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Shelter Skelter is a board game for 2-6 players. In this game the bombs are constantly falling to the roof of your bunker. Players try to maintain their bunkers and be the last one standing.

Game pieces needed to play per player:
· A paper or such to draw every player’s game board to
· 4 tokens for people (such as meeples)
· Up to 10 tokens for bomb holes (such as small coins or pieces of paper)
· A few tokens for reinforced structures (a different kind of coin)
· Action tokens to make visible which action you’re taking each turn

Plus 2 dice. You can use two four sided dice (d4s) of different colours or a d4 and a d8.

Note that all tokens should fit the tiles that the game is played on.
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Every player has a 4x4 grid representing their bunkers. The game starts after all players have placed their four people inside their bunker. A single tile can always have only one person. Turn order is as follows.
1) All players choose one of the following actions for the current turn:
· Move – Move a person to one tile that is located next to the currently occupied one (non-diagonally).
· Reinforce – Construct a reinforcement to your bunker. A reinforcement can be constructed to an unoccupied tile, next to a tile occupied by a person. On a following turn, a person can move to the reinforced tile. Reinforcement shields the tile and the person from a bomb hit.
· Repair – Remove a bomb hole from a tile next to tile occupied by a person.
· Cluster Bomb – Choose a player. The chosen player takes two cluster bomb hits in addition to the basic bomb hit.

2) Actions play out – all actions play out simultaneously. If there are a lot of players, you can play out the actions clockwise one at a time. A player can’t play the same action on two turns in a row. If you move this turn you have to do something else the next turn and then you can move again.

3) Bomb hit plays out. Every turn two dice are thrown. Players check their boards and play out the consequences. First die shows the column and the second the row of the bomb hit. E.g. 2 and 4 would mean that a bomb hits the bottom of the second column.

· If the bomb hits an empty tile, place a bomb hole token to it.
· If the bomb hits a reinforced tile, remove the reinforcement. Don’t place a bomb hole. If the reinforced tile had also a person, don’t remove the person.
· If the bomb hits a tile with a person in it, remove the person and add a bomb hole.
· If the bomb hits a tile with a bomb hole in it, the tile is destroyed and is unusable for the rest of the game (if you are using coins for the bomb holes, you can simply place two coins on top of each other.) A destroyed tile cannot be repaired, reinforced or moved to.

4) Cluster bomb hits play out. Player targeted by cluster bomb action takes two additional bomb hits. The only difference between bombs and cluster bombs is that cluster bombs don’t create new bomb holes. Cluster bombs do remove people and reinforced structures that are hit and they destroy tiles that already had bomb holes.

Player loses when all of his people are removed from his board, or when he has 5 tiles that are destroyed and/or have bomb holes on his board. The game is won by the last one standing. In the case of a tie, see which player has more reinforcements.
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