JUST A LIL

WL

A 2 PLAYER CARD GAME

GAME MANUAL



CONTENTS & GOAL OF THE GAME:

CONTENTS:

30 UNEATEN NUMBER cARDS, 10 EATEN NUMBER CARDS, 9 NULL CARDS,
5 WEEVIL CARDS, 5 MINT CARDS, 3 SWAP CARDS, 10 LIL WEEVILS LAYOUT
CARDS, T LI WEEVIL STANDEE CARD, T CARD STAND, 5 MINT TOKENS,

1 TEN-SIDED ACTION DIE, AND T FACT CARD.

YOU WILL NEED A PENCIL AND PAPER T0 KEEP SCORE.

A FREE PRINTABLE SCORE SHEET IS PROVIDED ON THE GAME CRAFTER WEBSITE:
WWW.THEGAMECRAFTER.COM/GAMES/JUST-A-LIL-WEEVIL

0BJECT OF THE GAME:

IN'EACH ROUND, PLAYERS TRY TO SCORE POINTS BY HAVING UNEATEN NUMBER
CARDS IN THER LAYOUT.

THE PLAYER WITH THE MOST POINTS AT THE END OF FIVE ROUNDS WINS.



INTRO TO THE CARDS: NUMBER CARDS

INTRO T0 THE CARDS:
THERE ARE TWD TYPES OF CAROS: NUMBER CAROS AND. ACTION CARDS

NUMBER CARDS:

UNEATEN NUMBER CARDS:

THESE CARDS HAVE NOT BEEN EATEN BY THE LIL WEEVIL
EVERY FACE-UP UNEATEN NUMBER CARD IN YOUR LAYOUT
SCORES YOU T POINT.

EATEN NUMBER CARDS:

THESE CARDS HAVE BEEN EATEN BY THE LI WEEVIL
EVERY FACE-UP EATEN NUMBER CARD IN YOUR LAYOUT
GIVES 1 POINT TO THE LIL WEEVIL

NutL CARos:
THESE CARDS AREN'T OF ANY USE TO YOU OR THE LI WEEVIL
NULL CARDS ARE DISCARDED WHEN DRAWN.

LIt Weewts Lavour CARos:

THESE DOUBLE SIDED CARDS HELP KEEP TRACK OF WHAT THE
LIC WEEVIL HAS EATEN. THE WHITE SIDES ARE "UNEATEN"
AND THE RED SIDES ARE "EATEN".




INTRO TO THE CARDS: ACTION CARDS

AcTioN CARDS:

WEEVIL CARDS:

WEEVIL CARDS BLOCK THE CARD SPACE THEY ARE PLACED IN
FROM BEING USED. EVERY FRCE-UP WEEVIL CARD IN YOUR
LAYOUT SUBTRACTS 1 POINT FROM YOUR SCORE.

MINT CARDS:

MINT CARDS ALLOW YOU TO PLACE A MINT TOKEN ON A
RANDOM CARD IN YOUR LAYOUT. MINT TOKENS PROTECT
THAT CARD FROM EATEN NUMBER CARDS AND WEEVIL CARDS.

Swap CARDS:

SWAP CARDS MAKE BOTH PLAYERS EXCHANGE A RANDOM
CARD IN THEIR LAYOUT. AALL CARDS CAN BE SWAPPED,
INCLUDING WEEVIL CARDS AND CARDS WITH MINT TOKENS.




CARD LAYOUTS:

CARD LAYoUTS:

A CARD LAYOUT IS TEN CARDS ARRANGED IN TWO ROWS OF FIVE. THE PLACE
EACH CARD RESIDES 1S CALLED A "CARD SPACE". EACH CARD SPACE IS ASSIGNED
A NUMBER GOING FROM LEFT-TO-RIGHT IN NUMERICAL ORDER (THE TOP LEFT

| ILE_THE BOTTOM RIGKT CARD 15 10. REFER TO THE GRAPHIC BELOW.)
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How To SET-UP THE GAME:

How To SET UP THE GAME:

(YOU WILL NEED TO REMOVE THE FACT CARD FROM THE DECK
BEFORE PLAYING.)

1. SEPARATE THE LIL" WEEVIL'S LAYOUT CARDS FROM THE DECK. ARRANGE
THEM "UNEATEN" SIDE UP IN A CARD LAYOUT (REFER TO THE "CARD
LAYOUTS" SECTION OR THE GRAPHIC TO THE RIGHT.)

2. REMOVE THE DOUBLE SIDED LIL" WEEVIL STANDEE CARD FROM THE DECK.
AFFIX T T0 THE CARD STAND AND PLACE IT BEHIND THE LI WEEVIL'S
LAYOUT.

3. THE DEALER SHUFFLES THE REMAINING DECK AND DEALS TEN CARDS TO
EACH PLAYER FACE-DOWN. PLAYERS DO NOT VIEW THEIR CARDS. EACH
PLAYER THEN ARRANGES THEIR CARDS IN A LAYOUT IN FRONT OF THEM.
(REFER TO THE "CARD LAYOUTS" SECTION.)

% THE DEALER THEN PLACES THE REST OF THE DECK FACE-DOWN IN THE
CENTER OF THE TRBLE TO FORM THE DRAW PILE.



How To SET-UP THE GAME:

9. THE DEALER FLIPS THE TOP CARD OF THE DRAW PILE FACE-UP TO
START THE DISCARD PILE.

6. PLACE THE TEN-SIDED ACTION DIE AND THE MINT TOKENS IN THE
CENTER OF THE TABLE.

THE TABLE SHOULD LOOK SIMILAR TO THIS
AT THE START OF A ROUND:
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PLAYING THE GAME:

PLAYING THE GAME:
THE GAME 15 MADE UP OF FIVE ROUNDS

THE PLAYER WHO WAS NOT THE DEALER GOES FIRST.

GAME PLAY CONSISTS OF THE FOLLOWING STEPS:

1 ON YOUR TURN, DRAW A CARD FROM A PILE.

2. COMPLETE THE STEPS FOR THAT CARD.

3. CONTINUE YOUR TURN UNTIL NO MORE STEPS CAN BE TAKEN.
4. DISCARD AND END YOUR TURN.

9. PLAY THEN PASSES TO THE OTHER PLAYER.

To START YOUR TURN:
DRAW THE TOP CARD FROM THE DRAW PILE OR THE DISCARD PILE.
(ACTION CARDS CANNOT BE DRAWN FROM THE DISCARD PILE.)



PLAYING THE GAME: NUMBER CARDS

IF You HAVE AN UNEATEN NUMBER CARD IN YOUR HAND:

1. LOCATE THE CARD SPACE IN YOUR LAYOUT THAT MATCHES THE NUMBER ON
YOUR CARD. (REFER TO THE "CARD LAYOUTS" SECTION.)

2. REPLACE THE FACE-DOWN CARD IN THAT CARD SPACE WITH YOUR UNEATEN
NUMBER CARD FACE-UP.

3. THE DISPLACED CARD IS NOW IN PLAY. FOLLOW THE STEPS FOR THAT CARD'S
TYPE. (EXAMPLE: IF THE DISPLACED CARD 15 A WEEVIL CARD FOLLOW THE
STEPS IN "IF You HAVE A WEEVIL CARD IN YOUR HAND")

UNEATEN NUMBER CARD RULES:

+ UNEATEN NUMBER CARDS CAN ONLY REPLACE FACE-DOWN CARDS.
IF THE MATCHING CARD SPACE 1S FACE-UP, DISCARD YOUR UNEATEN
NUMBER CARD AND YOUR TURN ENDS.

+ IF A MINT TOKEN IS PLACED ON A FACE-DOWN CARD AND IT GETS
REPLACED BY AN UNEATEN NUMBER CARD, THE MINT TOKEN STAYS
WITH THAT CARD SPACE AND 1§ PLACED ON THE NEW CARD.



PLAYING THE GAME: NUMBER CARDS

IF You HAVE AN EATEN NUMBER CARD IN YOUR HAND:

1. LOCATE THE CARD SPACE IN YOUR LAYOUT THAT MATCHES THE NUMBER
ON YOUR CARD.

2. REPLACE THE CARD IN THAT CARD SPACE WITH YOUR EATEN NUMBER
CARD FACE-UP.

3 FLIP THE SAME CARD SPACE IN THE LIC WEEVILS LAYOUT TO THE "EATEN"
SIDE. THIS SHOWS THE LIL WEEVIL HAS EATEN THAT CARD.

4 THE DISPLACED CARD IS NOW IN PLAY. FOLLOW THE STEPS FOR THAT

CARD'S TYPE.

EATEN NUMBER CARD RULES:

~ EATEN NUMBER CARDS CANNOT REPLACE FACE-UP WEEVIL CARDS NOR CARDS
WITH MINT TOKENS ON THEM. IF THE CARD IN THE MATCHING CARD SPACE
CANNOT BE REPLACED, DISCARD YOUR EATEN NUMBER CARD AND YOUR TURN
ENDS.

IF You HAVE A NuLL CARD IN YOUR HAND:
1. DISCARD YOUR NULL CARD AND YOUR TURN ENDS.



PLAYING THE GAME: ACTION CARDS

IF You HRVE A WEEVIL CARD IN YOUR HAND:

1.58Y “AAHHHHI LiL" Weevit!”

2. ROLL THE ACTION DIE.

3. REPLACE THE CARD IN WHICHEVER CARD SPACE WAS ROLLED WITH YOUR

WEEVIL CARD FACE-UP. (EXAMPLE: IF YOU ROLLED A 5, REPLACE THE
IN_YOUR "0" £ WITH YOUR WEEVIL CARD FACE-UP)

4 THE DISPLACED CARD 1S NOW IN PLAY. FOLLOW THE STEPS FOR THAT

CARD'S TYPE.

WEEVIL CARD RULES:

+ WEEVIL CARDS CANNOT OCCUPY A CARD SPACE WITH A MINT TOKEN. IF
THE ROLLED CARD SPACE HOLDS A MINT TOKEN, DISCARD YOUR WEEVIL
CARD AND YOUR TURN ENDS.

- IF THE ROLLED CARD SPACE HOLDS ANOTHER FACE-UP WEEVIL CARD, ROLL
AGAIN.

 IF A PLAYER HAS THREE FACE-UP WEEVIL CARDS IN THEIR LAYOUT, THE
ACTIVE PLAYER IMMEDIATELY DISCARDS ANY CARD IN THEIR HAND AND
THE ROUND ENDS.



PLAYING THE GAME: ACTION CARDS

IF You HRVE A MINT CARD IN YOUR HAND:
1 ROLL THE ACTION DIE.

2 PLACE A MINT TOKEN ON WHICHEVER CARD SPACE WAS ROLLED.
3. DISCARD YOUR MINT CARD AND YOUR TURN ENDS.

MINT CARD RULES:

+ MINT TOKENS CAN ONLY BE PLACED ON FACE-DOWN CARDS AND FACE-UP
UNERTEN NUMBER CARDS.

+ |F A MINT TOKEN CANNOT BE PLACED ON THE ROLLED CARD SPACE,
RETURN THE MINT TOKEN, DISCARD YOUR MINT CARD, AND YOUR TURN
ENDS.

- |F THE ROLLED CARD $PACE ALREADY HOLDS A MINT TOKEN, ROLL AGAIN.



PLAYING THE GAME: ACTION CARDS

IF You HAVE A SwAP CARD IN YOUR HAND:

1 ROLL THE ACTION DIE.
2. BOTH PLAYERS TAKE THE CARD IN THEIR ROLLED CARD SPACE AND SWAP

IT WITH EACH OTHER. (EXAMPLE: IF A 2 1S ROLLED, BOTH PLAYERS REMOVE
THE CARD IN THEIR "2" CARD SPACE. THE PLAYERS THEN SWITCH CARDS

AND PLACE THEM INTO THEIR EMPTY CARD SPACE.)
3. DISCARD YOUR SWAP CARD AND YOUR TURN ENDS.

SWAP CARD RULES:
~ WHEN SWAPPED, FACE-DOWN CARDS REMAIN FACE-DOWN. PLAYERS DO NOT

VIEW THEIR NEW CARD.
+ WHEN SWAPPED, MINT TOKENS STAY WITH THE CARD THEY WERE PLACED ON

AND ARE SWAPPED WITH THE OTHER PLAYER.



ENDING A ROUND & SCORING

ENDING A ROUND:

£ ROUND ENDS WHEN EITHER:

A. A PLAYER'S LAYOUT IS COMPLETED BY HAVING ALL OF THEIR CARDS FACE-UP.
B. THE LI WEEVILS LAYOUT IS COMPLETED BY HAVING ALL OF HIS CARDS
“EATEN" SIDE UP.

C. APLAYER HAS THREE FACE-UP WEEVIL CARDS IN THEIR LAYOUT.

WHEN ONE OF THESE EVENTS HAPPEN, THE ACTIVE PLAYER IMMEDIATELY
DISCARDS ANY CARD IN THEIR HAND AND THE ROUND ENDS.

SCORING:

PLAYERS SCORE:

* 1 POINT PER FACE-UP UNEATEN NUMBER CARD IN THEIR LAYOUT.
+ =1 POINT PER FACE-UP WEEVIL CARD IN THERR LAYOUT

-0 POINTS PER FACE-DOWN CARD IN THERR LAYOUT

THE LIC WEEVIL SCORES:
-1 POINT PER "EATEN" SIDE UP CARD IN HIS LAYOUT.
-0 POINTS PER "UNEATEN" SIDE UP CARD IN HIS LAYOUT.



ENDING THE GAME & TIE RULES

ENDING THE GAME & WINNING:
THE GAME ENDS ONCE FIVE ROUNDS HAVE ENDED AND POINTS HAVE
BEEN SCORED.

THE PLAYER (HUMAN OR WEEVIL) THAT HAS THE MOST POINTS AT
THE END WINS.

F THERE IS A TIE:
IF THERE 1S A TIE BETWEEN PLAYERS, BOTH PLAYERS ROLL THE
ACTION DIE AND WHOEVER ROLLS HIGHEST WINS.

IF THERE IS A TIE BETWEEN A PLAYER AND THE LIL' WEEVIL:
THE PLAYER ROLLS THE ACTION DIE:

 |F THE DIE ROLLS A 10 THE PLAYER WINS.

 IF THE DIE ROLLS A 6-10 THE LI WEEVIL WINS.



IR

A SPECIAL THANK You:

ALL OF US HERE AT ARELIC GAMES WANT T0 SAY "THANK YOU'
FOR BUYING JUST A LIL' WEEWL
WE APPRECIATE THE INVESTMENT YOU HAVE MADE AND IT I
OUR SINCERE HOPE IT BRINGS HOURS OF PLEASURE TO YOU AND
THOSE YOU PLAY IT WITH.

ARELIC GAMES

FOR MORE INFORMATION AND FREE PRINTABLE SCORE SHEETS
SCAN OUR QR CODE OR GO TO OUR LINK HERE:
WWW.THEGAMECRAFTER.COM/GAMES/JUST-A-LIL-WEEVIL
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