RULEBOOK

Scott Pilgrim: Friday I'm in Love
1 Player 45 Mins
Card Game / Fighting / Novel-based

Setup

+ Place a tracker on the Step counter card to indicate
which step the game is in. The game starts in the
‘green’ step ‘one’.

Sort the 11 black Drama/Trauma cards into two piles:
the 7 normal Drama cards and the 3 difficult Trauma
cards. Shuffle these two decks separately and then
stack the face-down Drama cards on top of the face-
down Trauma cards.

Shuffle the 18 blue ‘basic Scott' Fighting starting cards
and place them face-down. This is your initial Fighting
deck. Set aside space for a discard pile.

Shuffle the 30 World cards and place them face-down.
Set aside space for a discard pile.

Shuffle the 10 Evil Exes cards. Draw two random cards
and place them face-up next to your play area. These
will be the Evil Exes you face at the end of the game.
Return the rest of the Evil Exes cards to the box. They
will not be used.

Place a tracker on the Life Points counter card to
indicate ‘twenty’ life points.

Object

This is a solo game where you guide Scott Pilgrim
through life. The object of the game is to help Scott
survive his Drama/Trauma and prepare him for the
inevitable battle against Evil Exes that awaits him at the
end! Supporting Scott Pilgrim versus the World is done
through a deck-building mechanic for Scott’s abilities
(Fighting cards), clever decision making, a little risk, and
some luck.

Rules of Play

During the game you will help Scott to fight one World
card in each game turn. You start the game in the green
Step, when the World cards are still mostly harmless.
Sadly, the same is true for Scott’s abilities (the Fighting
cards). You might lose several of the first fights against
the World.

Each turn has three phases: 1) Draw 2 World Cards; 2)
Fight the World; and 3) Resolve the Fight. These actions
repeat until the World draw deck has been exhausted. At
that point, the World discard pile is shuffled and replaced
face-down as a new World draw deck. Each time the
draw deck is exhausted and reshuffled, the game enters a
new step (more later).

You can always look through any discard pile and the pile
of removed cards.

You can count the number of cards remaining in any draw
deck.

Phase 1: Draw 2 World Cards

Draw 2 cards from the face-down World draw deck.
Choose one card to fight and discard the other card to the
World discard pile. Place the World card you will be
fighting in front of you.

Phase 2: Fight the World

The World card states how many Fighting cards you can
draw for free in order to fight the World card (‘draw X' in
the white central strip). In order to beat the World card,
you must be able to match or exceed its ‘World value’.
There are three World values shown (in the white central
strip), one value for each step (green, yellow, and red).
The strength of the selected World card is the number in
the colour that matches the current step (as indicated by
the Step card).

Each Fighting card shows its fighting value in the upper-
left corner. You can determine if you have beaten the
World card by totalling the fighting values shown on each
Fighting card that you drew.

« At the beginning of this phase, draw 1 Fighting card from
the deck and place it to the left of the World you are
fighting. You may draw ‘free’ Fighting cards at no cost.
Keep drawing cards and placing them to the left of the
World card until you match or exceed the card's World
value.

+ After drawing the maximum number of 'free’ Fighting
cards, each additional card you draw will cost you 1 life
point. Track this using the Life Points card. These
additional Fighting cards that you pay for must be
placed to the right of the current World card.

+ After drawing each Fighting card you can always decide
to use the special ability of any face-up Fighting card in
any order (more later).

+ After you have drawn at least one Fighting card, you can
decide to stop drawing cards (even if you have not
beaten the World). You may wish to do this because
you have already won,

or because you may be able to remove weaker Fighting
cards permanently from the game by deliberately losing
against the World (more later).

+ Fights do not end automatically. You can use all
remaining special abilities. You must decide when it will
end, even if you already have enough points to defeat
the World. To end the fight, simply compare your total

fighting value with the current World value in order to
determine whether you have won or lost the fight.

Phase 3: Resolve the Fight

« If your fighting value matches or exceeds the World
value, you have defeated the World card. Discard all
Fighting cards you have used into the Fighting discard
pile. Also discard the current World card into the
Fighting discard pile. The defeated World card is now a
Fighting card that will be used in future fights when the
Fighting discard pile is reshuffled and reused. Unlike the
basic Scott starting cards, these 'Experience’ cards
often have higher fighting values and special abilities
that can be used.

If you decide to lose the fight, and the World value is
higher than your total fighting value, you must lose life
points. Determine the difference between the World
value and your fighting value; this is the number of life
points you must lose on the Life Points counter card.
(For example, if the World value is '2' and your fighting
value is -1', you must reduce 3 life points.)

For each life point that you had to lose, you may choose
one Fighting card to permanently remove from the
game. These face-up Fighting cards must have been
used in the current fight. Note that you must lose at
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