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The Land of Zaka is a wild and treacherous place
full of dangerous monsters that always seem to
be at war with one another.

In this game, players each control a gang of
these monsters, and must lead it into an all-out
monstery battle to be the last gang left standing.

GAME!OBJECTIVE;

To eliminate all other players by defeating their monsters
and remaining in the game the longest.

SETUP;

This is an example table setup of Zaka (3 players, mid-game).
Follow instructions starting on page 3 to set up your own game.
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BEGINNING)THE.GAME;

To start a new game, shuffle the monster card deck (all cards with
“ZAKA" on the back) and the heart card deck (all cards with a
heart symbol on the back), then deal out cards to each player
according to the table below:

FOR GAMES WITH: DEAL TO EACH PLAYER:
3—4 players: 4 monster cards + 3 heart cards

5-6 players: 3 monster cards + 3 heart cards

Each player's dealt cards form that player’s “hand”. All players
check their hands and keep them private.

After this, place the two separate decks face-down in the middle
of the play area. You're now ready to begin!

THE!FIRSTgTURN:

Select a player to go first. After the first turn, play progresses in a
clockwise manner, with each player having a turn after the player
on their right.

On each player’s first turn, they must place ("play”) one or two
monsters from their hand onto their division of the play area
(which is named the “battlefield” from here on).

No abilities are used on any player’s first turn.




PLAYINGJAYMONSTER?

Every time a monster is “played” into the battlefield, a monster
card and a heart card must be combined to create that monster.
After a heart card and monster card have been combined, they
cannot be separated until the monster is defeated (unless
directed otherwise).

NOTE: If a player has a monster card in their hand but no heart card
to go with it, no monster can be played into the battlefield.

To play a monster, first place the chosen heart
card face-up on the battlefield (beside any
monsters you have already played), then
place a monster card face-up over its top
edge, so that all available heart symbols
are still visible.

The number of hearts symbols

visible beneath a monster card
represents that monster’s remaining life
force. A monster with all available hearts
showing is at full health.

Once a monster is played, that monster
belongs to the player who played it, and
cannot change position on the battle-
field (unless moved by the abilities
“Meddle” or “Twiddle”).

From here on, “‘monster” refers only to monsters
played into the battlefield as above.




After the first turn, all turns follow the pattern below. The order of
the following turn events cannot be changed.

© PLAY MONSTERS

A player can play up to 2 monsters from their hand into their
division of the battlefield. This step is optional.

@ USE AN ABILITY
Each monster has only one ability.

On a player's turn, they select only one of their monsters' abilities
and use it against any single monster of their choice (unless
directed otherwise).

For example, a player might say: “Bork Chomps Scoutcat.”

So turns are: Play no more than 2 monsters, then use
1 ability, in that order, then the turn is over.

Many abilities are different (as stated on the cards), but the most
common ability is “Chomp”. If a monster's Chomp ability is used,
the player using it damages their selected target monster by
eliminating some of its hearts. The number of hearts eliminated by
any ability is determined by the number of footprint icons ( g)
next to the ability's name (such as “Chomp”). This is the monster's
attack strength.

NOTE: A player cannot directly damage their own monsters.




When a monster takes damage from a Chomp
ability, that monster's owner must slide the
monster’s heart card further beneath the
monster card to hide the hearts that have
been eliminated. The number of hearts visible
afterwards represents the number of hearts
that monster has remaining.

Abilities other than Chomp are usually
similar, but with different effects and
conditions written under their name that must be

obeyed when the ability is used. For example: some abilties do
extra damage against a specific monster type (€, @ or @),
and monsters with the Rampage ability deal their assigned
damage value to each of a single opponent’s monsters.

DEFEATINGVTAYMONSTER?

If a monster's hearts are reduced to zero (no more hearts visible)
or below, that monster is defeated, and it is moved to a central
“dump” pile, face up (both heart and monster card).

As a reward for defeating the monster, the player that

was responsible for the final blow gets to draw cards

from the top of either deck and place them in their

hand. The total number of cards this player picks up is

equal to the loot value of the defeated monster (shown 3
in the top right corner of each monster card). But they

cannot play any new cards until it is their turn again.

If a player no longer has any monsters in the battlefield, they have
lost, and are out of the game until the game is over (even if they
still have cards in their hand).




ENDING)THE.GAME;

The game ends when only one player has monsters remaining on
the battlefield, and that player wins!

£21PLAYER(GAMES]

To play Zaka with just 2 players, simply play a game exactly as if it
were for 4 players, with the following changes:

O The first player operates as if they are two separate
players: player 1 and player 3. The second player takes
control of player 2 and player 4. Note that both players
will have to operate two separate hands each, and their
separate gangs of monsters can attack each other
strategically on their turns.

O Once one gang of monsters has been eliminated (along
with any remaining cards in its respective “hand”), the player
with only one gang remaining gets a turn between each of
the opposing gang’s turns, until the number of gangs
remaining is even once more.

The owner of the last monster gang standing is the winner!

FJAANOTE'ON|INTERPRETATIONS:

Many of the special rules and abilities on the game cards are written
in short sentences that can sometimes be interpreted in strange and
wonderful ways. Players can decide what is accepted in the event of
any uncertainty, but if needed, a comprehensive list of official ability
and scenario clarifications can be found at jofgames.com.au




