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It's 1977. You're an up-and-coming musician, 

dreaming of making it big with your band. 

Over the next few months, you'll vehearse, play gigs, write songs, 

and promote your band. With careful planning and a little luck, 

you’ll earn the most Fame and become the best new artist of the year! 
T 

video 



InRockHard 1977, you'll live the life of a late-70s up-and-coming rock and roll artist trying to make it big. The game is played over a maximum of 

nine rounds, each representing a typical day of a different month in 1977 You win the game by earning the most Fame. You get Fame both during 

the game and at the end by: 

Increasing your “Base Stats”: Chops, Reputation ,and Songs; 

Achieving Production, Performance, and/or Publicity Bonuses; 

Achieving one or more Personal Goals; 

Getting aRecord Deal and earning Royalties; 

Playing Gigs [concerts); and 

Hanging Out at the hottest After-Hours spots. 

The game begins in April and is over at the end of December or the end of any earlier round in which one of the players has achieved 50 or more % Fame. 
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;HA (4-5 Players) 

Place the board with the correct side up 
for 2-3 or 4-5 players. 

(3x Doc Sapphire and 1x Shere Darling, 
Rafael Santiago, Yolanda Delacroix, 

and Eric Fairchild) 

[with 4 knobs each to put together 
before your first game). 

(in5 colors) 
(in5 calors) (in5 colors)
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(guitar picks) 
(2-3 players only) 

(2-5 players) 
(6 x each color) o 900 

o (4-5 players only) 
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(20x Backstage, 20x Hoover's, 20x Bud's, [3x each After Hours venue 
20x Jax, and 20x Slinky's) other than Slinky's]
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Place the gameboard in the center of the table according to the 

number of players (2-3 or 4-5). 

Each plavehthoos'es aplayer color and takes the matching guitar pick 

Turn order token, Fame token, four cubes, and standee base along with 
“$1andone Candy tokens Place each player's Fametoken next to space “1” of 

the Fame scoring track on the board. 

Each player takes an amplifier, and places one cube of their color on the 

0space of the Royalty track. Set the knob marked “Craving” to 0 and a 
Low Sugartoken on the space next to it with the “Off" side facing up. Set the 

knabs for each of the “Base Stats” [Chops, Reputation, and Songs) to 2. 

Shuffle the Production, Performance, and Publicity Bonus decks 

separately and randomly choose one card from each. Place the chosen 

cards face up in the designated spots at the top of the game board. Return 
the unused Bonus cards to the box. 

a Separate the Random Gig cards into separate “A”, “B”, and “C” piles. 
Shuffle each pile separately and randomly draw three cards from each. 

" Return the remaining Random Gig cards to the box. Place the nine chosen 

cards in one face-down pile with the three “C” cards on the bottom, followed 
by the three “B” cards, and finally the three “A” cards on top. Place this stack 

on the Random Gigs space in the Night section of the game board. 

0 Separate the remaining cards into their respective decks based 

on thelr card backs and shuffle each deck separately. Set aside the 

Character, Job, Personal Goal, and Starting Life Experience cards for now. 
Place the Event, Sugar Rush and Hang Out decks face down in their designated 

spaces on the game board. 

Shuffle the five Hot Hang Out tokens [numbered 8 to12in a4-5 player 

game) face down and randomly place one in each Hang Out space on 

the game board. Then turn them over. 

00009 
Put the Candy andMissed Work tokens in separate piles in any 
convenient [ocation near the game board, along with the money. Put 

the Demo Tape and Record Contract tokens near the Recording Studio area of 

* theboard. 

: 0 The first player is whoever most recently sang in the shower—or use 
any other method you like to determine who goes first. Place the 

guitar pick of that player's color on the leftmost space of the Turn Order 

section in the upper left-hand portion of the game board. For the first round, 

play will proceed clockwise: Place each of the remaining players’ guitar picks 

so that the Turn Order section correctly reflects the :Iockmse order of play 

for the first round. 

@ Shuffle the Character cards face down. Starting with the first player and 

proceeding clockwise around the table, each player randomly draws 

two Character cards. Players then each simultaneously choose one Character 

card to keep and place its corresponding Character board in their amplifiers, 

with the playing side.up. Return the other Character cards and boards to the 

box. Find the standee for your character and insert it into the base of your 

color. 

m Players playing with Doc Sapphire, Shere Darling, Rafael Santiago, 

Yolanda Delacroix, or Eric Fairchild take their Ability tokens and place 

them on theirTharacter board. 

@ Shuffle the Starting Life Experiencecards, and one at a timé, have each 

player draw two randomly. If a player draws a second card with the 
same icon as their first card, they draw again until a different symbol is 

drawn, then shuffle any prior cards back into the deck. Continue around the 

table until each player has two different cards, representing memorable life 
experiences from their character’s past. Return any unused cards to the box 

The text on these cards is just there for entertainment. Only the icon will 

have any effect on the game. 

@ Everyone draws three Personal Goals, choosing two to keep. Return 

all unchosen Personal Goals to the box. Keep your Personal Goals next 
* toyour amplifier, secret from the other players (unless the card tells you™ 

otherwise). You may, however, look at your own Personal Goals at any time. 

m In player order, everyone draws two cards from the Job deck. Players 

then simultaneously select one to keep. Place your chasen Job face 

up on top of the space that says “Professional Musician” on your Character 
board. Return the unchosen Job cards to the game box. 

@ Shuffle the Manager cards and draw a number equal to the number of 

players. Turn those cards face up where everyone cansee them. In 

reverse player order, starting with the player to the right of the first player 

and proceeding counter-clockwise around the table, each player selects 

one of the face-up Managers and places it on the “Manager” space of their 

Character board. 

@ Turn the top card of each of the Efint and R:ildm_n Gig decks face-up. 

You are now ready to rock! 

[4 I 

PLAYING WITH 2 OR 3 PLAYERS 
The indicated set up and the example image are 
for a 4- or 5- player game. If you are playing with 
2 or 3 players make sure that you are using the correct side 
of the board. Also, use the Hot Hang Out tokens numbered 
7to 11 (as shown below). 

If you will be playing with 2 or 
(optionally) 3 players, you will also 
need to check the Rising Star rules 
on page 23,
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ELEMENTS OF THE GAME 

YGUR AMPLIFIER & CHARACTER BOARD 

MPCHOPs  QREPUTATION  [JSONGS ROYALTY CRAVING 
) o 3 a4 0 9 

: 1 3 ©5+%x2 

2 ©3+x1 

- Keyboards - Female - 

If your Reputation is less than 10, the first time you gain Reputation 
during the Day phase, gain1more. 

Remove your ability token as areminder that this ability has been used, 
and put it back it during the Clean-Up Phase. 



Your amplifier contains dials for you to track your Base Stats: ) Chops 2, @ Reputation @, and €] Songs J3, as well asyour ) Royalty 
tier (see page 15) and @J)-Craving level (see page 15). It also has a Low Sugar ON/OFF switch o The space below this is where you place your 

Character board o Your Character board shows the name and nickname of your character, along with their instrument, gender, and unigue 

special ability. You can read about their life on the back of the Character board, but that information is not relevant to the gameplay, and you are 

encouraged to make up your own back story for your character if you wish. 

Base Stats start at 2 each. Whenever you gain a Base Stat, simply increase your dial by however many of that stat you 

gained, to a maximum of 11. Base Stats can never go below 0 or above 11. If an action space (such as a Random Gig) or an sto»"' 

optional card requires you to lose more of a stat than you have you may not take that action. Otherwise, if a card effect 

would cause you to lose more of a stat than you have, you simply go to 0. 

1f you maxout any of your base stats up to 11, from here on every time you would increase that stat, youinstead gain @1 

for each increase of that stat'you would otherwise get. If your base stat drops below 11, nothing special happens until 

you max it up again. 

THE CARD DECKS . 
There are different decks of cards covering several aspects of the game, from the random events that happen at the beginning of each round, ~ . 
to the interesting situations you can find yourself involved in after hours. Each will be explained in its corresponding section, below. If the text 
of a card conflicts with a general rule, follow the text on the card. If the text of two cards should conflict, give precedence to any Event card. 
Otherwise, well... it's only rock ‘n’ roll. Resolve things however you see fit, keeping in mind logic and the spirit of the game. 

Shnuld adeckever run out of cards [i.e., a face-up card comes back up to the top of a deck], shuffle that deck’s face-up cards, turn them over,and - - 
continue drawing. Otherwise, decks shuuld not be shuffled except for the Sugar Rush deck, which gets shuffled during the [Iean Up Phase el 
every round. . . 0 

When you find a slash/ on a card (or anywhere in the game for that matter), it reads as “OR” Meaning that there will be two or more options for 
you to choose from. For example, if you are told to gain 1Fame/1 
Candy, you can choose whetheryouget Fameor Candy, but ' 
not both. & JUB EAR“S 

When an icon has a red number next to it, that means you must BXECUTIVE ASSISTANT Job cards represent what your character 
spend or pay that many units. When an icon has a black number does to earn money until they become 
next toit, that means you gain that many units. When an icon T (R a professional musician (i.e., lose their 
appears in blue, that is a requirement and means that you need e ; i job). Each Job card contains the following 
to have at least that much of that icon in order to take that * & information: 

ERE =) = The phase [Day, Night, or After Hours) 
during which you may take the Werk 

o o, action; 

e Lo = The amount of money you earn when 
Working during the proper phase; and 2 Q@ O % 

Lt . I «= Any special perks or liabilities that come 
0 s @9 = with the position. 
MONEY  CREW  RECORD CONTRACT.  0EMO TAPE 

Some characters [e.g., the Massage Therapist and the Executive - 
Assistant) work a variable shift. If you work a variable shift, you will 
roll the die at the beginning of each round to see which phase you may 

Fl 2 

Work that round: 
"\ X@ ok @ ' -Rnllnfnrz:-*--nay 

PO BN e -Rnllnfsordc%.uight 

= Roll of & or 6: - After Hours 



Af;er?o]l‘lfng foravariable shift, placea cufie of your color next to 
the name of the phase on your Job card as a reminder that this is the 
phase in which you may Work that round. : 

YoumayWork amaximum of once per round evenif you have extra 
actions available. You may quit your Job at any time during your 
current Work phase. Quitting does not require a separate action, but 

_ itcan only be done during that phase [either after you Work or before 
.you take your action that phase). 

You receive money as indicated by your Pay Rate when you place your 
character standee on the Work space of the board. Some Jobs have 
avariable Pay Rate that requires you to roll the die. In that case, you 
receive the amount of $ the card indicates according to the number 

on the die. - 

Missed Work tokens. There's more to the 
rock and roll life than working for the man, and 
sometimes you have to choose between your Job 
and your so-called “career”. If you do anything 
other than Work during your shift, you do not get 
paid and must take a Missed Work token. If you 
would ever take a third Missed Work token, you are 
fired (or you quit—you decide) and can no longer 

- take the Work action —discard your Job card. 
Time to move on with your musical career 
for good! 

I MANAGER CARDS 
Managers grant a unique ongoing special 
benefit. Some Managers have a benefit that 
can only be used once per round. If your 
Manager grants such a benefit, turn their 
card to the side when you use it to indicate 

o that it may no longer be used this round. You 
will straighten your Manager card up again 
during Clean-Up. 

&y 
[gg’ 
X2 

~Th ealaler— 
Earn @1 more when you 
play Panda Palace or 

Yenser Arera: 
Youmust pay your Manager during the 
Clean-Up Phase at the end of each quarter 
as follows [or the end of the game, if earlier 

than December): 

= End ofJune: |® 

"= End of September: 36& 

= Endofgame: 50 

If you do not have enough money to pay your Manager, you lose 
whatever money you have remaining and then 3 Fame for every $1you 
were unable to pay, to aminimum of zero (Fame and money can never 
go negative). 

Remember—your manager is not your friend! They can do powerful 
things for you, but they have a contract with you [and a very good 
lawyer!]. Do your best to make sure you can pay them. 
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These cards are revealed at the beginning of the game and remain the 
same all the way through. They represent the goals the geniusesin 
the industry want you to achieve and they will reward you with Fame 
when you accomplish them. Each bonus is available to all players and 
scores as follows: 

1112 15388 Ina4-or 5-playergame 

= Achieving the bonus first or best achieving an end-game 
requirement: 8 Fame 

= Achieving the bonus second or second best: 5 Fame 

= Achieving the bonus third or third best: 3 Fame 

= 5 Fame to the player who achieves the bonus first or best 
achieves an end-game requirement. 
No Fame for second or third. 

Ina2-or3-playergame 

If players tie for a position, they are considered.to hold that‘and the 
next lower position(s). Add the points for each together and divide 
them equally among the players, rounding down. 

Example: Two players tie for Most Chops. Add together the points 
for first and second (8+5) and divide by two, rounding down. The tied 

players each receive 6 points. Whoever has the next most Chops will 
receive or share 3 points. 

All bonus cards except for those that trigger at “End of Garne” score 
immediately when achieved.



z D FET“S[]NM'GUM. EARI]S ’ ‘ provide immediate benefits. Others affect ‘the game state at the g 
beginning of the round. Other Event cards give players a bonus when .. 
taking a certain action or allow them to take a special action once 

e — Regardless of your aspirations in show during that round. When you use one a once-per-round benefit or 
business, there is always room for personal action, you can place a reminder cube on the Event card to show that 
growth. During setup, players will draw you have used it. 
three Personal Goal cards and choose two to . 
keep. Unlike the Production, Performance, If an Event card makes a space unavailable, cover it with the card until 

and Publicity Bonuses, Personal Goals may the Clean-Up Phase. 
be scored only by the player who has drawn 

S | W RANDOM GIG, STARTING LIE XPERIENCE, 
scoreatthe end of thegame. 
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astage? Something ha 
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Youjust spent 15 minutes tryi J 
s trying to getinto your car — only ft wasnt yours. Find someone tg help locate vour car? Or call a taxi? 
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a0, % 

Many of these “when achieved” goals require you to perform a certain 
action three or more times. This type of goal has spaces on it for 
tracking your progress. Such a card must be revealed face up when 
you chooseitsoall players can seeit. 

Play Panda Palace at least 3 times. Turn this card 
face up when you choose it, and place your first 
cubeon it as soon as you play Panda Palace for One new Random Gig card is revealed every round. These are” 
the first time. Move the cube to the “2" space when opportunities to perform in unconventional places and earn _ = 

you play there a secand time and score the card = 10 something you might not be able to get otherwise. 
immediately if and when you play there a i 
third time. . StartingLife Experience cards simulate those memorable events that 

shaped your younger self into who you are today. Hang Out cards 

End game Goals, on the other hand, involve a simple condition  represent new experiences and contacts that can help you achieve 
| 2a: that may or may not be satisfied at the end of the game. your dream of Rock ‘n Roll stardom. Starting Life Experience and 

Example: Finish the game with a Craving of 3 or higher. This type Hang Out cardsinclude icons that you will put together in sets in 
of Goal should always be kept hidden from the other players and order to obtain Fame [see “Forming Sets” on page 19). 
revealed only during Final Scoring at the end of the game. 

W EVENT CARDS W CANDY CARDS 
See “Candy” on page 13. 

" Don'tyoujustloveitwhenthe 
\ _ government plays Whack-a-mole 

on the taxpayer's dime? 

" Youhaven'tseenyourbossthis | desperate since that time they asked 
‘you for candy. 

+@1 extraif you Work your regular 
Job this round. 1 No one may Hire Indie 

- Promo g this round. 

Life is full of surprises and the music biz is no exception. 

A new Event card is revealed at the beginning of every round. One of 
the players should read its text aloud as it will affect gameplay for 
everyone at the table until a new-Event card is revealed. Some Events . 



Some play for fun, some far love, some for fame, 
Somefora cruv_vd’ that keeps cafling their name, 
But I play towin, don’t accuse me, don’t blame, 

Iwant it all; that’s the name of the game. 

" —Shere Darling, “All" 

The game is played in rounds, each divided into several phases. Each 
round in the game represents roughly a month in “real time” and what 
an aspiring Rock ‘n’ Roller would do on a typical day of that month. 
During each phase, the first player will take and finish their turn, 
followed by the next player, and so on until all players have taken 
a turn during the current phase. Once all players have placed their 
standees on new spaces of the board and finished their actions there, 

move on to the next phase. All the actions available in the game are 
discussed below. 

Rounds are broken down into the following phases: o 

1. Prep Phase: Players reveal new info for the round. 

23 -‘- Day Action Phase: Players place their character standees 
" ontheavailable spaces of the Day or Anytime zones of the board 

and perform actions there. 

3. 3% Night Action Phase: Players place their character standees 
on the available spaces of the Night or Anytime zones of the board 
and perform actions there. 

4. ) After Hours Action Phase: Players place their character 
standees dn the-available spaces of the After Hours or Anytime 
zones of the board and perform actions there. The initiative for the 
next round will be determined by the actions players take during 
this phase. 

5. Clean-Up Phase: Players clean up and prepare for the 
next round. 2 

Ifyou're playing with 2 [or 3) players, you should check the Rising Star 
rules on page 23. 

ENDING THE GAME 

The game is over at the end of the ninth round (December] or any round 
inwhich at least one of the players has 50 or more Fame by the end of 
the After Hours Phase. You will still collect Royalties and pay your 

" Manager, but you will skip the other Clean-Up steps and proceed to 
End of Game scoring [page 22). 

PRI PAE 
Perform the following steps in order: 

1. RevealanewEvent card from the deck and read it aloud. The effect 
indicated prevails over all game rules for the rest of the current round. 

2. Revealanew Random Gig card for the Night Phase. Remove the old 
Random Gig card from the game. 

3. Players who have Jobs that require them to Workavariable shift 
[e.g., the Executive Assistant or the Massage Therapist) must roll the 
die to see when they are expected to Work during the current round. 
These players may wish to put a cube of their color next to the name 
of the phase on their Job card as a reminder. 

ACTION PHASES (DAY, NIGHT, AFTER HOURS) 
Play proceeds according to the Turn Order markers [gu‘lfar picks) 
placed in the Turn Order section in the upper left of the board, and will 
remain the same until the Clean-up phase (see page 20). 

4. Ifanyone is playing as Doc Sapphire, this is the only time 
when they may (but are not requjred to) give one of their 
Sapphire Ability tokens to another player of their choice. 

During each Action Phase [*, &= f ')], each player, in turn 
order, will: 

1. Optionally, before their action(s], consume Eandym once 

[see "Candy” on page 13); then 

2. Take oneaction, plus any additional actions the player gets from 
‘' Candy, card effects, or their character’s special ability. 

To take an action, put your standee on 
an available space of the game board and 
gain the benefitlisted, after first making 

sure that the space’s requirements are met and paying any specified 
cost. A slash/ indicates that you can choose between either of the 
elements on each side of the slash. For example, for you to place your 
standee on this space, you must have a demo or a record contract 
[requirement). You must then pay 52 (cost) to gain 2 Reputation and 
1Fame [benefit). A space is available if it is in the Anytime section of 

the board or the section matching the current phase AND the space is 
empty (i.e., has no standee in it) or is an Open Space [see below]. [fyou 
cannotpay the cost of an action, or if you do not meet any applicable 
requirements (such as having certain minimum stats), you may not 
use that space (unless a card or special ability provides otherwise). 
The specific actions that can be taken during each phase are 
listed below. 

If you have extra actions from Candy, you decide the order in which to 
take your actions. Once you leave a space to take an extra action, the 
space you left is unblocked. Other players who go after you during the 
proper phase may use that space (as long as it remains available]. 

Open Spaces: If an action has an infinity symbol ©Q inits space, it 
may be used by any or all players. Otherwise, only one player may use 
each action space at a time. Players placing their standee onan Open 

space OO with the Push icon must place them to Enmmm—p 

the left of any standees already placed on that space. (@- ' 
You're the star here! Just push them out of your way. .



Limited Spaces: If a space is not an Open Space, it is considered a 
Limited space. Limited spaces may-cantain only one standee 
ata time unless a card or ability permits otherwise. 

AnytimeActions: Most actions must be taken during a specific phase, 
but a few (Donate Blood, Write a Song, Buy/Sell Candy—known 

@9 CANDY 529 
He handed me my coat 

And walked me to the door. 
I held out a piece of candy 

And whispered, “Just one more?”. 

— Kimmy Kim,"A Little More” 
Sometimes, rockers need a little something extra to get them 
through their difficult, busy day, even though they know it 
probably isn't good for them in the long run. Whether it's too 
much coffee, adoration from an ever-greater number of fans, or 
anything else that gets your heart pumping, “ Candy” is just the 
boost your character might need—a way of potentially getting 
extra actions in one turn, at the risk of long-term consequences. 

Every time you consume Candy (other than Sugarless Candy), 
your Craving for sugar goes up by one. This may eventually result 
in Low Blood Sugar if the Candy you consume doesn’t contain 
enough sugar to satisfy your Craving. The more Candy you 
consume, the greater your Craving, and the greater the risk. 

CONSUMING CANDY 
Consuming Candy in Rock Hard is a three-step process: 

Discard a Candy token in your possession \4\4 
and draw a card from the Sugar Rush deck. @i 

If the card you drew was anything other than Sugarless 
Candy, increase your Craving level by 1 (the card will remind 
you). Then roll the die and compare the result to your 
Craving level: 

If the number you roll is lower than your Craving 
level, you have not satisfied your Craving and must 
flip your Low Sugar token from “Off” to “On” [see 
“Low Blood Sugar” below). 

Adie roll equal to or higher than your Craving level is safe. 

Take your regular action plus any extra actions you gained 
from the Sugar Rush card in any order you want (or if you are 
Eric Fairchild, from your special ability if you are using it). You 
take these actions and play out the round even if your Low 
Blood Sugar token was flipped to “On.” Leave your standee on 
the last space you visit. 

Note that certain cards and special abilities (such as those of 

Kimmy Kim and Lisa Boyd) may allow you to re-roll the die or 
madify the number you-rollif you-have not already used that 
ability this round. 

collectively as “Anytime Actions”) may be taken during Day, Night, ot 
After Hours. They are explained in more detail on page 20. 

Once all players have finished their actions for the current phase, the 
following phase begins using the new turn order if a new round has 
begun. As soon as everyone is done with their After Hours actions, the 
players may move on to the Clean-Up Phase. 

Unless you are on an anytime action space other than 
work, you must move to a new space and may not go back 
to a space you have already been to this round. You are 
also still subject to the limitation that you may never play 
more than one gig per night. 

Do notreshuffle the Sugar Rush deck after consuming Candy (unless 
the deck runs out). The deck should only be shuffled at the end of 

each round. 

" [OW BLOOD SUGAR / RECOVERY 
A character whose Low Sugar switch gets flipped to “On” MUST 
go to the Recover space at the end of the Clean-Up Phase and 
remain there for their next Day action—or lose 5 Fame if the 
game just ended. Note that you do not go immediately to 
Recover after your blood sugar becomes low: you will take your 
action(s] and finish out the round normally, going to Recover 

(or losing Fame) during Clean-Up. If your Low Sugar switch is 
on when your turn begins, you may not gain extra actions from 
Candy until you have Recovered and your switch is off. 

8 

When you go to the Recover space, you will take no Day actions. 
Instead, you simply reset your Low Sugar switch to “Off” and 
reduce your Craving by 1. 

Voluntary Recovery: You may also voluntarily take the Recover 
action during the Day Phase to lower your Craving level 
preemptively by 1.
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When you'llj'e stuck at number two. 

— Doc Sapphire, “Bippity-Bop” 
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Rehearsing is one way to become better at your dream job and 

improve your character's “Chops” [musical ability and stage presence). 

Depending on the number of players, there can be up to two 

Rehearsal Studios available in the Day Action Phase: 

= Studio Acosts 1@ and adds1to your Chops. 

= Studio B costs 2@ and adds 2toyour Chops. 

Vt-nu may only use one Rehearsal Studio per phase, even if you 

have extra actions available. . 

Rock stars on TV? Dream on! Everyone knows FM makes careers. 

Doing an Interview at the Radio Station is free and gets you 

1Reputation. 

There are three actions that are considered “Hire Actions” related to 

the effects on several cards. These actions are Hire Indie Promo, Hire 

Publicist, and Hire Crew, and are explained below. 

HIRE INDIE PROMO 
HIRE PUBLICIST 
HIRE CREW 

HIRE INDIE PROMO 
Getting airplay is hard and payolais illegal. But the Indie Promo 

guy doesn’t care. There are two spaces that allow you to hire an 

independent promotion person to get your music played on the radio 

while keeping your own hands clean. 

The first Indie Promo space costs 3@ and requires you 

to have a Record Deal. Itincreases your Reputation by 2 

and earns you 2 Fame. 

@ The second space costs 2@ and requires you to have 

@ either a Demo Tape or a Record Deal. It increases your 

Reputation by 2 and earns you 1Fame.



HIRE PUBLICIST 
Visit this space to hire a publicist for ] @and increase your 

Reputation and Fame by 1each. 

HIRE CREW 
;’ Crew (at first just roadies, but eventually 

a sound and lighting experts, too) are needed to 3 

O play venues larger than clubs or Random Gigs. 

To Hire Crew, you must pay the cost and take a Crew 

token from the supply. Keep your Crew tokens in front 

of you so that ather players can see how many you 

have. You may have a maximum of three Crew. 

Youmay hire only one Crew per round, even if you have extra 

actions available. 

There are several spaces available for this action, some cheaper than 

others, and each space can only hold one standee at a time. So, the 

first to get here gets a better price for their Crew, but as the labor pool 

is now shrinking, players getting there later will see an increase 

in price. 

4 120 In addition, Crew becomes more expensive the 

more you hire as they become mare specialized. 

Each space shows three prices. When you hire 

your first Crew Cé, you pay the lowest price in 

the space you use. If it is the second ane CZ £ 

you pay the price in the middle, and if it is the third Cg (g Cg you 
must pay the most expensive price. 

There may never be more than one standee on any Hire Crew space 

-not even with Nigel Hawthorne-Dawe’s (manager) ability or the 

Beautiful Weather event. 

Ifyou have a Demo Tape (which can be acquired After 

% Hours) AND your character has at least the required 

Chops, Reputation, and Songs listed on a row of the 

Royalty Chart, your character can getaRecord Deal. Characters with 

Record Deals earn Royalties and possibly Fame during the Clean-Up 

Phase each round. 

The Record Company is a limited space. When you visit 

the record company for the first time, exchange your 

Demo Tape for a Record Contract token of your color 

and keep it in front of you, visible to all players. You do 

not need to start at Tier 1, but may get your first deal at 

any level for which you qualify. 

You may also use this space to renegotiate and improve your Royalty 

rate if you already have a Record Deal. 

You may not visit this space simply to block it: you must actually 

qualify to improve your Royalty tier. You may skip directly from Tier1 

to Tier 3if you qualify forit. 

Your Royalty tier is based on your stats at the time you negotiate or 
renegotiate your deal: 

RECORD DEAL 

= 238373 1. 82 

G/= 759535 | @Y |2 0wk 
/= 28 28 S8 3. @5+k2 

Keep track of your tier with the cube on the Royalty Track of your 

amplifier. You will gain the indicated money and Fame for your tier 

during each Clean-Up Phase. All players start the game witha 

Royalty of 0. 

See the discussion on Candy on page 13. 

Thered player in a 4-player game does ot yet have 

any Crew. Ontheir turn, they place their standee on 
thefirstHire Crewspace and pay $1. It is then the 

blueplayer’s turn. 

The blue player alréady has one Crew. They place 

their standee on the second Hire Crew space and 

pay $4to hire theirsecond Crew. 
0
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REHEARSE — & RANI]I]M 6168 
The Rehearsal Studios are open at night. Rehearsing at night works  Random Gigs change every round and are all considered Open 
the same as daytime Rehearsal (see page 14). Spaces Q. They do not have any minimum requirements, nor do 

they award any Fame unless Fame is specifically listed on the card 

. - - as a benefit. i 

% PI.AY A BIE You will reveal a new Random Gig during the Prep Phase eachround. 
, “A’-level Random Gigs are played during the first three rounds. 

This is what we're here for after all. It's not like you'd be wearing “B"-level Gigs are played in the next three rounds, and “C"-level Gigs 
. thoseclothes towork, right? are played starting in Round 7 Used Random Gigs can either be placed 
Players who meet a venue’s finimum at the bottom of the Random Gigs deck or removed from the game. 
requirements, as listed under the venue's 
name on the game board, may Play a 
Gig there as long as there is an available 

* space [or they have the ability to use an X 
occupied space). ‘RECORD LABEL 

SHOWCASE 
Doesthe A&R manh 

SONG 
COMPETITION 
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ething | artists borrow; 

5-6:You may Vouseriously off g immediately get or artists steal 
renegotiate aRecor| your game 
Deal, even if you day 
have aDemo Tape. | 

e === Note that PandaPalace, Yenser Arena, 
VENSER ARENA and Carter Stadium require you to have 

= ~ acertain number of Crew in addition to 
L] 98 fl_fi S!:z minimum Base Stats. Managers are not aieaDema Tope | 
mmmfi.“fl Crew and will not work a Gig. requirements. 

Carter Stadium also requires that you have a Record Deal. 

CARTER STALIUM = E 
y 4 Pop quiz,rock star 

3 \hat's tatented anll | Vou wouldn't be caveh| 1tsall fun and games. 
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Going to Bed Early is the best way to secure agood position in the 
Turn'Order for the next round. Thisis an Open Space, meaning that 

The player standees placed on the board during this more than one player may use it.Note, however, that there is no 
phase of the game will determine the order inwhichyou  “push” iconin this space. The first person to claimiit is guaranteed 
will play your actions during the following round. The to go first during the féllowing round, the second to go second, and 
number on the space occupied by each player willset *©  soon. X ' 
the new turn order: The lower the number, the earlier . 3 . 

you'll play (see “Arrange the New Turn Order” under You may-not Go to Bed Early and take any other action 

“Clean-Up Phase” on page 21). that phase (before or after), unless a card effect specifies 
otherwise. In particular, youmay not consume Candy and 
then Go to Bed Early. 

G070 BED EARLY TS 

Recording a Demo Tape at a Recording studio is required in order to 
geta Record Deal and to take the cheaper Hire Indie Promo action. 

Ina2- or 3-player game, there is one Recording Studio and Recording 
aDemo costs 3. Ina4- or 5-player game, there is also a second 
studio, which costs 

fim=—== When you Record a Dem, take a 
' DemaTape token of your player color. 
L 

To Hang Out, move your standee to an empty $pace at &ne of the five 
RAN A Hang Out locations [Backstage, Hoover's, Bud's, Jax, or Slinky's). Note 

: . that each Hang Out location will have a different Hot Hang Qut token, 

\ which will change every round. These help determine the Turn Order 
' for the following round. ) 

Each Hang Out location offers a different type of Life Experience 
(Romance, Fun, Business, Glamor, or Wild) and a corresponding 
benefit that is generally [though not always) as follows: 

Backstage (Romance =), Boost to Reputation or Songs) 

Hoover’s (Fun (-}, Candy or money) 

' ' Bud’s [Business @,Various rule-breaking advantages) 

Jax (Glamour Boost to Fame or Reputation) 

Slinky’s [Wild cfi, No special benefit, just agood time] 

f When you Hang Out, you will do three things, as set forth in more 
z detail below: 

1. Score Hot Hangouts; 

' ' Draw a card from the matching deck; then 

¥ ! Form and score aset, if able.



00092 
During the Prep Phase each round you will randomly assign a Hot 

Hang Out token to each location. These indicate which Hangouts are 
the hottest spots in which to be seen that month. Naturally, you will 
stay longer in those and need to sleep in a little later the following 
day [they have a higher guitar pick value—See “Arrange the New Turn 
Order on page 21). This will c&use you to go later in the next round 
but has a corresponding benefit: If you visit the hottest Hang Out, you 

immediately score %2 If you go to the second-hottest spot,immediately 

score % 1. 

Hang Out cards have Life experience icons on both sides to form sets 
and score points, as well as special benefits on the reverse side. When 
you place your standee at a Hang Out location, draw a card from the 

deck for that location. - 

Read the card you drew and do what it tells you to do. You may have a 

choice of effects. If so, you choose now. 

If the card allows you to gain a benefit by paying for it in some way, 
you must be able to pay in full, unless the card says otherwise. For 

-instance, if a card says you may buy 2 Candy for $1, you may not gain 
any Candy if you have no money. Similarly, if a card allows you to 
increase your Chops by 3 by losing 2 Reputation, you may not gain 

the Chops if you do not have at least 2 Reputation ta lose [i.e., your 
Reputation is less than 2). 

You may not ignore a card if you are able to performits effect unless 

that effect is optional (i.e., it says “you may” do something). If you 
are unable to perform any action on a card, nothing special happens: 
you just gain the card and may form sets with it when and if able, as 

discussed below. : 

Most cards have immediate effects, but some (particularly cards from 
Bud's).may affect an action during the next or a later round. in such 
acase, keep the card face up as a reminder and flip it face down once 
you have used it or its effect no longer applies. 

If you are everrequired to discard a card, place it face up underneath 
its deck. In the unlikely event that any face-up cards ever reach the 
top of a déck, shuffle the entire deck fother than cards in play, if any) 
and place the deckface down again. 

"Cards that have effects which haven't been.used yet can still be 

included in a set [see below). Simply leave those cards face up with its 

text visible, but grouped with the face-down cards used in the same.- 
set, until its active effect has been fulfilled, then flip it face-down 

as well. Do not discard the set, just keep the cards grouped with the 
symbols showing. | 5 
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If you now have four Hang Out and/or Starting Life Expérience cards 
that are all the same type, or all a different type, you must group them 
together at this time to create a set and immediately-gain %5. These . 
cards may na longer be used to make another set. . 

You may nat refuse to complete a%et when you can, and you nay 
not use any of the icons in that set to make any subsequent sets. 
However, Life Experience cards that are part of a set still count for 
the purpose of scaring Bonuses or Personal Goals, such as having the 
most Life Experience cards of a particular type at the end of the game, 

For the purpose of completing a set, a Wild card from Slinky's can take 
the place of a Life Experience of any type. If a Wild card can complete 
more than one set, you choose which set to complete. 

Experienees of any type other than Wild. For instance, if a 
@ Bonus requires you to finish the game with the most Romance 

icons, Wild cards do riot count toward.that Bonus, even if you.used 
them to replace Romance cards when forming a set. 

," Wild cards are not, however, actually considered to be Life 

A



£ ANVTIME ACTIGNS 
BUY OR SELLCARDY _ —/+ ©1/5@49 SRS TOIATE BLOCD WRITE A SONG 

The following four actions run.along the top part of the board and may be taken during any of the action phases [, 5 or ')]A 
Additionally, while other actions may only be taken once during a given phase, Anytime Actions [other than Work) may be taken multiple times 
if you have extra actions available [except that you may not Work twice in the same round). 

All of these are Open Spaces X0, so each of these actions-may be taken by any or all players. Players placing their standee on an 
Open Space X during the After Hours phase should shove anyone already there out of the way and place their own standee to the left of 
any standees already placed on that space. You are rentinded of this by the ?' symbol. 

& BUY OR SELL CANDY &2 WORK 
You may use this space to Buy or Sell up to three Candy tokens for Provided your character has a Job, you may take the Work action 
$1each. . . during the phase listed on your character’s Job card. To Work, place 

: your standee in the Work space in the Anytime Actions section of 
the board. If you do not Work during the appropriate phase for any 
reason, take a Missed Work token (unless your Job card provides 
otherwise). See page 9 for details on the Job cards. 

SOUND ENGINEER e 

&3 DOMATE BOOD =Y) ;(. ) 
Donating Blood is a way to earn extra money if you find yourself short 
of cash or simply want more. When you Donate Blood, take $1from _ 2{‘}1 fo 
the supply. . 

When you Record a Demo, 
pay $1less and do not draw. 

a Missed Work token. 

You may Wu}konlv once per round eve'n ifyou have extra - 
actions from Candy available. 

&Y WRITE A SONG 
Writing a Song lets you increase ~ the . .m 

~ number on yeur Songs dial by 1. net 

Note that while it can be tempting to think 9 1 
of Write a Song as an action of last resort, 4 
ignoring your songwriting is nota goodidea. 8 -2 
Original songs are required for playing larger 7 3 
‘venues, for getting a Record Deal, and for 
% r.umplgting _csrtain Goals and/or Bonuses.



= : CLEAN-UP PHASE 
Don’t let them kid you 

= It’s all about the fame. 
Or maybeit's the money, 

And maybe they’re the same. 

— Leo Love, “Love Machine” 

As soon as the last player has completed their After Hours action(s), do the following: 

Ifyou just played December or fawnfthflivmnu;l have 50 or more Fame, the gameis over immediately. Anvofie 
‘whose Low Sugar is “On" immediately loses 5 Fame. Then do points 1and 2 of the Clean-up (see below] and move ROYALTY 
on to scoring the End Game Bonuses and Goals (see next page). Otherwise, continue with the Clean-Up as follows: O5sx2 

03441 

o COLLECT ROYALTIES: Players with Record Deals collect their Royalties (money and, if applicable, Fame). 

ot Wy 
PAY MANAGER: If indicated on the Round Track, players must pay their Manager as follows: 
end ofJune—1®; end of Septemher—3@; end of the game—§H@. If you don’t have enough 

money, pay whatever you can then lose 3 Fame for every $1you are short. X ) 

ARRANGE THE NEW TURN ORDER: Before taking back the character standees from the board, 
check their current positions on the Anytime Actions and After Hours sections of the board. Place 

the Turn Order guitar picks for the next round using the values next to each of these spaces, with the 
lowest value going first. If more than one character standee is occupying the same space [other than Go 
to Bed Early), the one(s) who arrived there latest will go earlier in the next round (i.e., add their picks 
left to right, and top to bottom). If more than one standee is on a Hang Out space, the person who arrived 

later goes earlier in the next round. 
= 

, ‘ TAKE BACK THE STANDEES: Straighien Manager cards to their upright position. 
Take back cubes if relevant. Return Action tokens to your characters if relevant. 

Ifyou’s replavlngwithnraplayersandvnu are using the g 
rules, advance her cubes to the next space at this point [see pagaza] N. 

CHECK FORLOW BLOOD SUGAR: Characters whose Low Blood Sugar smt:h is “On" must go to the 
Recover space. Place their standees there now [see page 15). s 

SHUFFLETHE SUGAR RUSH DECK: If anyone consumed Candy or peeked at a card in the Sugar Rush 
deck that round, return any used cards to the deck and shuffle it. 5 Qutan! ] l 

TAKETHEHOTHANGOUTTOKENSANDASSIGNthemrandomlvtuthedlfferentHangUut & SUGARRUSH 2 I 
locations then flip them face up. o 1 

00009 
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Tl END-GAME SCORING 

In addition to Fame scored or lost during the game and the final Clean-Up Phase, players receive Fame at the end of the game for: 

= Any End-Game ] Production, Performance, = Any End-Game =] Personal Goals they achieved; 
and Publicity Bonuses they achieved; ; ) 

™ PUBLCTVBONS 
Collect themost - 4, 
Wild symbols. '9 

= %2 foreachBase Stat that is at 11, plus %2 
additionalif all three Base Stats are at 11; and 

2 CHoPs £} REPUTATION JIsones 
o1 o1 o1 

n " P’u o P’n “pn 
AT e RN 

7 3 

10 

If at any time anyone scores over 50 points, just go around the scoring track and add the final number to 50. As explained on page 10, if two 

or more people tie for an End-Game Bonus, they will score a lower amount of Fame. 

No Fame is awarded for Crew, Managers, Candy, or other tokens. 
. 

The player with the most Fame wins the game and is dubbed the Best New Artist 0f1977! 

" Ties for Fame are broken in the following order: 

1. Highest Reputation  * 

2. Mostcashon hand A 

3. Highest final Royalty tier. 

If there is still a tie after that, the players share the victory. 



. THE RISING STAR - RULES FOR 2 AND 3 PLAYER GAMES 
Rising Star card. The Rising Star will occupy the corresponding spaces 

on the game board during Round 2 (May). At the end of May, you will 

move those cubes to the next highest number spaces as indicated on 
Ina 2-player game, you will play following the base rules detailed up the Rising Star card and so on. 

to this point, but you will also need to use three cubes of a non-player i i 

color to represent the Rising Star. The Rising Star blocks or occupiesa  The Rising Star behaves exactly as a player would when she occupies 
space in each area of the game board, as set forth below. aspace, except that she does not affect player order like any other 

layer.. Ifshei: Limited Space, sheblocksiit. 
You may also choose to use the Rising Star in a 3-player game ifyou'd e 
like to make the game more challenging, but it is not required (in For reference, the spaces the Rising Star occupies each round are 
which case, just ignare this section of the rules). as follows: 

During Setup, place one cube of the Rising Star's [ - 

color in each of the three spaces on the game 4 MONTH E 3 
board that correspond to those listed next to APRIL Radio Interview i Backstage 
the number 1 (April) on the Rising Star card. wiaus l MY Rehearse = T 
These are the spaces the Rising Star will occupy vievs o 1 mh it = = 
during each of the three phases: Day, Night, and | [ S chednes] 
After Hours, Juwy Eindehesgas 1 |1 o tacefpiie Jax 

- ; Panda Palace 

During the Clean-Up Phase, you will move the Rising Star’s cubes - AUGUST feordDeal | st pehesiine] e 
to the space in each area of the game board that corresponds to the SEPTEMBER |  Hrepubicst | 5riSheropenen Hooter's 
next-highest number on the Rising Star card, [which will always OCTOBER | sehiremdiepromo | iéhservene ) Bud's 

match the current round number). NOVEMBER | Sstreindiepromo | o, Yerserhrera T 

For example, during Clean-Up for Round 1 [April), you will move all DECEMBER |  Ciomspace! GERE Sinky's 
three Rising Star cubes to the spaces numbered “2" (May) on the 3 LT 

PRODUCTION, PUBLICITY, AND PERFORMANCE BONUSES: Many of the Bonuses score as soon as they are achieved. It is easy to forget 
toscore them, soitis a good idea to check them from time to time. 

SETUP AND CLEAN-UP: It is quite easy to skip a step accidentally. It is recommended that you go through them one by one, even after 
you have a good many games under your woven leather belt. 

SCORE SWINGS: Scores can change rapidly, especially if there are a lot of “When Achieved” Bonuses in play. Don't be discouraged if you 
seem to be falling behind at first. Just focus on your own Bonuses and Goals and don't forget the small things. Fame from Royalties, Gigs, 

and popular Hang Out hotspots add up. 

REMEMBER—BEING A ROCK STARIS FUN! Save your sweat for the stage and don’t worry about playing the game perfectly. It's okay 
to miss a rule here and there. Feel free to play your role and fill in your backstory as much or as little as you'd like. And if your group enjoys 

background music while you game, check out the designer’s evolving ‘70s playlist on Spotify. 

“WHEN ACHIEVED" Bonuses and Personal Goals tend to make the game shorter, leaving you less time ta fulfill all your own goals. 
Adjust your own actions accordingly. 

IF YOUSTILL FEEL OVERWHELMED, you can easily play the game without using your Manager's or your characters’ unique abilities. 
You can add them in once you are comfortable with the overall flow of the game. Alternatively, or in addition, you can play your first game 

or two without Candy. Just ignore the part of any card that makes reference to Candy, and if you are using character abilities, do not play with 

Eric Fairchild or Kimmy Kim. 

WHEN CONSUMING CANDY: Remember that unless you are on an anytinie action space other than work, you may not go to the same 
space mare than once onyour turn and you may never Work, Hire Crew or play a gig more than once per round.



B ook ok MDKIERDN & & & & % % 
JackieFox is a Los Angeles-based designer whose games include the 

narrative adventure trilogy The Adventures of the Chubby Slugz. She is 

an avid gamer and a regular guest on numerous board game streams, 

_ including Boardgamegeek’s Game Night! (where she is still looking for 

. that first win). 

In the 1970’s, Jackie was the bass player for the “Famous Five” version of 

the groundbreaking all-female teenage rock band, The Runaways. The 

band’s music—including their hit “Cherry Bomb”—has been featured in 

dozens of feature films and television shows, including Guardians of the 

Galaxy, Stranger Things, Fear Street, Riverdale, The Boys, True Blood, 

Lucifer, Entourage, Highlander, Mrs. America, The Deuce, The OC, 

and 90210. 

Jackie is also a four-time Jeopardy!champion and former entertainment 

attorney who has been featured in several documentaries, including 

Edgeplay: a Film About the Runaways and Look Away for Sky Media. 

 And yes—many of the events in Rock Hard were inspired by her experiences in the entertainment industry. 

Only she isn’t telling which ones. 

“Jackie Fox has seen the rise and fall and rise-again of L.A. ‘s seventies’ music scene and all its indelible & 
characters. Awriter par excellence and essential role-model to many, Fox is a treasure for all-time.” 

— Cameron Crowe [director Almost Famous, Jerry Maguire, Singles, Say Anything] 
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