24 glow-in-the-dark Chupacabra dice, starter chip, and reference card. l

If you are going to play in the dark, allow the dice to charge in direct light for
at least 30 minutes. Glow time and intensity will vary depending on the
amount and type of light exposure.

* Each dplayer takes six Chupacabra dice.
* Decide who will be the first attacker; this player takes the starter chip.
* Place the reference card near the playing area.

* Each round starts with all players rolling all of their dice at the same time.

* The player with the starter chip will attack first (see attack rules on right).

* After the first player attacks, the next player attacks going clockwise.

* Play continues until all players have attacied.

* The starter chip now goes to the next player going clockwise.

* Add the dice you earned from attacking to the rest of your dice.

* The round is now over. Play continues this way until one player has won (see below).

For a longer game - If you are down to three ot fewer dice, and you roll ALL
Chupacabras, your Chupacabras are now LOCO! With these Chupacabra
Locos, you may choose and automatically kill the largest single pack of one
animal type regardless of what kind and how large. {Chupacabra Loco!

When a player has lost all of their dice they are eliminated and
must sit out until the game is over.
The first player to earn ALL of the dice wins the game.
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Special thanks to Cryptozoologist Jonathan Dowes, director of
The Centre for Fortean Zoology, for providing us with his classified document.

Chupacabra: Survive the Night® is a registered tradematk of The Haywire Group, Inc.
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2-4 PLAYERS - AGES 8+
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