ViEEG GRAME RIGH SEHOOL

Welcome to an alternate reality where pro video gaming is the biggest sport on Earth.

Around the world, millions of players duke it out in Fighters, RTS's,
First Person Shooters and more. To the victors go the spoils: glory,
clan contracts and million dollar endorsements. The best young
gamers are recruited by elite boarding schools to sharpen their
skills. The best of the best go to VGHS: Video Game High School.

At VGHS, students devote their lives to studying and
mastering the Art of Gaming, in all its glorious forms.
The challenge is intense, and the competition fierce-
it takes a lot to survive in these hallowed halls. You'll
need sharp wits, leet skills, and a good group of
friends who've got your back. Think you're up for it?
Then welcome to VIDEO GAME HIGH SCHOOL!

OEJEET OF THE GRME

Each player will take on the role of a student or teacher at Video
Game High School. Players go to classes and locations to sharpen
their skills. They will use those skills to set high scores in various
games and challenges, climbing the ranks until only one
becomes the top ranked player at the school.

COMPONENTS

RULEBOOK 15 = POWER-UP CARDS
GAME BOARD 10 = CHALLENGE CARDS
SKILL DICE 5 - VIDEO GAME CARDS
CHARACTER CARDS 5 - SCORE TRACK CARDS

CHARACTER RANK 50 = SKILL TOKENS
TOKENS

20 — BONUS POINT TOKENS
CHARACTER
STANDEES 5- HIGH SCORE TOKENS
STANDEE STANDS 1- FIRST PLAYER TOKEN
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2. RABILITY: This is a special game effect the player can make use of when
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1. NAME
2. CHARACTER: This shows which character the card belongs to.
3. EFFECT: This is the effect that triggers when the card is played.




CHALLENGE CARD

1. NAME
2. NEEDED SKILLS: This shows which skills must be spent to
defeat this challenge.

3. VICTORY: When a player defeats a challenge, he resolves this effect.

4. GAME OVER: When a player fails to go to Grand Theft Auditorium
during a round he resolves this effect.

VIDEO GAME CARD

1. NAME

2. SKILL TYPE: This shows which skill type must be spent to set a score
on this video game.
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SKILL

TEMPORARY
SKILL

1. SKILL TOKEN: These are dual-sided. 1 side represents a permanent skill token
that can be used round after round. The other side represents a temporary skill
token that is a one-time use.

2. CHARACTER RANK TOKEN: These are used to track a character’s current
rank on the rank track.

3. BONUS POINT TOKEN: These are used to track how many bonus points will
be awarded for beating a high score on a video game.

4. HIGH SCORE TOKEN: These are used to track when a high score is set on a

video game.
GAME BOARD
1. LOCATION: A space that FPS CLASS FIGHTING cLASS | RACING CLASS
\ 13 %

players can place their
character standees on to
gain the listed effect. The
effect is represented in
both text and symbols. p =
2. LOCRATION CRPACITY: 3 SRR
This shows how many A
characters can visit the
location during a single
round.

3.  ACTIVATIONS: This shows
how many times the
location’s effect can be
performed when placing a
standee there.

4. RANK TRACK: Thisis
used to keep track of each
character’s rank.
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GAME SETUP @

To setup a game, do the following in order.

1. Place the game board in the center of the play area and set the 5 video game
cards above the game board with a score track card under each of them.

2. Separate the skill tokens into piles by type.

3. Each player chooses a character, gathering 5 skill dice and that character’s
3 standees, 3 power-up cards and 1 character card. Each player places his
character cards face-up in front of him and places his 3 standees on top of
his character card. Each player's power-up cards go into his hand.

4. Each player places the character rank token that matches his character on
the 50 space of the rank track.

5. Make a pile of bonus point tokens.

6. Shuffle the challenge cards into a deck and place the deck on the Grand
Theft Auditorium location.

7. Each player rolls 5 skill dice. Give the first player token to the player that
rolls the most 4 (®¢ results count as ).

HIGH SCORES HIGH SCORES HIGH SCORES HIGH SCORES HIGH SCORES
1,000,000 PTS 1,000,000 PTS 1,000,000 PTS 1,000,000 PTS
——————

GRAND THEFT
AUDITORIUM
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PREPARE PHASE

1. REVERAL CHALLENGE
The First player reveals the top card of the challenge deck (the deck located on
Grand Theft Auditorium) and place it face-up on top of that deck. After the first
player reveals the challenge, all players simultaneously resolve the remaining 3
effects in order. After resolving those 3 effects it becomes the player turns phase.

2. ROLL DICE
Each player rolls all 5 of her skill dice. Each player may reroll any or all of her
skill dice, twice. Dice kept on the first reroll can be kept again or rerolled on
the second reroll. Each player then places all of her dice, without changing
their results, to the left of her character card. The left side of the character
card will be referred to as the active pool.

3. REFRESH SKILL TOKENS
Each player moves all of the permanent skill tokens that are on the right side
of her character card and places them in her active pool. The right side of the
character card will be referred to as the inactive pool. Each player moves all of
the temporary skill tokens in her inactive pool back to their supply.

4. RETRIEVE STANDEES
Each player retrieves all of her standees that and places them on her character card.

PLAYER TURNS PHASE

During the player turns phase each player will alternate taking turns starting with the
player that has the first player token. On a player’s turn he must place 1 of the standees
that is on his character card onto a location on the board or onto a video game card.
The player then resolves the effect listed on that location or sets a score on that video
game. Once a player places a standee and resolves its effect, play passes to the player
on his left. Play continues to pass clockwise around the table until all players have
placed all 3 of their standees. Once all players have placed their standees it becomes
the challenge phase. There is a limit to the number of standees per location/video
game. The location capacity for each video game is always 1. The location capacity for
all other locations is listed next to this symbol g on that location. Once a location is

at its capacity, no other standees can be placed there. Some locations allow a player
to activate their effect more than once each time a standee is placed there. When
placing a standee at a location a player may resolve its effect a number of times equal
to that location’s activations value which is listed next to this symbol # on that location.
Example: Player 1 places 1 of his standees on the cafeteria. The effect of the cafeteria
is:'Change the face of a die.” Player 1 may change the facing on up to 3 of his dice
because the cafeteria’s activation value is 3, so he may resolve its effect up to 3 times.



PLACING ON VIDEO GAME CARDS E;;

When a player places 1 of his standees on a video game card, he must

immediately set a score for that game by spending skills that match the skill

type of that game. For each matching skill spent, that player scores 1 million
points. The player gains 1 rank for every 1 million points scored. If the player’s score
is the highest that’s been set for that video game (during this play through of Video
Game High School) use the score track card behind that game to mark the new high
score. When a new high score is set, that player removes any bonus point tokens
that may be on that video game (returning them to the supply), and in addition to
gaining 1 rank for every million points scored, he simultaneously gains 1 rank for
each token removed. After setting a high score, place a high score token on that
video game card to mark that a high score was set there this round.

EXAMPLE: VIDEO GAME CARDS

1. Player 1 places his standee on the Field of Fire video game card
(which has 2 bonus point tokens on it).

2. He spends 4 skill tokens and 2 dice with the FPS symbol on them,
setting a score of 6 million points.

3. Thisis enough to beat the previous high score set for this video
game, so the new high score of 6 million points is marked using the
score track card.

4. The 2 bonus point tokens are removed from Field of Fire, a high
score token is placed there and Player 1 gains 8 rank.

ITTYETSYEN o U SKILL 2 DICE
1,000,000 PTS TOKENS \SI\QLHBEtg

[
F 3

b,000,000 PTS

HIGH SCORES

1,000,000 PTS
2,000,000 PTS
3,000,000 PTS
4,000,000 PTS
__HIGH SUCORES 5,000,000 PTS

1,000,000 PTS b,000,000 PTS
n— S

Ui utui ul W




PLACING ON GRAND THEFT AUDITORIUM

When a player places 1 of his standees on Grand Theft Auditorium he may
spend skills that match the needed skills on the current challenge card. If he does
so he gains the victory effect listed on that challenge card.

PLACING ON KOJIMA QUAD

When a player places 1 of his standees on Kojima Quad he may spend 1 die of any
result to remove a power-up card of his choice from his inactive pool and place it
back in his hand.

PLACING ON A CLASS

The 5 class locations allow players to gain either temporary skill tokens or
permanent skill tokens. The tokens gained must match the type shown on that class
location. Even though each class location can be activated 3 times when placing

a standee there, all of the activations taken for that placement must either all be
used to gain temporary skill tokens or must all be used to gain permanent skill
tokens. A player cannot gain both permanent and temporary skill tokens when
placing a standee on a class location. IMPORTANT: Only dice (not other skill
tokens) can be spent to buy skill tokens at a class location.

PLAYING POWER-UP CARDS

Each player starts the game with 3 power-up cards in his hand. A player may choose
to play 1 of these cards on his turn, triggering its effect. The played card is then
placed face-up in his inactive pool. When a card with 1 or more skill symbols on it is
played, that player is treated as if he just spent skills of that type.

GAINING SKILL TOKENS

Some locations and card effect allow players to gain skill tokens. When a player
gains a skill token he adds it to his active pool. If the effect doesn't specify a type of
skill token, then any type may be claimed.

SPENDING SKILLS

To spend a skill of a specific type, a player must move a die or a skill token showing
that skill type from his active pool to his inactive pool. There are 6 different skill
types. The wild skill type can be used in place of any of the other skill types.

SKILL TYPES

ey WA

FIGHTING RACING RHYTHM wiLD



GAINING RANK E:lj

When a player gains rank by setting a score on a video game or by another

game effect, that player’s character rank token is moved up on the rank track a
number of spaces equal to the amount of rank gained. When moving a rank token
to a new space, if there is already a rank token on that space, bump the rank token
that is there down 1 space on the rank track. (This can cause a chain effect wherein
the bumped rank token lands on another players rank token and bumps it down the
track as well.) Arank token can never be moved lower than space 50. If multiple
players gain or lose rank at the same time (usually from the effects of a challenge
card’s game over effect) the rank is gained or lost simultaneously. (This isimportant
for determining if a rank token bumps another rank token down on the track.)
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CHALLENGE PHASE

During the challenge phase resolve the following 2 effects in order. After resolving
these 2 effects a new round begins starting with the prepare phase.

1. RESOLVE CHALLENGE
Each player that doesn’t have a standee on Grand Theft auditorium suffers the
game over effect on the current challenge card. Then the current challenge
card is removed from the game.

2. ADD BONUS POINTS
Add 1 bonus point token to each video game card that doesn’t have a high
score token on it, then remove all high score tokens from all video game cards.

WINNING THE GRME

If a player reaches 1st rank the game is immediately over and that player wins. If

a challenge card would need to be revealed and there are none left in the deck to
reveal, the game immediately ends and the player with the highest rank (closest to
space 1) wins.

CARB TEXT

When a card effect contradicts the rulebook, the card effect takes precedence.
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A fun-loving FPS ‘twitcher from the wrong side of a
rough town, Brian can't catch a break—until a miracle
kill against teen gaming superstar The Law lands him a
once-in-a-lifetime opportunity to attend VGHS. While
cheery and optimistic on the outside, Brian's sunny
disposition hides a sensitive kid who's had to look out
for himself most of his life. Though he's a naturally
talented gamer, he'll need every ounce of skill and
discipline he can muster to survive the dog-eat-dog
competition at VGHS.

TED WONG

BEEST FRIENDS FoREVER
Born under the fading shadow of his washed up
father—ex-rhythm gaming hero Freddie Wong--

Ted lives for nothing more than pizza, hangin’ with
friends, and earning his old man'’s respect. And
while he can barely tell a hammer-on from a pull-
off while playing Axe Legends (earning his dad’s
never-ending scorn), Ted’s skills behind the wheel
playing Overdrift make him one of the best drift
racers in the school. Loyal to his friends and eager to
prove himself, Ted's one happy-go-lucky kid that will
always have your back.

Kl SWAN
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The eccentric and curious daughter of brilliant game
designers, Ki grew up immersed in the world of
videogame creation. By age ten, Ki was speaking in C++
and ditching school to crack bugs in her parents’ magnum
opus: the fighting game Laceration Force EX. Despite her
genius, Ki still struggles with the most important part of
designing games—understanding the people who play
them. Determined to learn about what makes gamers
tick, she's enrolled in VGHS, where she can live, study and
compete with the best video game players on earth.
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Disciplined, driven, and always up for a good fight,
Jenny Matrix is a second-generation pro FPS player and
the youngest Varsity captain in VGHS history. While

her first love was for the bright lights and fast rhythms
of Dance Ex Machina, Jenny stepped off the mat and
onto the battlefield to follow in her mother’s footsteps.
Never satisfied with anything less than first place,

she’s earned a fierce reputation for her impromptu
challenges, ruthless tactics, and her ability to chug an
energy drink in 7.9 seconds.

THE LAW
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Once the apex predator of VGHS, Lawrence “THE
LAW" Pemberton hit rock bottom after cheating
allegations destroyed his reputation and ruined his
career. And while he spends most of his time these
days stuffing his face with burritos, underneath his
flabby exterior he's still one of the most dangerous
FPS players ever to play the game. Hell-bent on
clawing his way back to the top (assuming he can
claw his way out of his sweatpants first), The Law
is proof positive that you can't keep a great gamer
down - or from stinking up the study room.

CALHOUN

oIS RLL THE BRME"
VGHS' surly but lovable Dean of Students,
Calhoun is known for his short temper,
bushy beard, and crippling coffee addiction.
Irritated by today's young gamers and their
lack of respect, he's definitely one faculty
member whose bad side you don’t want to
be on. That said, if you can get past his gruff
exterior and irritable moods, you'll find that
there’s nobody at VGHS who loves gaming
more than Dean Calhoun.
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