¢ Hit: Remove any squinkie(s) from play.
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Block: Ignore the next hit from any opponent.
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Re-gen: Bring back a squinkie that is out.

@ Lose Turn: Pick an opponent and they do not roll their dice next turn.

©9 Re-Roll: You may re-roll your Red or Blue die.

Optional advanced rules.
A player only gets the hit on the red attack die if he has a squinkie of the matching club in his
remainging crew.

If you want to play the battle game with squinkies that do not have the same icons as the red attack
die or do not have icons, you may use this rule for scoring hits. If the icon on the red attack die is
white then you score a hit, if the Icon on the red attack die is black then you miss.

When playing against more than one opponent, first select the opponent you would like to attack
prior to rolling your die.

The winner can force a trade with one of the other players for a Squinkie of his/her choice.




