WHO'S READY FOR A
MOTHA-HUMPIN' TEA PARTYYYY?!

You are cordially invited to a tea party of the most claptastic variety.

What do Vault Hunters do over tea? Mess with Claptrap, of course.
All your favorite Claptraps are here to ridicule. We've got Pirates and
Sheriffs, Wizards and Gentlemen. Dive in some dumpsters, swipe
some parts, and build your bot. Race to be the first one to get your
Clappy decked out with the right parts to win!
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Be the first to finish your Claptrap by building two arms,
a hat, and a wheel of a single Claptrap. y€ cg|| that sking

Setup
Each player chooses one CLAPTRAP BODY and places

it in front of them in clear view of all players.
(Put any unused claptrap bodies aside; they won't be needed)
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Choose a Claptrap
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This is the SCRAPYARD
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The style of each CLAPTRAP BODY determines the
skin of the Claptrap that player is trying to build. waitr
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Shuffle the deck of cards and place it in the middle of
the table; this is called the Stash. Tyo.c what T cal Ar‘andmg!
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The corner of a part card
shows it's type and skin.

As play progresses, a discard pile will be formed next to
the Stash; this is called the Scrapyard. A
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The first player is chosen at random, then each player is
dealt 3 cards. Skip your Discard phase on turn one.

CL4P-TP  Wizard Pirate

Taking Turns

Each turn has three phases:

o Build (o stff)

You may either ATTACH a PART CARD to any Claptrap
(Arm, Hat, or Wheel), or PLAY an ACTION CARD. Attach
one part or play one action, not both.

Diseard (scrap s+iff)

You may discard any number of PART CARDS from your
hand as long as they are all the same skin or type

(wild parts count as any skin). You may also discard any
ACTION CARDS by themselves or in combination with
parts. If you have more than 5 cards in your hand, simply
discard until you have 5.

Draw (g+ stf f)

You end your turn by drawing cards from the STASH until
you have 5 cards in your hand. If you already have 5
cards, you're done and your turn is over. If the STASH
runs out, shuffle the SCRAPYARD; it becomes the new
STASH.
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Note: Do not shuffle the Scrapyard until the Stash is
empty AND a player is forced to draw a card. Lite 6
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After your turn is over, play continues
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clockwise around the table.
or what€vs, you g€+ it.

Winning the Game

You win when your Claptrap has two arms, a hat,and a
wheel that all match the skin of your Claptrap Body.
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Playing Actions
To play an ACTION CARD, perform the action
on that card. Then put that card in the Scrapyard.

OOOf)\~’)O'

card from the Scrapyard ‘

= o 3P Your hand. You may play 1

\ “Mliately if any Claptrap has |
{@re parts than yours.

Reveal the top 7 cards j ‘
| From those attachone "o oW ———
Claptrap or put one ¢
hand. Scrap the
Scrap a part from any Claptrap.

2
You may attach a part this turn. Rhotchuaies

Feelin’ lucky, sug

; o You lost me at “instead of punching..."

/7

- j“
\
~

A,
There are also BONUS ACTION CARDS with (&
inthe corner. T yade 4, myself and i 5 DA BOMB.

] 145
ks e Y

SWIPE

7 E— E— e
g o o 6 o« b 7 0 0 6 o r%uo T

card at random from
ther player's hand.

Stop any card from being played.
Scrap that card.

Get it, girl!

~ Fool, you partied wrong!

BONUS ACTIONS can be played at ANY TIME,
even as a reaction to someone else finishing

their Claptrap! +
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Attaching Parts Make +hat ‘+rap look Langm’!
To ATTACH a PART CARD, place the part on the
corresponding area of a Claptrap’s body. Parts may
be attached to any player’s Claptrap as long as that

Claptrap doesn’t already have a part in that spot.

Note: The deck has 4 WILD PARTS. There is one HAT,
one WHEEL, and two ARMS. These can be played on ANY
CLAPTRAP BODY. They are considered to be the skin of
the Claptrap they are attached to.
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GLOSSARY

ATTACH Place a Hat, Arm, or Wheel part on

the correct open space of a Claptrap

SCRAP Place card(s) into the scrapyard

SCRAPYARD The discard pile

STASH The draw pile

REVEAL All players may see these cards

Other Notes

Claptrap BODY cards do not count as parts and can’t be scrapped
or removed.

Players may look at any or all of the cards in the SCRAPYARD at
any time.

Party Foul! can be used to stop any other card from being
played, even another Party Foul! card.

Although you need a hat, a wheel, & two arms of the correct skin
to win, the two arms do not need to be different from each other.

Example: A winning Claptrap can be holding two pizza
slices or two wands or two canes. (Yes, one of the arms
will technically be upside down.)

True Vault Hunter Mode

If you want a slightly more challenging game mode:
Start with a normal game. When a player completes
their Claptrap, rather than ending the game, they flip
over their body card, scrap all their parts, and start over.

All other rules play the same as before but the win
condition is different.

How to Win TVH Mode:

Build a Claptrap with 4 parts that are all the same skin
using the Body Card back (a digistructing Claptrap) as
your body card.

Credits

Published by: Nerdvana Games & XYZ Game Labs
Game Design: Adam McCrimmon & Tiny Tina

Game Development: Jordan Miller & Michael Waid Jr.
Art: Noelle Pugh & Brian Cozzens

Design & Creative Consultants: Kristy Pitchford, Mikey
Neumann, Nolan Lee, Cathy Brown & Randy Pitchford
Rules Editor: Mikey Neumann and Tiny Tina
Playtesters: Noah Miller, Chris Maniscalli, Lauren
Nepomuceno, Bryan Parrish, Joe Moeller, Jeff Olds, Sam
Schoenberg, Rob Huber, Brendan Riley & The Millers

© 2019 IPerion, LLC.

Borderlands, Gearbox and the

nerdvana Gearbox Software logos are

~ - registered trademarks, and the

games Borderlands logo is a trademark,
gseoaf.r:pao?g all used courtesy of Gearbox

Software, LLC.



