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REMOVE AN ACTIVE CARD WHICH IS
EXACTLY 2 SPACES AWAY
AND THE CARD BETWEEN

PERFORM THE POWER OF AN
ADJACENT ACTIVE CARD

REMOVE A RANDOM CARD SWAP ANY TWO CARDS

balan¢E noZAcmW

REMOVE AN INACTIVE CARD WHICH IS SELECT A RANDOM CARD.
EXACTLY 2 SPACES AWAY AND THE IF IT IS INACTIVE, REMOVE IT AND ANY
CARD IN BETWEEN INACTIVE CARDS ADJACENT TO IT

MOVE THIS CARD ADJACENT TO ANY REMOVE A RANDOM CARD AND
ACTIVE CARD THEN REMOVE THAT CARD A CARD NEXT TO IT






MAKE TWO INACTVE CARDS WHICH ARE IF THIS CARD WOULD BE REMOVED MOVE THIS CARD ADJACENT REMOVE THE NEXT CARD TO ACT
ADJACENT TO EACH OTHER ACTVE AND IT IS ACTIVE, THEN MAKE IT TO ANY INACTIVE CARD THEN AFTER ITS EFFECT RESOLVES
INACTVE INSTEAD REMOVE THAT CARD

RESt

HUG Mud figHt

REMOVE AN INACTIVE CARD WHICH 1S
EXACTLY 2 SPACES AWAY AND THE
CARD IN BETWEEN

REMOVE THIS CARD AND
ANY CARDS ADJACENT TO IT

REMOVE TWO INACTIVE CARDS WHICH

MAKE ANY INACTIVE CARD ACTIVE ARE ADJACENT TO EACH OTHER






SNowball

REMOVE ONE CARD WHICH IS REMOVE TWO ACTIVE CARDS WHICH
4 OR MORE SPACES AWAY ARE ADJACENT TO EACH OTHER

Stalk

SELECT A RANDOM CARD. IF THAT DRAW A RANDOM CARD THAT WAS
CARD IS ACTIVE, THEN REMOVE IT. IF REMOVE AN ADJACENT INACTIVE CARD PREVIOUSLY REMOVED AND REPLACE IT
NOT, MAKE THAT CARD ACTIVE AGAIN (ACTIVE) WITH THIS CARD

coME out and play

A CALVIN + HOBBES ADVENTURE

DEAL TEN CARDS IN A ROW
REMOVE NINE OF THEM

EACH TURN, SELECT ONE CARD,
RESOLVE ITS EFFECT THEN MAKE IT
INACTIVE BY FLIPPING IT.

RANDOMNESS: CHOOSE A DIRECTION

AND REVEAL THE COUNTER OF THE
TOP CARD OF THE DECK.

A RETHEME OF MURDERER'S ROW




coME out and play




