( Il AFASTPACED HERO-RECRUITING GAME BY REMO CONZADORI & STEFANO NEGRO
.. B PLAYTINE: 10 MINUTES  PLAYERS: 2—4 AGES: 10+

PSSEMBLE! IS A QUICK; TACTICAL CARD-ORBFTING GAME WHERE PLAYERS COMPETE TO RECRUIT THE MOST VALUABLE TEAM OF
HEROES. EACH ROUND YOU DRAW, OFFER, AND RECRUIT HEROES TO BUILD THE STRONGEST LINELIP AND PROVE YOU HAVE THE
WORLD'S HERO DREAM TEAM!

COMPONENTS

- 43 HERO CARDS
' :‘ « 1EL NGMERO UNO CARD
| - raumecanon cagy
R :1 « 1PARAGON MOVE RULES CARD
S - e roken
| semp
oy

i
| 1 AN THE HERO CARD “EL NUMERO UNO” AND
;e PLACE IT FACEUP IN THE CENTER OF THE TABLE.

s | Z SHUFFLE THE HERO CARD DECK AND PLACE
ye, IT FACEVOWN IN THE CENTER OF THE TABLE.
] PLACE 1 CARD FROM THE DECK FACELIP NEXT TO
EL MIMERO UNO TO FORM THE RECRUITING ROW,

| 3. EACHPLAYER ORAWS 1 HERO CARD AND KEEFS
. ITHIOEN IN THEIR HANG

4. PLACE THE REFERENCE CARD FACELP ON THE TABLE.
5. THE YOUNGEST PLAYER TAKES THE I PLAYER TOKEN. @

GANEPLAY OVERVIEW
PLAYERS RECRUIT HEROES OVER 6 ROUNDS, AFTER WHICH PLAYERS
TOTAL THEIR POINTS () FROM RECRUITED CARDS TO DETERMINE

WHO HAS FORMED THE ULTIMATE HERO FORCE.

HERO CARD ANATOMY

ICONS - SOME HEROES SCORE FOR SPECIFIC ICONS ' % -
+ HERO SCORE - THESE EFFECTS SCORE NIWIDUALLY. iy (o
-+ TEAW SCORE - THESE EFFECTS SCORE AS A GROUP : foa

 WSIGNIA - TOHELP WITH TEAN SCOREEFFECTS ) I ks B i

« POWER NUMBER - ISED ONLY IN PARAGON MOVE
SOME CARDS ALSO HAVE A MAVERICK EFFECT, A UMIGUE ABILITY

IFA CARD HAS A PUBLIC IDENTITY (©S) ), PLACE IT FACELP IN
FRONT OF YOU WHEN YOU RECRUIT IT. @

L




AT THE START OF EACH NEW ROUNL DISCARD ANY REMAINING CARDS IN THE RECRUITING ROW TO THE DISCARY
:'1 PILE, LEAVING EL NUMERO UNO OR RETURNING HiM FROM IN FRONT OF A PLAYER TO THE RECRUITING ROW. AP A
| NEWCARD FROM THE DECK TO THE RECRUITING ROW.

LS| PLAYERS DRAW OFFER, AND RECRUIT | CARD EACH ROUND THE NUMBER OF CARDS YOU HAVE RECRUITED AT THE £

S| OFEACH ROUND INCREASES BY THROLGHOUT THE GANE _
S| paveRs Lo TesE s P
| e caro RO
S| EACH PLAYER DRAWS 1 CARD FROM THE HERO DECK T0 THEIR HANE WHICH THEY KEEP HIDPEN. AL CARDS N YOLR o
os :1 HAND ARE HEROES YOU HAVE RECRUITED oy
L1 oFeeR1CaRy s
S| PLAYERS SIMULTANEOUSLY CHOOSE ANY 1 CARD FROM THEIR HAND AND PLACE IT FACEDOWN IN FRONT OF Tae
| HewsawEs o oFegR 1T e
5| WHENALL PLAYERS HAVE CHOSENA CAR? THEY ADD THEM FACEUP 70 THE RECRUITING ROW I ARY POSITION. . :T
| recrurr1heRo :';_:

..': | STARTING WiTH WHOEVIER HAS THE 19 PLAYER TOKEN, EACH PLAYER RECRUITS ANY 1 FACEUP CARD BY TAKING ITFROM |3

<4 :T' THE RECRUITING ROW AN ADDING IT TO THEIR HAN? e s
| IFNO ONERECRUITS £L NIMERD UNG, THE PLAYER WITH THE I PLAYER TOKEN KEEPS IT FOR THE NEXT ROUND :'-': a
-
| THENEXT ROUND BEGINS AFTER ALL PLAYERS HAVE RECRUITED 1 CARY OR FIT'S ROUN 6, THE GAME ENDSS :':
oy -
| ENDOF THE GAME o8
| AFTER 6 ROUNDS (WHEN ALL PLAYERS HAVE 7 CARDS), PLAYERS REVEAL THEIR HAND OF RECRUTED CARDS TO IS
. . I e
| SHOW THEIR ASSEMBLED HERO FORCE. DETERMINE THE VALUE OF YOUR HEROES, GROUPING CARDS BY NSIGNIA |0
| Foresse oF scorms. ras

THE PLAYER WITH THE MOST K IS THE WINNER AN HAS CREATED THE ULTIMATE HERO FORCE. IN THE ot o
CASE OF A TIE, THE TIED PLAYER WITH MORE UNIQUE INSIGMIAS ON THEIR HERO CARDS WINS, that’
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A NOTE FRON THE DESIGNERS: EVERY GREAT TEAM NEEV'S GREAT HEROES. OUR DEEPEST THANKS GO TO THE PLAYTESTERS
AND FRIENDS WHO ASSEMBLED AROUND THE TABLE, CHALLENGED THE RULES, AND HELPED ASSEMBLE! REACH ITS FULL
POTENTIAL. THIS VICTORY IS YOURS 700,



