














If you are outside of Tokyo, you can gain 14 for each [@
rolled.

If you are in Tokyo, the [ you roll do not let you gain @
(you can only gain @ with Power cards).

Note: You cannot gain € above 10 €.

EXAMPLE OF A DIE ROLL
Roll Dice:

Mothra is in Tokyo City. It's Godzilla’s turn.
Godzilla takes the brown dice and rolls:

He has 1reroll left. This time he keeps
and rolls the 3 other dice again.
He gets:

Resolve Dice:

Because he rolled , he gains 2 /-, plus 1 extra
for the fourth | face.

With 7, he gains 14.

With '/, he wounds Mothra

in Tokyo (if Godzilla was \

in Tokyo, he would have 3 ‘\
wounded all Monsters :‘ "
outside of Tokyo). --

Godzillarolled no | /,
so he gains no

EJ ENTER TOKYO

If no one is in Tokyo, you must enter and place your
Monster in Tokyo City.

You can only Yield when you lose @ from rolled
by a Monster.

Note: No Monster starts the game in Tokyo. The first player
must enter Tokyo City during this step.

WITH 5 TO 6 PLAYERS:

If Tokyo City is occupied, but Tokyo Bay is empty, you

must enter Tokyo Bay. Monsters in Tokyo City and Tokyo
Bay are both considered “in Tokyo”. Tokyo Bay has the

same effects as Tokyo City.

Once the game has 4 or fewer players, you must Teave
Tokyo Bay immediately (unless Tokyo City is empty,
in which case you move there).

EFFECTS OF TOKYO

Being in Tokyo (Tokyo City or Tokyo Bay) has some
advantages and disadvantages:

® "1 %: You gain 1% when you enter Tokyo.

® [+2 % ]: You gain 2% if you start your turn in Tokyo.

[} C'@i Monsters in Tokyo cannot use . (but they can
still use Power cards to gain @).

Moreover, the targets of your . depend on where you are:

» The & of Monsters in Tokyo wound all Monsters
outside of Tokyo.

» The & of Monsters outside of Tokyo wound all
Monsters in Tokyo.

OPTIONAL RULE FOR A 2-PLAYER GAME:

If you want to play a 2-player game, we recommend using

this rules variant for control of Tokyo (all other rules

remain unchanged):

- Instead of gaining 1 when you enter Tokyo, you gain 1%.

- Instead of gaining 29 if you begin your turn in Tokyo,
you gain 1%.



BUY POWER CARDS OR GAIN #
BUY POWER CARDS

You now may buy one or more of the face-up cards. To buy a
Power card, spend as many 4 as the cost indicated at the top
of the card. Replace bought cards immediately from the top

of the deck. New cards are immediately available for purchase.

You can also spend 2% to sweep all the face-up cards to
the discard pile except for any Event cards, which remain
until bought. Then reveal enough new Power cards from the
deck until there are again 3 face-up cards. These new cards
are immediately available for purchase.

As long as you have enough %, you can continue to buy
and/or sweep cards.

OR GAIN 1%

If you do not want to or cannot buy any Power cards
on your turn, gain 1%. Spending 2% to discard all 3 Power
cards does not count as buying Power cards.

EXAMPLE:

Rodan has 104 and doesn'’t like any of the available cards.
He spends 24 to sweep them to the discard and reveals the
next 3. He still has 84 and sees a card he likes that costs
34%. He buys this card and replaces it with a new card.
He still has 54 but he saves them for another turn.

E END OF TURN

Certain Power card effects activate at the end of your turn.

Once you're done, pass the dice to the player on your left.

EVENT CARDS

When an Event card is revealed as one of the 3 face-up
cards, the effect on the bottom left of that card is applied
immediately.

When revealed: The effect occurs once.

While in play: The effect continues until this card
is bought.

Event cards can be bought like other Power cards.

nan) ——

When bought, the Discard effect is resolved as usual. e Pa: When any

EXAMPLE OF A 5-PLAYER GAME:

Godzilla is in Tokyo City and Rodan is in Tokyo Bay.
King Gidorah, Mothra, and Mechagodzilla are the other 3
Monsters.

It is Mechagodzilla’s turn. He rolls 4 (. W
Godzilla and Rodan each lose 4 . They both Yield Tokyo. ;
After resolving his dice, Mechagodzilla enters Tokyo City &
and gains 1/ . Tokyo Bay is unoccupied. =

It's now Godzilla’s turn. He rolls 15%.

Only Mechagodzilla is wounded since no one is in Tokyo
Bay. He decides to stay in Tokyo. Godzilla must now enter
Tokyo Bay since it is unoccupied, and he gains 1

Next, Rodan rolls 1 7.

Godzilla and Mechagodzilla each lose 1 . Godzilla
decides to Yield Tokyo Bay, but Mechagodzilla stays

in Tokyo City. After resolving his dice, Rodan must enter
Tokyo Bay and gains 1

King Gidorah and Mothra roll 0 % on their turns,
so no one enters or leaves Tokyo.

Mechagodzilla begins his turn in Tokyo and gains 2 = for that.
He rolls 3 {7 so all Monsters outside of Tokyo lose 3
Godzilla, King Gidorah, and Mothra. Rodan, who is in
Tokyo, is not wounded - Monsters in Tokyo do not wound
each other. Godzilla has 0 and is eliminated. Now only
4 Monsters remain in the game. Rodan must leave Tokyo
Bay immediately, leaving Mechagodzilla alone in Tokyo.

/s

The game ends at the end of a turn

< when a Monster reaches 20  or if

Monster rolls 5¢ least4of [ MIRAT

When a player pays 2% to discard the face-up cards, Sms=e=eere. S5

any Event cards stay and are not replaced. The others
are discarded and replaced as normal.

R

While in play: All Mo
have 1 less reroll per tul

All othy

D
e Monstrs only one Monster remains. The Monster

who reaches 20 or is the last survivor
is crowned KING OF TOKYO!



EVOLUTION CAR

\ Ds (an optional expansion)

The struggle to become the KING OF TOKYO just leveled up!
The Monsters are evolving and now benefit from new powers!
Now each one has a deck of Evolution cards that they can gain
and use during the game.

Evolution cards give you a new way to play KING OF TOKYO.
Take the Evolution cards for the Monsters you're playing in
this game. The others are left in the box.

SETUP

Take the 8 Evolution cards belonging to your Monster, shuffle
them, and make a deck that you put in front of yourself.

Each Monster begins with 1 Evolution. Draw 2 cards and choose 1
of them. Keep the chosen card in your hand (without showing it).
Shuffle the other card into your deck.

HOW TO EVOLVE?

After the Resolve Dice phase, if a Monster has at least @ (@ @,
they draw 2 Evolution cards, keep 1in their hand without showing
it, and discard the other.

Note: This is not a cost, but rather a bonus. You can still use

the dice to heal (if you're not in Tokyo) or for the effect of a Keep
or another Evolution card. Being in Tokyo doesn’t stop you
from drawing Evolution cards.

If your deck is empty, reshuffle your discarded cards to make
a new deck.

Keep your Evolutions in hand until you decide
to play them, which can even be during another
player’s turn if the card’s effect doesn't specify
when to play it.

EVOLUTIONS

There are 2 types of Evolutions:

« Temporary Evolutions: Discard them after use.
« Permanent Evolutions: Play them face-up in front of you.
You benefit from their effect as long as they remain in play.

Note: When a base game card or an Evolution card refers to
a “card” with no clarification, it does not apply to Evolutions.

EVOLUTION CARD DESCRIPTION

(D SPECIES

Whether Mutant, Invader,
or Robot, each Monster
belongs to a kind of Kaiju.

(@) NAME OF THE MONSTER
Shows to which Monster this
Evolution belongs.

() TYPE OF EVOLUTION
An Evolution can be
Temporary or Permanent.

(@) NAME AND EFFECT
OF THE EVOLUTION

€) PERMANENT EVOLUTION =

(ORKEGENERATION.

JZIR—2ay

@ Each time you gain @,
you gain 1extra @.
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