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PLAYTESTERS: Monica Cantler, Doug
Wishcur, Lily Tran, Carl Earlton, Peacemill
Jones, Karla Bannon, Tabby Henderson,
Shaquana Peters, Dave Enders, Viv Enders,
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For more information please visit:

https://www.facebook.com/
wickedestofthemall /

Relentless production does not believe in or wish to promote the belief in of magic or their supernatural.
Nothing in this game is real nor are any of the events here based on real vents or the characters based on
real people. All likenesses are strictly coincidental.

Designed for ages 16+
Contains scenes of Sexual innu-

endo Fantasy cruelty and

Alcohol/Tobacco use.




INTRODLCTION

HELLO SWEETIE,
I'M ROX/E AND I'LL BE
YOUR HOSTESS WITH THE
MOSTEST AS YOU LEARN

THE ENDS AND OUTS OF
WICKESDEST
OF THEM ALL.

AND NOW THAT
WE'VE GOT THAT OUT OF THE
WAY, LETS TALK ABOUT WHAT
THIS GAME IS ABOUT

The story so far...

Recently the city’s

head-witch was
killed in an accident involving boom riding while
being drunk and an airplane engine.

As is tradition a new head-witch must be chosen
from among the local members of the world’s
“oldest sorority.”

Also, tradition dictates witches can’t

directly harm each other. Which means the only
way for those involves to prove who’s the' best
witch.” is a contest of

magic and malice.
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INTRODLCTION

SO WHY DID WE
CHOOSE A "WICKED CONTEST”
AND NOT ONE INVOLVING
SUMMONING CUTE MONSTERS
AND MAKING THEM FIGHT TO THE
DEATH FOR OLR AMUSEMENT?

BECAUSE WE CAN.
WE HAVE THE POWER,

WE DO WHAT WE WANT ... AND IF YOU
HAVE A PROBLEM WITH THAT, I'M SURE
THE OTHER TOADS YOU'LL FIND
YOURSELF LIVING WITH IN THE SWAMP
WILL BE MORE THAN HAPPY TO
LISTEN TO YOUR
COMPLAINTS.



CARDY

NOW THAT WE'VE
INTRODLICED YOL TO THE
BASICS, IT'S TIME TO LEARN

ABOUT THE MOST IMPORTANT

PART OF THE GAME,
THE CARDS.

TEN THINGS YOII NEED TO KNOW ABOUT
WITCHES. PART I.

1. While some witches re born
witches, most are reborn after
an early and often tragic death
involving one of the four ele-
ments.

2. Witches are not immortal. They
can be killed (it’s just teally
hard) and can age if they
choose to.

3. Magic words can be anything
and are more a tool of focus
than actual incantation.

4. All witches can senses other
witches, ,move things with a
thought and see and senses
other supernatural beings.

5. Witches re immune to all hu-
man disease, most poisons and
can heal completely from all
non magical wounds.

Did you know?

There are 70 cards in the starting deck of “Wickedest of them All”. 68 game cards and two rule cards.
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CARDY

WHILE IT GOES WITHOUT
SAY/NG IF A CARD’S INTERACTION
WITH ANOTHER CARD IS CONFUSING IT
ALWAYS GOES IN THE CHARACTER CARD'S

FAVOR FIRST, THEN SPELLS, THEN
EQUIPMENT THEN MINIONS AND
LASTLY VICTIMS, BECALUSE THEY

MATTER THE LEAST.




TEN THINGS YOIl NEED TO KNOW ABOUT

10.

WITCHES. PART 2.

The more a witch uses magic
the more energy she spends.
Most Witches relax or medi-
tate to restore their magic.

A witch can do almost any-
thing with magic, but the more
wotld changing ot the mote
things the act affects . Turning
one person into a toad is easy.
Turning a room of people into
toads, difficult . Turning a
stadium of people into toads ,
exhausting.

Witches are the top of the su-
pernatural heap in power .
Children and some animals
can senses when witches are
near.

The First witch was Hecate
and was born almost 70 thou-
sand years ago.

SET P

GOO0D, YOUR
STILL HERE. NOW
THAT YOU KNOW

WHAT YOUR CARDS ARE

AND HOW THEY WORK |

IT'S TIME SET UP YOUR

GAME AND GET :
WICKED.




ACTIONS AIND TLRNS

I THINK YOU'LL
MAKE A GREAT
MINION, YOU SEEM TO

FOLLOW INSTRUCTIONS
REALLY WELL.




ACTIONS AIND TLRNS

NOW FOR
THE FUN
PART.

IN CASE YOU FORGOT.

Discarding Cards: Discarded
cards are placed in a pile all on
there own, those cards cannot
normally return to the game.
Unless a card state otherwise a
destroyed card is discarded.
Familiar: A character can only
have one familiar in play at a time.
Characters: No Points to play. But
each character stats determine
what cards they can use.
Equipment: Equipment uses no
state, but you can only have 2.
Magic: Magic uses character's
current Magic stat. (COUNTS AS
AN ACTION)

Minions: Minions uses a charac-
ters current stats. (COUNTS AS
AN ACTION)

Victims: Uses no stat.

How to win: When all the cards
are played or if no card can be
played, the person with the high-
est wicked win. In case of tie play
again.
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FINALE

I/

IF YOU'RE
READING THIS YOU
ARE READY TO PLAY AND
BASK IN OUR MAJESTY.
HOWEVER IF YOU STILL HAVE

QLESTIONS WE HAVE
MINIONS WAITING TO
ANSWER. THEM



