
Ages 14+Ages 14+

Steps in a Round
1) Any revealed Monsters deal Damage and do their 

effects. Players reveal a Monster(s).
2) Death Save/Reload players.
3) Play the first card of the trick.
4) Play the second card of the trick.
5) Determine the highest-ranking player. That player 

wins the trick.
6) Deal Damage to Monsters and gain Loot. 

Terms Explained
• ““Add a cardAdd a card”” – Place a suit card face down in front 

of you. At the end of Step 4, reveal this card. Count 
its Rank, but do not do its effect.

• ““Play a cardPlay a card”” – Place a suit card face up in front of 
you. Immediately do its effect and at the end of 
Step 4 count its Rank.

• ““Assign as DamageAssign as Damage”” – Place the referenced card 
below a Monster and count it as Damage.

• ““Exhaust a cardExhaust a card”” – Turn a card sideways to show 
that it has been used and is no longer able to be 
used again.

• ““Refresh a cardRefresh a card”” – Turn an Exhausted card 
right-side up to show that it is now able to be 
used again.

• ““Lethal DamageLethal Damage”” – When a Monster has Damage 
that equals its Health.
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Page 001
Form 1
Card #: 1
Card Name (Title): Brr-zerker
Card Master: Class
Ability: Rage of the Ancients
Block With: 
Loot Make Image: 
Suit Type: 
Suit Element: 
Enemy Level: 
Victory Points: 
Health - 2P: 
Health - 3P: 
Health - 4P: 
Art ID / Notes:
Brr-zerker
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Exhaust this card after playing a Frost 
card ; double that Frost card’s Rank.

Rage of the Ancients
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Page 043
Form 1
Card #: 43
Card Name (Title): Paladin’s Sword
Card Master: Loot
Ability: 
Block With: 
Loot Make Image: Valora
Suit Type: 
Suit Element: 
Enemy Level: 
Victory Points: 10
Health - 2P: 
Health - 3P: 
Health - 4P: 
Art ID / Notes:
Paladin’s Sword
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Exhaust this card; Add a face Exhaust this card; Add a face 
down card from your hand.down card from your hand.

This is my house, I have to defend it.

Paladin’s Sword

Page 040
Form 1
Card #: 40
Card Name (Title): 
Card Master: Suit
Ability: 
Block With: 
Loot Make Image: 
Suit Type: Spell
Suit Element: Poison
Enemy Level: 
Victory Points: 
Health - 2P: 
Health - 3P: 
Health - 4P: 
Art ID / Notes:
Poison Spell
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If a Boss is in play, add +8 to If a Boss is in play, add +8 to 
this card’s Rank.this card’s Rank.
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Page 010
Form 1
Card #: 10
Card Name (Title): Shrooms
Card Master: Monster
Ability: 
Block With: Fire
Loot Make Image: Fire
Suit Type: 
Suit Element: 
Enemy Level: Minion
Victory Points: 
Health - 2P: 3
Health - 3P: 4
Health - 4P: 5
Art ID / Notes:
Shrooms 1, Shrooms 2 Arrange into a group. 
Lighting correction needed to look uniform.

Minion22

33

RareRare
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Take 2 Damage.
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Shrooms

Now it’s mega-dank, are yo
u happy?

Now it’s mega-dank, are yo
u happy?

66 Character Class Cards Character Class Cards

23 Monster Cards23 Monster Cards

23 Loot Cards23 Loot Cards

4 d20 Health Trackers4 d20 Health Trackers
68 Suit Cards68 Suit Cards

(Melee/Magic/Guns/Ace)(Melee/Magic/Guns/Ace) 2

The First person to reach:
60 Victory Points in a 2 player game60 Victory Points in a 2 player game
50 Victory Points in a 3 player game50 Victory Points in a 3 player game
40 Victory Points in a 4 player game40 Victory Points in a 4 player game
Wins!Wins!

Game Contents

1

Enter the Chaos Chamber with Tiny Tina as your 
“bunker master’’!  

In this game for 2-4 players, 
each player chooses a class 
and starts with a hand of 10 
cards. These cards are broken 
up into 3 Suits, Melee, Guns, 
and Magic, along with a few 
Ace cards. The game is simple; 
you will play your cards in 
front of you and attempt 
to take the trick by ranking 
higher than the other players. 
If you are victorious you 
gather the cards from the trick 
and use them to deal Damage 
to Monsters. If you manage 
to finish off a beastie you get 
loot! But be careful! If there 
are any Monsters left standing they will dish out some 
damage too!

How To Win
Players will play cards from their hands in an attempt 
to have the highest Rank and take/win the trick. Once 
the cards from a trick are won they are used to deal 
Damage to Monsters. If you kill a Monster, you gain 
Loot and Victory Points! 



Space 
for

Monsters ...

4

• Divide the Loot Cards into decks by their colored   
 backs and shuffle each deck.• Choose your difficulty, Balanced or Intense. • Shuffle the Suit cards and deal 10 cards to each 
 player. This is their starting hand. Place the 
 remaining Suit cards face down in the center of the 
 playing area. This is referred to as the Deck.

Deck

Discard
Deck

Monster Deck

Space 
for

Monsters

Space 
for

Monsters

Space 
for

Monsters

3

Game Set Up• Each player gets a D20 Health tracker. First, all players  
 roll their dice, the player who rolled the highest will   
 go first during the first round. Then, players set their 
 Health to 15 by rotating the D20 to 15; this is the   
 player’s starting Health.• Each player selects a Character Class card. Players 
 may do so randomly or they may choose in order of   
 highest dice roll. • Shuffle the Monster cards and place the Monsters 
 face down in the center of the play area. Reveal the 
 top Monster and place it face up on the Monster   
 deck, it is considered “revealed” and is active.



Page 010
Form 1
Card #: 10
Card Name (Title): Shrooms
Card Master: Monster
Ability: 
Block With: Fire
Loot Make Image: Fire
Suit Type: 
Suit Element: 
Enemy Level: Minion
Victory Points: 
Health - 2P: 3
Health - 3P: 4
Health - 4P: 5
Art ID / Notes:
Shrooms 1, Shrooms 2 Arrange into a group. 
Lighting correction needed to look uniform.
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RareRare
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Take 2 Damage.
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Shrooms

Now it’s mega-dank, are yo
u happy?

Now it’s mega-dank, are yo
u happy?

“Block With” “Block With” 
Element (Minions & Element (Minions & 
Badasses only)Badasses only)

NameName

Loot type that is Loot type that is 
droppeddropped

Card Card 
EffectEffect

Health ValuesHealth Values
(for 2 Player, (for 2 Player, 
3 Player and 3 Player and 

4 Player)4 Player)

Monster Type Monster Type 
(Minion, Badass, (Minion, Badass, 
or Bossor Boss))

6

• SuitsSuits – There are three suit types, Melee ,  
 Guns , and Spell . Aces  are wild. • MonstersMonsters – Monsters are what the players are   
 fighting against. Monsters deal Damage to players   
 and drop Loot when they are killed.

Step 1 : Monsters Deal Damage
(Skip this step for the first round) Monsters in play deal 
Damage beginning with the Monster on top of the 
Monster deck. All Monsters currently in play resolve 
their effects. Monster effects affect all players. Players 
may discard a card from their hand with the element 
that matches a Monster’s “Block With” element to 
block Damage from that Monster, this cannot be done 
to block the “Reveal a Monster” effect. When taking 
damage, subtract your Health by the Damage you 
have taken. Keep track of this by rotating your Health 
Tracker to your new Health value.

Card Type

Team 
Affiliation

5

How To Play
Tiny Tina’s Wonderlands: The Chaos ChamberTiny Tina’s Wonderlands: The Chaos Chamber is a 
trick taking game played over a series of rounds. Each 
round is made up of the following phases of play.
1) Any revealed Monsters deal Damage and do their   
 effects. Players reveal a Monster(s).
2) Death Save/Reload players.
3) Play the first card of the trick.
4) Play the second card of the trick.
5) Determine the highest-ranking player.
6) Deal Damage to Monsters and gain Loot.

Core Concepts• RankRank – refers to the number in the corner of   
 Suit cards. When determining which player has 
 the highest Rank, add up the Rank on the cards 
 that a player has played. 
 Note:Note: Aces have 0 Rank.• TrickTrick – refers to the series of cards being played   
 that takes place between Step 3 and 4.• RefreshRefresh – means to turn a card upright, showing   
 that it can now be used.• ExhaustExhaust – means to turn a card sideways, showing   
 that it cannot be used.• RevealReveal – means to flip a card so that it is face up   
 for all players to see.• ElementsElements – There are four elements, Fire ,  
 Frost , Lightning , and Poison . Elements 
 can be used to block Damage from certain 
 Monsters or are used when certain abilities call 
 for them.
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Note:Note: Cards with this symbol  are Aces. Aces are a wild 
suit/element, the player who plays an Ace must announce 
what suit (and element if it matters for their play) they have 
chosen this card to be. If a player is following suit, the player 
must announce it as the matching suit. Aces can be played to 
follow suit even if the player has other cards of that suit.

Step 4 : Play the Second Card of the Trick
Once all players have played their first card, the player 
who went last gets to now go first by playing a second 
card. They do not have to follow the original suit. Each 
player in counter-clockwisecounter-clockwise order plays a card matching 
the new suit. Players follow the same rules as when they 
played their first card. 

Note:Note: If a player would start the 2nd round of the trick but 
is out of cards, they draw a card from the top of the deck to 
determine the suit for this trick, and then discard that card.

7

Then, if you chose Balanced difficulty, Reveal 1 Monster; 
if you chose Intense difficulty, Reveal 2 Monsters. 
Newly Revealed Monsters will not attack on this step.

Step 2 : Reloading and Death Saves
If any player has 1 or no cards in their hand at the 
beginning of a round, they take 3 Damage. This may 
cause them to die. If still alive, they draw back up to 
10 cards. This is called ReloadingReloading.

Any dead players (players with no Health remaining) 
discard all cards in their hand, draw a new hand of 10 
cards, and reset their Health Tracker to 15. Then, they 
lose their highest Victory Point Loot card, returning 
it to the bottom of its matching Loot deck. Finally, 
they Refresh their Character Class card if it was 
Exhausted. This is called a Death SaveDeath Save.

Step 3 : Play the First Card of the Trick
The player who had the lowest Rank in the previous 
round plays the first suit card (For the first round, the 
player who rolled the highest goes first). Each player, in 
clockwiseclockwise order, plays a card matching the played 
suit. Reference any card effects and trigger them 
when applicable. Players may play cards that are off 
suit (even if they could play on suit), if they do so, 
they take 1 Damage, do the card’s effect, and then 
immediately assign that card as Damage to a 
Monster. This card is not counted in the trick.



Page 018
Form 1
Card #: 18
Card Name (Title): Cyclopes
Card Master: Monster
Ability: 
Block With: Poison
Loot Make Image: Poison
Suit Type: 
Suit Element: 
Enemy Level: Badass
Victory Points: 
Health - 2P: 4
Health - 3P: 6
Health - 4P: 8
Art ID / Notes:
Cyclopes
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Page 024
Form 1
Card #: 24
Card Name (Title): Ribula
Card Master: Monster
Ability: 
Block With: 
Loot Make Image: 
Suit Type: 
Suit Element: 
Enemy Level: Boss
Victory Points: 
Health - 2P: 6
Health - 3P: 9
Health - 4P: 12
Art ID / Notes:
Ribula

Boss22
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LegendaryLegendary
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Take 3 Damage.  
Discard a card.

Ribula

12

9

6

It’s... 
RIBULA!  

It’s... 
RIBULA!  

ROLL FOR INITIATIVE!

ROLL FOR INITIATIVE!

Page 010
Form 1
Card #: 10
Card Name (Title): Shrooms
Card Master: Monster
Ability: 
Block With: Fire
Loot Make Image: Fire
Suit Type: 
Suit Element: 
Enemy Level: Minion
Victory Points: 
Health - 2P: 3
Health - 3P: 4
Health - 4P: 5
Art ID / Notes:
Shrooms 1, Shrooms 2 Arrange into a group. 
Lighting correction needed to look uniform.
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Monsters are broken up into Minions, Badasses, and 
Bosses. Minions will drop Rare LootRare Loot (least valuable), 
Badasses will drop Epic LootEpic Loot, and Bosses will drop 
Legendary LootLegendary Loot (most valuable). The more valuable 
the Loot, the higher the Victory Points and the better 
the card’s ability!

When a Monster takes Damage equal to its Health the 
Monster is killed and drops Loot. The Monster’s card 
is removed from play, its Damage cards are placed 
in the discard pile, and its corresponding Loot card 
is drawn (but not revealed). The winning player takes 
their first pick of any Loot cards that are drawn. If 
more than one Monster was killed and multiple 
Loot cards are up for grabs, players take 
turns claiming the loot in order of highest 
Rank, starting with the player who was 1st 
in the trick, followed by the player who 
got 2nd, and so on until all loot has been 
claimed. If all players are able to draw a loot 
card and there are still loot cards available,  
start the cycle over again.

9

Step 5 : Determine the Highest Ranking Player
All players now add up their total Rank on cards they 
have in front of them (some cards may be facedown, 
turn them face up and add their Rank too). The player 
with the highest total Rank wins the trick! If there is 
a tie, the highest printed Rank of a played or added 
card takes the trick. If there is still a tie, reference the 
weapon type on the highest card of the tied players, 
Gun  beats Melee , Melee  beats 
Spell , Spell  beats Gun . If there is still 
a tie do the same for the 2nd highest card of the 
tied players. If there is still a tie, determine the 
winner with a quick game of rock, paper, scissors, 
sudden death.

Step 6 : Deal Damage to Monsters and 
Gain Loot
The winner of this trick gathers all the suit cards 
played during the trick from in front of all players. The 
winner now uses the cards to deal Damage to any 
revealed Monsters. Each card equals 1 Damage. The 
winner can assign Damage in any way they see fit 
but all Damage cards must be assigned to a Monster 
(if possible). Assigned Damage is placed below the 
selected Monster. Cards assigned to a Monster as 
Damage stay with that Monster until that Monster 
is killed.

 



12

Other Details• Play vs AddPlay vs Add – When you PLAY a card you place it 
face up in front of you and add its Rank to your 
total AND do its effect. When you ADD a card you 
place it face down in front of you and add its Rank 
to your total at the end of the trick, but do not do 
its effect. Once a card is added, no one (including 
yourself) may look at the card. If a card is added 
from somewhere other than your hand, you may 
not look at the card at all.• Using Loot and Class cardsUsing Loot and Class cards – Players may only 
use their Character Class card’s and Loot card’s 
abilities when it is their turn to play a suit card 
during a trick (unless the card specifies otherwise).  
There is no limit to how many cards a player may 
use at a time. • Monster DamageMonster Damage – Whenever a Monster takes 
Damage equal to its Health it does not die until 
Step 6 (unless a card effect says otherwise). The 
Damage will stay on the Monster and no more 
Damage can be assigned to it. If a player needs to 
assign Damage to a Monster and all the Monsters 
in play have already taken lethal Damage then that 
Damage is discarded.• Reshuffling the DeckReshuffling the Deck – When all cards in the Deck 
are drawn, take the discard deck, shuffle it, and 
place it in the center of the play area face down. 
This is the new Deck.
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Page 043
Form 1
Card #: 43
Card Name (Title): Paladin’s SwordCard Master: Loot

Ability: 
Block With: 
Loot Make Image: ValoraSuit Type: 

Suit Element: 
Enemy Level: 
Victory Points: 10
Health - 2P: 
Health - 3P: 
Health - 4P: 
Art ID / Notes:
Paladin’s Sword
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Exhaust this card; Add a face 

Exhaust this card; Add a face down card from your hand.
down card from your hand.This is my house, I have to defend it.

Paladin’s Sword

Page 048
Form 1Card #: 48

Card Name (Title): Wizard’s Pipe

Card Master: Loot

Ability: Block With: 
Loot Make Image: Hyperius

Suit Type: 
Suit Element: 

Enemy Level: 
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Health - 3P: 

Health - 4P: 
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 leads the trick; assign 

that card as Damage to a Monster. 

that card as Damage to a Monster. 

If this deals lethal Damage to  

If this deals lethal Damage to  

the Monster, kill it and draw its 

the Monster, kill it and draw its 

Loot card.

Loot card.
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Wizard’s Pipe

pew pew!
pew pew!
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Note:Note: If the Monster that is face-up on top of the Monster 
deck is killed, immediately reveal a new Monster.

Last, check to see if any player has reached or 
exceeded the needed Victory Points to win, if not then 
move on to the next round. If a player has reached or 
exceeded the needed Victory Points, the game ends 
and the player with the most points wins! In case of a 
tie the player with most loot cards wins, if still tied the 
player with the most Health wins, if still tied then the 
player with the most suit cards left in their hand wins, 
if still tied, decide the game by a final match of rock, 
paper, scissors, baby!
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FAQ
What happens if there are no cards left in the Deck 
or discard pile?
If this happens, ignore all effects that reference 
drawing cards or assigning cards from the deck 
or discard pile until cards are placed back into the 
discard pile.
 
What happens if I Death Save and there are not 
enough cards to draw a hand of 10?
In this case, you may draw cards that are assigned as 
Damage from underneath Monsters until you have 
10 cards in your hand. This is optional and you may 
choose to leave the Damage or only take some of the 
Damage and not draw all the way up to 10.
 
What happens if there are no more Monsters in 
the Monster Deck?
Ignore any “Reveal a Monster” effects and play 
as normal.
 
What happens if all Monsters are killed and no one 
has won?
The game ends and the player with the most Victory 
Points wins!
 
What happens if there are so many Monsters that we 
all keep dying every round?
In the rare event that all players are killed, Death 
Save, and are killed again in the next round, your 
party is wiped! Reset the game and try again.
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