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Rakmin Mini Game
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Chapter 1: Proving Worth
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Chapter 2: Chief’s Request
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Chapter 3: Prepare for Battle
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Chapter 4: Rescue the Scouts
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Chapter 5: The Tournament
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Player Turn  Reference
1st Travel: Move Phase – Players can move 
one tile per turn. Players can skip moving. 
2nd Hunt: Draw Phase – If players end their 
move phase on a tile with a deck, they must 
draw at least one (and up to five) cards.
3rd Battle: Combat Phase – Players compare 
Speed, Power, and Defense with a creature or 
the combined stats of a group of creatures. 
Speed determines who hits first (ties go to 
the hunter). In order, determined by speed, 
players and monsters exchange hits equal to 
their power and deplete their opponents’ 
defense until one or the other is defeated.

Weapon Skills are put into effect at the 
start of battle. Only one may be used per 
battle.

Quick Shot – Discard one and only one 
card of bones. Bones x Weapon Power = 
Quick Shot Attack. This attack happens 
before speed is even compared. If Quick 
Shot does not kill the target, the battle 
begins with the target injured. 
Berserk – Players’ defense is dropped to 1 
and their power is doubled. Because 
defense is dropped to 1, players cannot get 
hit without being defeated.
Guard – Players’ speed is dropped to 0 and 
their defense is raised 10 or 20 with a 2 or 
3 star weapon.

Weapon Skills Reference


