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Introduction
Welcome to Mort-A-Mania, the knock-down, drag-out, 
fight-night clash! Take on the role of necrosurgeon as 
you build your fighter out of the animated remains of 
last week’s toughest contenders. Purchase tumultuous 
tonics, scintillating spellbooks, and battle-ready body 
parts at auction using your own life; who needed those 
last 10 years anyway? Set your monstrosities against one 
another in a free-for-all winner-take-all combat to the 

undeath!
 

Mort-A-Mania is a quick-play beat’em up card game 
that’s approachable to all levels with an emphasis on 
player interaction. Perfect for a quick match or an all-
night tournament, Mort-A-Mania promises to provide 

perpetual play and politics in practically precise propor-
tions.

 
It’s Magnificent! It’s Mayhem! It’s…

Mort-A-Mania!
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The Basics
Each player beings with 50 life. In Mort-a-mania each round is 
split into two parts: the 
Auction and Combat

During the Auction, you buy cards from the Flesh Emporium, 
the main deck, using your life as currency. These cards remain 
between each round as your fighter continues to grow. 

Orange cards are attacks. 
Attacks are used to damage your
opponents.

Blue cards are defenses.  
Defenses reduce incoming damage
every combat.

Green cards are responses. 
Responses are one time use cards that 
turn the odds in your favor.

Purple cards are Hindrances.
Hindrances are negative cards that are purchased and given to 
your opponents.

During Combat, you attack your opponents with the cards you 
bought and have a chance to respond. 

After combat, the round ends, players will keep the cards they 
bought, and a new round beings.

The game is over when one player is left alive or all players are 
dead. 

When playing with only two players, check out the two player 
rules on the back side of these rules.
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Separate the starter cards, necromaster card, player cards, and 
bidding cards from the main deck. Starter cards and the Necro-
master card have ivory backs so they are easy to find. 

Setting Up

Bidding Card

Three Starter Cards

Player Card Necromaster

Set the remaining purple backed cards in a pile and shuffle them. 
This is the Flesh Emporium. The Flesh Emporium has 42 Attacks,  
25 Defenses, 9 Hindrances, and 14 Responses.

Each player will take one of each starter card, a colored player 
card, and a matching colored bidding card. 

Your Starter Cards cannot be destroyed, traded, or cycled during 
the game. The only time you can lose ownership of a starter is 
when you use your Emergency Limb Detachment.

Place your cards in front of you and write 50 on your player card 
using the dry erase markers. This is your starting life total.
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Place each player’s colored bidding 
card into a pile face down. Shuffle 
the face down cards and reveal the 
top card at random. 

The player with the matching colored 
player card is the first Necromaster 
and is given the Necromaster card.

The round order can be found on the back of each bidding card. 
If you forget the order during play, you can always reference 
the back of your bidding card.

Every round begins with an Auction. The Necromaster acts as 
the auctioneer. 

Drawing one card from the Flesh Emporium for each living 
player plus one, the Necromaster places the cards face up in 
the center of the table, assigning each card an auction number 
using the numbered tokens. 

The Auction

For example, an Auction with four players will have five cards. 
If a player dies between rounds, then any Auctions following 
the player’s death will use the new player count.
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All players secretly write their bid for each card in the num-
bered boxes on the front of their bidding card. Players may bid 
any amount of life, including zero, as long as the total of their 
bids does not exceed their current life.

Bid wisely, you will be losing life when purchasing cards at 
each Auction and when you take damage during combat. When 
you run out of life, you die and are out of the game.

Once all players are ready, the bids are revealed. The Necromas-
ter compares the bids and determines the winner of each card 
one at a time in numerical order. 

In the event of a tie between two or more players, the contested 
player nearest the Necromaster clockwise must concede or 
raise their bid. If a player concedes, they are no longer in the 
running for the card. If they raise, they must place a bid of any 
number higher than the current bid. 

Conceding or raising continues clockwise through all contested 
players, until a bid is made that no contested players are will-
ing to beat. 

If a card is contested and each contested player concedes, then 
the contested player farthest from the Necromaster clockwise 
must take the card for the contested price. 

Cards purchased at the Auction are placed face-up in front of 
their new owner, unless stated otherwise. Cards purchased 
at Auction will persist between rounds as your fighter grows 
stronger.

When a player wins a hindrance, they choose a player to 
receive it. Players may choose themselves. Hindrances are 
given after ties are settled in the order of their auction number, 
starting with the lowest.
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After the Auction is done, each player reduces their life by the 
amount paid for the cards they won. A player does not pay for 
a card they did not win. If a player paid their entire life during 
the Auction, then they die and do not continue to Combat.

You may notice that each non-starter card has one of three 
special borders. Those are important when it comes to the end 
of the game.

Combat

Declaring Attacks

Combat is split into three parts. 

During the first part, players declare who they will be attacking. 

During the second part, players will have the opportunity to use 
responses. 

During the third part, players will calculate damage and adjust 
their life totals.

Combat begins with each player declaring 
their attacks, starting with the 
Necromaster. 

The Necromaster chooses which of their 
attack cards will be used, then declaring 
whom they will attack. 

Attacks are declared by placing the card 
pointed towards the intended target. 

Each attack card may attack a different 
opponent. Players cannot declare attacks 
against themselves.
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Players declare their attacks in turns, starting with the Nec-
romaster and moving clockwise, until every player has had a 
turn.

Responses
Once all players have declared attacks, players may use respons-
es. Responses are used in turns, beginning with the last player 
to declare attacks and moving counter-clockwise, ending with 
the Necromaster. Each player may use any number of responses 
on their turn, or pass and play none at all. 

Responses happen immediately when used and are then 
placed in the Meat Grinder, the discard pile. 

Any defense or attack cards 
with optional abilities can 
only be activated during their 
owner’s response turn. 

For example, a player may 
cycle their Spare Ribs to cycle 
another card of their choosing 
only during responses. 
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Damage
After responses have been used, damage is dealt. 

Each player adds up the amount of damage directed at them, 
subtracts their total armor from that amount, and then applies 
any additional effects. 

Your total armor is the combined armor from each of your 
defense cards. Every defense provides armor each combat 
automatically.

If a player has no remaining life, they die, are removed from 
the game, and their cards are placed in the Meat Grinder. 
Player deaths by attack happen simultaneously.

End of the Round
After damage has been dealt, all end of round effects happen. 

Starting with the Necromaster, each player completes their end 
of round effects. If a player has multiple end of round effects, 
they choose the order in which the effects happen. 

Cards gained at the end of round (i.e., from trading or cycling) 
have no effect that round.

After combat, the Necromaster card is passed clockwise to the 
next living player, players keep all of the cards they gained 
during the last round, and a new round begins. 
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Winning the Game

The game is over when either one player is left alive or 
all players are dead. If one player is alive, they are the 
winner. 

If all remaining players die at the same time, then the 
player amongst them with the largest collection of one 
border type wins. It does not matter which border type is 
a player’s biggest group when comparing.

For example, if Lauren has 
three zig-zag borders and Da-
kota has four squared borders, 
then Dakota is the winner. 

If players are tied for the 
biggest group size, then they 
compare their second biggest 
group, and if need be their 
third. 

If all three group sizes are 
the same, then the contested 
players will thumb wrestle for 
eternal glory.

https://en.wikipedia.org/wiki/Thumb_war
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Additional Information

Card Types

Attack cards are orange and used during combat to 
deal damage to players. A player may choose not to 
use an attack card during Combat. Optional abilities 
of attack cards can only be used during responses. 
You do not have to declare an attack to use its option-
al ability. If used, the effect happens immediately. 
Each declared attack card is considered an individual 
attack for card effects.

Defense cards are blue and provide armor that blocks 
incoming damage. Players must block with all de-
fense cards they own every combat. Optional abilities 
of defense cards can only be used during responses. 
If used, the effect happens immediately.

Response cards are green, take effect immediate-
ly when used, and are placed in the Meat Grinder 
directly after use.

Hindrance cards are purple and give negative effects 
to their owner. After buying a hindrance during the 
Auction, the buyer gives the hindrance to a player of 
their choice, who must accept it. A player may give a 
hindrance to themselves. The player that receives the 
hindrance is the owner of the hindrance and must 
keep it indefinitely, unless a card effect says other-
wise (just like every other non-starter card).

Card effects that can be activated can only be used during 
responses, such as cycling, destroying, or trading.
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Key Words

Basic Cards
Basic cards are any cards that do not 
have effect text. Meaty Fist and Thick 
Skull are both Starter and Basic Cards.

Cycle
When a card is cycled, it is placed directly into the 
Meat Grinder and the player that owned the cycled 
card gains the top card of the Flesh Emporium. The 
player is not required to pay life for the gained card. 
If the gained card is a Hindrance, then the player 
receives it and does not give it away. 

When a player cycles a card, they may choose any 
card in play, not just their own. If multiple players 
cycle cards at the same time, players gain cards 
from the Flesh Emporium starting with the Necro-
master and moving clockwise. Players must choose 
and cycle a card if a card instructs them to and their 
is a valid target. Players may only cycle when a card 
tells them to.

Death
Death occurs when a player has 0 or less life. Once a player dies, 
they are removed from the game, and all cards they control are 
placed into the Meat Grinder. If a player dies from an attack 
during combat, their end of round effects do not happen.

Destroy
A card that is destroyed is placed directly 
into the Meat Grinder and no longer has 
an effect on the game. A player may only destroy a 
card when a card tells them to.
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Flesh Emporium
The deck from which cards are purchased during the Auction. If 
the Flesh Emporium runs out of cards, shuffle the Meat Grinder 
and add the cards back to the Flesh Emporium.

Redeclare
When an attack is redeclared, the owner of the 
attack may choose to declare the attack against 
any opponent, including the original target. The 
redeclared attack is then considered declared 
against the new intended target. 

An attack cannot be redeclared if it was not 
declared earlier that Combat. A player may only 
redirect an attack when a card tells them to.

Meat Grinder
The Meat Grinder is the discard pile. Cards in the Meat Grind-
er have no owner and are not in play.

Necromaster
The Necromaster is the player that currently has the Necro-
master card. The Necromaster acts as the auctioneer during 
the Auction, declares their attacks first, and uses responses 
last. After each combat, the Necromaster will pass the card 
clockwise to the new Necromaster. 

Trade
A player enacting a trade chooses two cards owned 
by different players. The control of the chosen 
cards is permanently swapped. If a card effect 
requires that the card trades itself, the player en-
acting the trade will choose the second card, and 
the card requiring the trade will be the first. 
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If an effect requires a trade and there are no 
viable trades, nothing happens. Players must 
make trades if a card instructs them to do so 
and a trade is possible. A player may only trade 
when a card tells them to.

Damage Order
Tommy has seven damage from a Meteor Fist declared against 
him. He then minuses his total armor, three, from the incoming 
damage leaving four. Finally, he doubles the remaining damage 
due to the hindrance Thin Blood, losing eight total life.

Examples

Starters
The starter cards are one Meaty Fist, one Thick Skull, and one 
Emergency Limb Detachment. Starter Cards cannot be traded, 
cycled, or destroyed, and a player will always have their starter 
attack and defense cards. Emergency Limb Detachment is still 
placed in the Meat Grinder upon use.

Copy
When a card copies another, it becomes a 
duplicate of the chosen card until the end of the 
round in every way, including end of round ef-
fects. The card returns to its original state after 
any copied end of round effects.
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Contested Bid
Michael and Dakota both bid six life for Spiteful Lash. Michael 
is closest to the Necromaster so he must choose to raise or con-
cede first. He raises to seven. Dakota then must choose to either 
raise or concede. Seven life is too high for Dakota, so he chooses 
to concede, and Michael buys the card for seven life.

Rounding
Whenever a player needs to round a fraction, it is always 
rounded down.

Miscellaneous

Effect Precedence
If two card effects conflict, then the most 
recent effect has precedence. 

For example, a player uses Flash Plague to 
make each player’s armor total zero, and 
then their opponent uses Rope-a-dope to 
gain six armor. Flash Plague is still in effect, 
however, the opponent’s total armor would 
be six for the round, because zero plus six 
is six. 

Effects that do not end at the end of the 
round always take precedence over tem-
porary effects. For example, if a player has 
zero armor because they have Virulent Fun-
gus, using Rope-a-dope will not increase 
their armor for the round.
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Muliplayer Damaging Cards
Attacks that damage multiple players 
when they attack are only considered to be 
attacking the opponent they are declared 
against. Cards that affect the damage of 
attacks that damage multiple players do 
not affect the additional damage. 

For example, if a player uses Spinal Whip 
and Roar of Crowd, then Spinal Whip will 
deal nine damage to the player it is de-
clared against and will still only deal four 
to each other opponent.

Stacking Cards
You may find that it is helpful 
when looking at your cards 
to stack them. Mort-A-Mania 
cards are designed so that they 
are easy to read while stacked 
vertically.

Loss of Life
Whenever a card instructs a player to lose life, 
armor is ignored. For example, if a player owns 
Iron Lung, they will lose 1 life at the end of the 
round, regardless of their total armor.
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When playing with two players, there are additional rules to 
spice up the game. Each player begins the game by drawing 
three cards from the top of the Flesh Emporium. Starting 
with the Necromaster, each player may then choose any num-
ber of the three cards they drew and cycle them. Each player 
does this only once. Then, the game begins like normal with 
an Auction using the standard rules.

Additionally, at the end of each round and during their end of 
round effects, each player may cycle any one card in play.

If you find that one game of Mort-A-Mania is not enough, we 
suggest multi-round play. After each game, the winner gets 
one victory point and the game starts over with all non-start-
er cards from the previous game placed in the Meat Grinder. 
That way, each round comes with some fresh action. The first 
player to three victory points wins.

Two-player Rules

Multi-round Play
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It is important to us that Mort-A-
Mania is enjoyed to fullest. If you 
have any comments, questions, or 
concerns, To The Death! Games & 
Pastimes will be happy to answer 

them for you. 

Feel free to email us directly at 
info@tothedeathgames.com.

Thank you for playing 
Mort-A-Mania!
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