damage to the Smoker by
relying on spells and character traits.

Adjarkha

At the end of your turn you can move a Fire missile
disk, resting on top of a character disk, from one char-
acter to another.

Untouchable
At the end of the turn, Untouchable deal 1 point of dam-
age to every adjacent character, friend and foe alike.

Div :
When Div dies, you can place its disk on top of the
card of any of your other heroes. The next time this -
hero attacks an enemy, he will deal an ad:jitianal
point of damage. Once the attack is carried out, re-
move the Div disk from the hero’s card and discard it.
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Kharu

Just before flicking Kharu, vou can place a Lariat
missile disk on top of any of the characters in play.

Minusoid

When a Minusoid dies, one player of your choice
receives a penalty time card and places it in his or
her camp.

Energan
When an Energan dies, take a bonus timécard and
place it in your camp.

Baaroun

At the beginning of your turn, pface a Lightrmag“
missile from the reserve onto the Baaroun’s card. He
starts with no missiles, but can have up to 3 Light-
ning missiles at a time.

Vailla
When Vailla shoots a Magnet, he can target both
allies and enemies.

Shawakh

At the end of the turn you can take one or two
Shield missiles off Shawakh’s card and place them
on top of one or two characters (foes as well as al-
lies). Only one Shield missile can be placed on a
character disk.

Vampal

At the beginning of the turn the Vampal receives an
amount of life points equal to that of the number of
nearby allies.

S

Hornbug

A wounded Hornbug is incapacitated and cannot
carry out actions.

MISSILES

Scorching Flame
Long-term effect. A Scorching Flame deals 1 point of
damage to the target at the end of your turn.

Wandering Tornado

Deals I point of damage to the target. If the first Wan-
dering Tornado shot misses the enemy character, use
the same missile to shoot again, firing it from wher-
ever it ended up after the previous shot.

Thorn Shield

Long-term effect. The target does not receive damage
when damage is due. If a Thorn Shield gets knocked
off the target as a result of a flick or a shot, it still
manages to prevent the damage from this flick or
shot.

Hardened Arrow
Deals 1 point of damage to the target.

Chaitr Lightning

Deals 1 more point of damage to the target than the
number of Lightning missiles in possession of the
character who had made the shot. Once the shot has
been made, discard all of the remaining Lightning
missiles.

Magnet of Power

Flick the target once without using up an action. If
the target belongs to another player and the flick -
results in a hit or a special hit, the usual hit or spe-
cial hit effects apply, as though the Magnet’s target
belonged to you. You cannot gain control over an
artifact as a result of flicking another plﬁﬁt’s char-
acter.
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Lariat of Pain

Long-term effect. Lariat of Pain can be used on friend
and foe alike. If you or another player flicks the target
and the flick results in a hit or a special hit, they deal
one point of damage more than usual. The character
that you flicked receives one point of damage as well.
This effect is applied to the target of the flick, evenif
the Lariat of Pain missile gets knocked nff asa result
of the flick.

Vampire Tick

Long-term effect. Incapacitates thﬂ’fﬂl‘zﬂ't Deals 1
point of damage to the target at the beginning uf your
turn, after which a hero of your choice is granted one
life point.

ARTIFACTS

Fire Mine
Choose one of its two effects: :
« give a missile from the reserve to every character
on your squad capable of firing a missile;
« knock missiles off all of your characters that have
a missile on them.

Fountain of Life

Each of your characters with only 1 life point left re-
covers one life point. This effect is based on the actual
number of characters’ life points and is not applicable
to the maximum amount of life points.

Magnetosphere

Move the disk of any character on the game-field to
make it adjacent to the Magnetosphere at the end of
your turn.

Smithy of Dust
You can only use the Smithy of Dust if you have fewer
Fighter pieces on the battlefield than you did at the
beginning of the game. When an enemy character
dies, resurrect one of your slain Fighters. Actions
required:

= choose a Fighter slain in this battle whose disk was

discarded but whose card remains in your camp,

« take this Fighter’s disk from the reserve and place
it on the battlefield next to the Smithy of Dust.
The character is incapable of acting during the turn he

was resurrected in, but they retain all of their Traits.

RITUALS

Take a disk of any Fighter belonging to your Order and
place it on the battlefield next to one of your heroes. If
you do not have a card for this warrior in your camp,
take it from the reserve and place it there.

Discard any one missile disk placed on top of a charac-
ter’s disk or on top of their card.

A character of your choice receives 1 life point.

Move a disk of one of your characters from one part of
the battlefield to another (without placing it over an:-,r
of the other disks).




It’s a free-for-all in Desktopia. It is said that it has been the order
of things since the dawn of time, and who are you to argue with that?
And vet, what if the rumor was wrong and your leadership might be
the one thing that brings one of the Orders to a final victory?
Choose a side of the table and lead the army of your Order into
a campaign of world conquest. This world may not be all that large,

but it is a place to call your own. This House is yours.
. @ 'lr ( o -.-', @
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SCRIPT BOOK

The Desktopia set that you are holding right « Tips for the initial disposition of the forces:
now also includes a Script book. correlation of powers, landscape, squads
involved and examples of ready made

It contains the following: scripts for two, three and four players with
* A set of three campaigns for two and three both standard and special conditions for
players, each of which represents a series of achieving victory.
\C| battles. During each of the battles fought + A number of, one-player scenarios that
@51 inthe course of a campaign a player can offer a solution for a given problem and
| receive advantages that are transferable to help drill certain tactical moves, used by

the next battle of the same campaign. one of the Orders.
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