


Hell of a Deal™ is based on Texas Hold’ em Poker.

The core rules are summarized here for those who are less
familiar with them or simply in need of a refresher.
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In Texas Hold’em Poker, each player is dealt 2 private cards
(known as “hole cards”) face down that are theirs alone.

POKER HAND RANKINGS

ROYAL FLUSH X g
9

STRAIGHT FLUSH v

p =

o
o e

FOUR OF A KIND

4> €=
$oo

pigoNds
+oiPpooRE R
: Poje~BE e
ol Eralie~
L T3 b f=p] £ AN

FULL HOUSE
FLUSH

STRAIGHT

THREE OF A KIND

TWO PAIR

PAIR

e

HIGH CARD




Dedly Aloor, Jack Potts, The Brothers Dreadful, & Roul-ette, each of whom
twists the game in unique ways. Make your way to the final showdown with
The Devil Himself and you might just earn your way back to the living. Have a Lucky Day.
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O OPERATIVE POKER??

In Hell of a Deal, players are not competing against one
another but rather are working together against a series of
Bosses. Players play their own poker hands, hoping to win

against the Boss and helping the other players to do the same.

Having outraged your host by beating him, Nick (7he Devil
You Know), transforms into the 6th Boss, The Devil Himself.
There are 6 unique versions of him and the one you face is
determined at random (7he Devil You DON’T Know).

Q\NINNING THE GAME

The players ALL win the game if at least one player wins their
hand against The Devil Himself, without the team losing.
A team loss will always void a win.

j’ggsma THE GAME
The ';eam loses the game if either of the following occurs:

& Temptation: Two or more players reach the 10th space
on the Temptation Track.

o Souls: When facing NICK HAUSS or THE DEVIL
HIMSELEF the team cannot pay a Soul they have lost.

CoMMUNICATION:

Though this is a cooperative game, there are strict limits to
table talk. Specifically, players may not discuss or imply
ANYTHING about hidden cards, be it their playing cards or
Favor cards. You may not openly discuss or imply specifics
about your hand strength or wants.




COMMUNITY BOARD

1. Place the Community Board mats as shown in the
center of the table. (a & b)

2, Shutte the Favor cards and place them into a
tace-down deck on the matching space of the

Community Board. (c)

3. Shuffle the Curse cards and place them into a
tace-down deck on the marching space the
Community Board. (d)

4. Place a Temptation token for cach player on the
“0” space of the Temptation track. ()

5. Place one of the 4 red "Used™ Devilish Oftering
tokens, with the “Used” side face-down, onto each of
the Devilish Offering spots. (f)

6. Place 1 yellow Soul chip per player onto the

Community Board in the Souls pot. (g) Place the rest
of the chips off the side of the board nearby. (h)

7. Shuffle the 52-card playing deck and place it
face-down on the Community Board on the red deck
space. (i) The Jokers can be left aside until called for.

8. Place the Bones die near the play area. (j)

9. Create the Boss deck:
* Separate the standard Boss cards (Casino Lights)
and the Hellfire Boss cards (Flames) and place the
Hellfire cards back into the box, They will not be used
in your first game.

* Gather the following standard Boss cards:

The Brothers Dreadful, The Boatman, Demona 8
Burnie, Place them into a face-down stack in this
order, with The Brothers Dreadful being the topmost
card, Place Nick Hauss underneath the bottom-most
card in the stack.

* Gather all 6 of The Devil Himself cards, shutfle
them face down, and place one at random underneath
Nick Hauss without |m_1hing at it.

I-:f‘lllll'll card

* The remainder of the Boss cards, induding the
unrevealed 5 Devil Himself cards, are pl:u‘:ed back
in the box. 111.::}r will not be used this game,
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Place the Boss stack onto the Community mat in the
Boss space marked with the face of Nick Hauss. (k)
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PLAYING THE GAME

Reveal the Boss
* Flip the top Boss Card from the Boss Deck face up.

* Read aloud the Boss’s special rules text box and their default minimum hand.
* Each Boss comes with its own unique strengths and game-changing special rules.
Resolve any specific setup instructions per the rules on the card, if any.
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Resolve Curses (if any)
e Skip this step for the 1st Boss.

* Starting with the 2nd Boss, if any players have face-down
Curse Cards on their Player mats, flip them face-up.
Announce the cllects to the 1able and resolve those elfeets.

Some Curses will have a continuous effect throughout the
round, while others arc onc-time cflccts. Either way, keep the
Curse cards face up on your Player mat. A player may only ever
have three Curse cards (active and/or facedown combined). If
you already have three, and gain another — don’t take the card.
Instead, suffcr a Temptation for cach gained in cxcess,
advancing your 'lempration token one along the ‘lemptation
Track (see Temptation p.12).

Deal Cards

* Decal cach player 3 cards facedown (rom the standard 52-card
deck. (The usual 2 hole cards you'd expect playing Texas Hold
‘em, plus one additional card, “up the sleeve”. (1his is the first
way yor'll ‘cheat’)

lmportant: Even though you have three cards in your hand,
you cannot use all cthree cards in your final scoring hand.
You must use one of your hole cards and MAY use tweo in
conjunction with the Community cards.

The third card (or other additional cards you may receive) just
gives you more options to choose from. ‘Lo avoid the mistake of
convincing yoursel{ you can play all three, you may find
turning the third card in your hand sideways a

good reminder. (Lasing a band this way is a hard lesson, so

be sure ro srress this “cant-play-3-cards” rule to new players.
Someone always [orgets.)

¢ Deal the Boss 2 cards facedown (unless otherwise stated on
the Boss card’s ability text) in the spaces next to the Boss card.

These are the Boss’s hole cards.

piamond cards in w:T
hand cannot be nse

in your scoring hand.
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Play the Round

For each step of the phases below, play begins with the player to

the left of the Dealer Button, then proceeds clockwise.

Allow each player to complete all their actions before moving to

the next player.
Betting Phases
Pre-Flop

After cards are dealt, players privately examine their hand and
judge its initial strength:

* Each player, in turn order, chooses to either Bet or Fold.
(See Betting and Folding, p. 11-12)

* After their Bet, the player may also play one or more of
their Favor cards, paying any cost required and resolving

The Flop

* “Burn” 1 card by discarding it face-up into
the discard pile. All cards in the discard are

public information and viewable at any time.

* Deal 3 cards from the deck face-up to the Flop spaces
(marked as “666”) on the Community board.

* Players, in turn order, again choose to Bet or Fold,
1 1 -

~ 1 1 ™ 1 1

* After all players have acted on the Turn, Burn 1 card.
* Deal one card from the deck face-up to the River.
* Players repeat the Bet/Fold process.

After the River, all players who are still “in” (not folded)
proceed to the Showdown Phase.

Showdown Phase:
Reveal Player Hands:

* Each player reveals their cards and selects 1 or 2 cards
from their hand and up to 4 Community cards
(from the Flop, Turn, and/or River) to create their 5-card

Final Scoring Hand.

* Refer to Poker Hand Rankings on page 2 or the
Player mats for hand strength ratings.

Reveal the Boss’s Hand:

* After all players have revealed their hands, reveal all
cards in the Boss’s Hand.

* Determine the Hand Rank of the Boss’s revealed cards.
Compare the strength of:

- The Boss's Hole card(s) (using 1 card is mandatory)
plus the best possible Community cards

versus




as described below.

* Ties: Sometimes a player will match the Hand Ranking of the
Boss. Let’s use Two Pair as a guide for how to break ties:

- The Higher Pair wins.
K-K-4-4-2 beats Q-Q-J-J-10

- If sdill tied, the Higher of the Lower Pair wins.
K-K-9-9-2 beats K-K-4-4-2

- If still tied, check the Kicker. A kicker, aka a side card, is a card
in a poker hand that does not itself take part in determining
the rank of the hand, but that may be used to break ties

between hands of the same rank.

J-J-9-9-A beats J-J-9-9-K

Important: More than one player may win during a round.
Players compare their hands only against the Boss’s hand
— not against each other.

Collect Penalties & Rewards:
Winning Hands: —

Each player who wins collects 1 Soul for &
every Earn a Soul chip they wagered in their Fa .



Losing Hands:

First, flip all chips in your Bet area over. Take the penalties
listed for each chip you bet (see Betting p.11-12). The penalties
will either cause the player to suffer one or more Temptation
and/or cause them to draw one or more Curse cards.

Folded Hands:

A Folded hand is considered a Losing Hand and suffers all
the same penalties. However, the player who folded likely
minimized their penalties by not betting additional chips.
In addition, a folding player must roll the “Bones” die.
The Bones die results:

Draw a Favor card (Lucky you). @

Suffer a Temptation.
@ Gain a Curse card.

Cleanup Phase

¢ [f the Boss was one of the 4 initial bosses, discard it, even if
no players beat the Boss. However, when facing Nick Hauss
or The Devil Himself, at least one player must win the hand
to advance. If not, the Boss remains and must be faced again



There are two categories of chips: Earn a Soul chips and Power
chips. The benefit of each chip is printed on the front. The
punishment for losing a Bet is printed on the back of the chip.

Earn a Soul chip:

You have two of these chips. Earning Souls
is critical to surviving the end game at the
Big Table, so if you feel you have a strong
hand, you will want to bet one or both of
them during the round.

If you win, this chip will earn a Soul for
the team, adding a 1 Soul chip to the
Community pot on the main board.

If you lose, flip the chip over and instead
Suffer 1 Temptation, advancing your
Temptation token 1 space on the track.

Power Chips: Power chips allow a lot of interesting ways to
‘cheat’ in the game. When you bet a Power chip, you
immediately gain the benefit shown on the front of the chip.
There are 5 different powers available.

Heal a Player’s Temptation:

When this chip is bet, immediately choose
any player and move their Temptation token
back 1 space on the tracker. Note: a token can
never be moved back through Flame Barrier it
has passed on the tracker. So, a player passing
into the 5th space or the 10th can never move

back below those thresholds.

you gain an extra card, you can still ONLY use 1 or 2 of them.

Reveal a Boss Card: Choose one of the Boss’s face-down hole

cards and reveal it. It remains face-up for the rest of the round.

Look at 2 Cards, Keep 1: Look at the top 2 cards from the main
deck and examine them privately. Place one into your hand and
discard the other face-up to the discard pile.

Swap a card with a Player: This allows you to choose any of your
cards and swap it, with a willing player, for a card they have
chosen. Players may not discuss or infer anything about
unrevealed cards in their hands. Each chooses the card they wish
to trade. The power of this ability will become clearer with the
Reveal 2 Cards power chip. Favor cards may be chosen as a card
to swap.

Draw a card from the Discard pile: The Discard pile is face-up,
public information. The discards can be fanned for easy
identification during play. Using this ability allows you to dig
through and choose a card from the Discard pile and place it
onto the Revealed area on your player mat. The card is part of
your hand.

If you lose, flip the Devilish Offering chip over and




You may hold up to three Favor cards in your
hand. If you draw a Favor when already at the
maximum, immediately choose any of your
Favors and discard until you have no more

than three.

Favors can be played on your turn, AFTER you have made a
Bet. You may not play a Favor without committing a Bet at

the beginning of your turn. The exception is any card with an
Instant icon :; , which can be played at any time, even when it

is not your turn. Some Favors require a Price to play, either
suffering a Temptation or gaining a Curse card for next hand.

UP YOUR | 413 | OOUBLE
SLEEVE | DOWN

You may ast a third card
frem your band in yoor
final searing hand.

All players may raise
1 extra chip.

Reveal 2 Cards chip:

Once revealed, the cards are public
information. So you can tell players that
you plan on using a particular card or that
you have no use for it. This may be useful
for others interested in swapping cards.

If you lose, flip the Reveal chip over and gain
a face-down Curse card for next hand.

& Note For ALL chips:

During the Clean Up phase, all your chips reset and return from
the Bet area to their starting positions. They may be used again
in the following round.

EMPTATION

Temptation is vour most valuable asset - as well as the most

no return, a Flaming Barrier, on the Temptation track. Once you
are at 10 Temptation, you can never have less.

If you suffer Temptation
and are already at 10, the
Temptation must be suffered
by another player. The team




ADJUSTING THE CHALLENGE

Hell of a Deal can be made as challenging as you like.
After your first game, you can select the initial 4 Bosses
at random or choose which Bosses you'd like to face.
The Devil Himself should always be a random selection.

You can make the game a bit more approachable for those
with less poker experience by doubling your starting Souls
and/or raising the Temptation loss condition to 12 or 13,
instead of 10. Then again, the bold may wish an even more
diabolical challenge - and we are happy to deliver.

Hellfire mode:

Each Boss, including Nick Hauss and The Devil Himself,
have Hellfire versions. These are marked with a flame icon
in the upper right corner and a text box framed with flames.
The bosses have been adjusted to be more difhicult to beat,
either with higher ranked default hands and/or enhanced
special abilities. Those changes appear as red type in the text
box. You can play a game with all Hellfire bosses or can seed
in as many as you like.
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HOLO GAME / THE GAMBLERS

The solo game for Hell of a Deal does an excellent job of
preserving the the high-stakes feel of the multi-player game.
However, you're gonna need help. Enter The Gamblers.

The Gamblers are a set of 13 tarot-size cards that simulate

Gamblers will join your table before Round 1, Round 3 and
Round 5. To assure the come out at the proper time, sequence
the cards into the Boss deck. Insert one in front of Nick
Hauss, another Gambler two cards above it, and the third on
the top of the Boss deck, as shown.




Then, place on the card 2 number of Gambler tokens equal to
the number of (&) symbols shown.

THE LG LER Name

Dealt Cards
and Orientation
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Gamblers do not play their cards. They do not participate in the
Showdown. Boss abilities do not impact them. The cards they
have simply simulate having another player’s hand available to
reveal information and for swapping.

For this reason, your “Reveal 2 Cards” chip

So, you will have to decide how important having access to
their cards may be moving into the next round vs using their
Jast token to activate an ability. Imagine the benefit of having
all three Gamblers at the Big Table against Nick and The Devil
Himself. Still, some of those abilities may just be the clutch
play you need early on.

SNINNING THE GAME

Like the multiplayer game, you win if you can beat The Devil
Himself, without losing first. A loss will always void a win.
JosiNG THE GAME

You lose the game if either of the following occurs:

Temptation: You reach the 10th space on the
Temptation Track. Gamblers do not suffer Temptation.

Souls: When facing NICK HAUSS or THE DEVIL

“S0... YOU'RE SAYINGSTHERE'S A CHANCE.”
¥ <
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of poker. Likewise, we have used
Round to lessen confusion between a

Hand of poker and your Poker Hand.
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»** EENIE MEANIE S%g

The current High Card of
the Community board, as wefl as
any cards of macching valee,
cannit be used by players.
{Breat o oo B rarde)
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On the odd chance that his ability
makes it impossible to form a 5-card
hand, rank what legal cards you can
play. Hands requiring 5 cards
(Straights, Flush, etc) will not score

with fewer (w/o a Favor that allows it).

If you play a Favor.
draw a Curse for next roand.

Alfter 1 Flop, reveal 3 cards from the
deck, Ay cards manching the vakue of 2
Commumily card are stached omto the
matching cand (Max 8 Hscard the rest.
Repeat for the Torn and River. Added
tards are legal Community cards,
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RED JACK

Deal plavers 2 faceup cards. gt 3,

1 3t amytime your hand tegals ever I1,

sifler a Temmprarion & draw a Carse.
At exacthy 21, you rarn | Soel.

hlser I.:rj. reveals i the Showdown, deal
cards 1 bz hand unidl thr mead is over 1,
Ie can use all the cards as part of bis band,

W ower 21 he must sz his defauk Baad.
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I wne or more % are placed into
the Flep: players must suffer a
tation or Fold.
Repeat for the Term and River.

Players wive doa't o may
bet TW chiips o teir next ber.
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When you bet 2 chips, both chips

will activate as normal. Choose which
chip to play first and complete any
abilicics before betting the sccond
chip. lavers may be played before
and/or after the sccond chip.

«** TUE BOATMAN Swg

Afier hemds are dealr; deal | Tageap
“Tofl" card wewr to THE BOATMAN.

Players can't use cands maching a Toll
cand’s wvalue in their scoring hasd umless
they pay a Soul, THE BOLTMAN may nse

the Toll card in their sooring hasd.

doess et e red
Even with the added cards, the Boss

can only use the best one or two of
their cards, not more than that.

(ue uf 2ll Busses, unless stated otherwise)
‘Ihe extra cards just provide added
options. 'Lhc cost of a Soul is a per
card paymeat. If the Souls pot is
empty, players may not use his abilicy.

«** [EOLY ALDDR %ee

At any time o their twrn. players
may draw an additiosal card and
may chesse te suffer | Femptation.

Il they do mot suller | Tempration,
DEDLY ALMYE draws an

additienal card a5 well,
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Repeat any number
of times. 'The card

dravn is a standard F
poker card.

You cannot
draw Tavors
with his

:lhility.

Beefore betting the Flog, all players
simuttaneously give a card 1o the Dewil
froen their hand. face up. He may sl

omly wit § cards.
You may pay | Soul te avnid this effect.

The intent is to have all players chose a
card in private and reveal their choice
all at che same time, no take backs.

We recommend a “1, 2, 3... reveal!”

After each herting phase, all players
discard | card From the deck. If 2 UK

is discarded. thar player must Fobd,
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Not to be confused with Burning a
card before a betting phase. This is a
sudden death check that each player
must face. Each player draws a card
and discards it to see if they may
continue to play the round.

BURNIE

All cards im the discand pile
are part of Burnie's hand.

Dince: per round, | player may take a

Curse to swap 3 cand Irom the discard
pile with ome from the Commenity
board as a free action,
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It is HIGHLY recommended that
anytime you interact with the discard
pile or the Community board that
you ask if any player has an issue with
you taking or removing a card
from its current position. It is a
cooperative game - and they be
counting on it. Just limit your
conversations to what is
known/revealed without
discussing what you may be
able to do with it.




(ORDER OF OPERATIONS

1 (Solo Play Only) Reveal and Set up Gambler, if any.
2 Reveal the Boss

3 Resolve Curses (if any)

4 Deal cards to Players & Boss

5 Play a Round
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