
Velcome to The Red Dragon Ianl 'T you have never 
e, please read the first three pages of this document 

‘Other Rules” sec 
game. S „ _1f you have played before, please review the “Other Rule the rules may be different from what you're used to. 

played The Red Dragon Inn 
(up to “Other Rules”), The. tion is mainly clarifications that you may not need during your first 

s’ section, since a few of 

4 Character Decks (Deirdre, Fiona, Gerki, and Zot) ), 4 Player Mats, Drink Deck, 4 Fortitude Markers (red), 4 Alcohol Content Markers (clear), Gold Pieces 

3 Keep your Gold and stay conscious. If you run out of Gold, or if your Alcohol 
S Content is ever greater than or equal to your Fortitude, you are out of the game, 

Shuffle the Drink Deck and place it where everyone can reach it. Leave st 

Your tum consists of four Phases, 
Action, Buy Drinks, Drink. 

1. Discard and Draw 
You may discard any cards from your hand that you do not want and then draw from € your Character Deck until you are holding seven cards, You may not play any cards or effects until you have finished drawing cards, 
1f you_draw the last card fiom your Character Deck, Character Cards and put 
Ifyou are holding seve: 

new carc At 

shuffle your discarded em back on the Deck space on your player mat. Z 1r more cards you may opt o keep all of them and draw 10 

©
 

chance to respond to the card, then 
follow any instructions on the card and. 

iscard'space on your 

“Gambling? I'm in!” 
ound of Gambling 

(see “Gambling” below for more delails). 
1f£you cannot or do not want to play an Action Card, skip this Phase. 

< Deck and place it face down, without looking at it, 4 
Mel Pile: 
cn you buy Drinks in this way. The Inn keeps a tab, 
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Sometimes Cards 
Sometimes Cards can only be played under 

certain conditions, Each Sometimes Card states 
the conditions under which it can be played in 
the text on the card. 

Some Sometimes Cards allow you to Negate 
ot Ignore another card.  These cards  are 
described in “Negate and Ignore Effects’ under 
“Other Rules”, i 

You may play multiple Sometimes Cards in 
e {0 the same game event, even if they are multiple copies of the same card, 
loweyer, you must play the cards one at a time and give your oj s, i 10 respond to cach one. FE 

Anytime Cards 
__ _ Anytime Cards can be played at any 

__ time, even if they interrupt another action. 

Relevant Sometimes and Anytime 
Cards may be played in any Phase of a tum, 

ither before or after the special action for | 

__ that Phase. For example, you may play an 4 = 
Anytime Card during your Discard and Draw Phase before you discard and draw. 

__ 1£ two or more players would like to play Sometimes or Anytime Cards at the same 
time, see “Timing” under “Other Rules”. 

_ Running Out of Gold 
[~ Ifyou run out of Gold, the Wench kicks you out of the Inn and you must spend the 

rest of the night out in the stables, You are out of the game. 

‘Passing Out 
If your Alcohol Content is ever | 

solve, you have one last chance 
or attack others. If you can’t save y 

as their Action, this starts a Ro
und’of/ 

spended and each player must 
£ the playing area (make sure 

‚When a player plays “Gambling? I'm in! 
Gambling. * 

‘When a Round of Gambling begins, normal play S S 
ante 1 Gold. To do this, they put 1 Gold in the middle o 
ot to get this Gold confused with the Inn’s Gold). _ . 

The player who sarted the Round of Gambling 
is cutrent 

the Round): 
Play p.lmds Clockwise around the table from the plwzw:m::ned 

the Round. On 

"your turn you may either play a Gambling or Cheating 
Car& 9r P 

y winning ("in control” of 

Cheating Card:  Playing either of these two types of card Play a Gambling or 

© und of Gambling, The card you play may have other effects, gives you control of the Rot 
as well. 

Pass: You may choose to pass instead of playing a card. You may pass even if you, 
‘Cheating Card that you could play. If you pass. you are still inthe have a Gambling or o 

 Cheating Cards later in the Round, as Round of Gambling and may play Gambling or 
long as the Round does not end first. 

Ending the Round 
£ you play a Gambling or Cheating Gard and everyonc else passes, the Round of | 

Gambling ends, You win. Take all of the anted Gold and add it to your Stash. 
‘As soon as the last player passes, the Round of Gambling ends immediately. You 

may not play cards that would affectthe Round after this point unless the card explicitly 
states that you can, In particular, “Oh, I guess the Wench thought that was her tip...” 
may nof be played after the last player has passed. 

When the Round of Gambling is over, normal game play resumes. The player who 
staried the Round moves on to their Buy Drinks Phase, 

Winning Hand! 
“Winning, Hand!” is a special Gambling 

Card because only Cheating Cards can be used 
to take control after it has been played. I 
“Winning Hand!” is played and it is followed 
by a Cheating Card, then any Gambling or 
Cheating Card can be played next Just 

* A Cheating Card can be played after 

* A Gumbling Card can be played after 
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Mead Example: Doiryy i Mead duy > 
declde ¥ing her Drink Ph i :a:;i iälhyu With Flong, This „„„.ff%ffi„fii}"f‚} 

S07 3 rotindedup), Afer his, Gerki plays 

alters the Drink, so she 

Round on the House 
‚The card Round on the House is similar to a Split effect, but is not considered a split effect. When a Drink is revealed for Round on the House, each player immediately receives a separate, independent copy of that Drink. | Players do not have an opportunity to affect the Drink before it is copied, but may affect the 

individual copies afterward. 

Round on the House! 
Do Er 

Drinking Contest 
_ When a player reveals a Drinking Contest card as their Drink, each player, starfing 

with the player whose tum it s, reveals the top card of the Drink Deck. If that card is a 
Drink Event, it has no effect and counts as a 0 Alcohol Content Drink. 1fit is a Drink 
with a Chaser, the player continues revealing Drink Cards as appropriate, Once all 
players haye reyealed one or more cards from the Drink Deck, players may, in tum 
order, play Sometimes Cards that modify Drinks: Anytime Cards may also be played 
here. When all players are done playing cards, each player drinks and discards their 

" Drink, then the player who revealed the Drink With the highest total Alcohol Content. 

| reccives one Gold from cach other player. 
Tfa player would win the Drinking Contest and pass out at the same time, that player 

collects Gold for winning the contest, then passes out. 
If two or more players tie for the Drink with the highest total Alcohol Content, the 

tied players repeat the process of revealing, modifying, drinking and discarding Drinks 
until there is a clear winner. Ifall tied players / uu 

_ but one pass out during this process, the 
aining player wins the Drinking Contest 

and does not continue drinking. If all tied | 
players pass out during this process, the 
Drinking Contest has no winner, 
— Cards that increase or decrease the 

of a Drink will affect the 

i, Ignored, or given tojanother player, this 
_ docs not affect the outcome of the contest. f 

“player somehow takes extra Drinks during a Drinking Contest (
with a card like 

(ona’s “We're at an inn, and you're not drinking. What's wrong with 
you!?”), these 

‘extra Drinks do nor affect the outcome of the D
rinking Contest. j i 

T£ a Drink’s total Alcohol Content is less than 0 (such as “We'
re cutting you off!”)./ 

R ina Drinking Contest. The Drink will sill affect 

Drinking Contest Example 1: In a Drinking Contest, Deirdre reveals Eiven 
Wine (3 Alcohol Content), and Zot reveals Light Ale (1 Alcohol Contend). Deir

dre 

plays " Wine into Water", redicing the dlcohol Content of her Drink to 1 0 she 
ties with Zot, They each gain 1 Alcohol Content, and.the Drinking Contest 
continues. 

Drinking Contest Example 2: In another Drinking Contest, Deirdre reveals 
Dragon Breath Ale (4 Alcahol Content), and Gerkt reveals Dark Ale (1 Alcohal 
Content).. Deirdre plays “You look Iike you need thls more than I do!” 10 give her 
Drink 10 Gerki, Gerki gains 5 Alcohol Content, but Deirdre still wins the Drinking 
Contest, 

1f you run out of Gold during a Drinking Contest, you will remain in the game at 

least until the Drinking Contest is finished. Ignore any effects that force you to pay 

Gold. If you do not win the Drinking Contest, you are out of Gold and out of the gamel 

Drinking Contest Example 3: Flona has ! Gold, and reveals a Drinking 
Contest on her Drink Phase. As Drinks arefrevealed by each player, the Drink 
Deck runs out, so everyone pays 1 Gold 10 the Inn 1o get a new Drink Deck. Fiona 
pays her last Gold, so she will be out of the game if she does not win. She.reveals 
‘@ Dragon Breath Ale and wins the Drinking Contest, receiving a Gold jrom each 
other player and staying in the gane. 

fa player passes out as a result of drinking a Drink during a Drinking Contest, that 
‘player loses the game, but does not split their Gold among the other players until after 
the Drinking Contest s completed. Players who lose the game in this way still must pay 
one Gold 1o the winner of the Drinking Contest before splitting their Gold. 

“The Red Dragon Inn, Fourth Edition 
‘Game Design: Geoff Bottone, Colleen Skadl and Cliff Bohm 

‘Additional Development: Jeff Morrow. 
An Direction and Layout: Clilt Bohm 

ith Art created by Kennon James, Cold FuZion Studios and Beth Trott 

WWW SLUGFESTGAMES.COM 


