If you are looking for a way to play Buttons & Bugs
with two Characters, try these rules as one varia-
tion.
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Please note: these are just the exceptions that allow for a two player
game. You will still need to learn the rules of the solo game in order
to play this properly. If you have any thoughts, I'm dsrtrosy at BGG.

1. Set up the game for Scenario 1 as usual. Read the \
cards and place all the pieces for your enemies.

2. Choose two Characters and determine which is
the leader for the scenario. Place that
mini on the doorway, and place the sec-
ond mini behind one space and to the
left so that it is one space farther from
both of the enemies (see image).

As an aside, you will play both of these
characters’ special scenarios.

tormy first 2-player game, [ chose the
Silent Knife and the Tinkerer. I decided
the Silent Knife could be the “leader”
and start on the doorway and set the
Tinkerer behind her and slightly to the
left. The enemies (Bandit Guards) are
already set up with their health rackers,
ready to play.

3. For Scenario 1, remove the fourth card for each Character, as listed on the back of their Character
Sheet. For example, I removed Quick Reflexes for the Silent Knife and Net Shooter for the Tinkerer.

Image sources: Sarah at Big Girl Games, Mabel Amber from Pixabay, OpenClipart-Vectors from Pixabay, Gordon Johnson from Pixabay



4. Roll a D6 to determine where the cube will start on the
Hero Battle Guide. Roll the D6 again to determine the same
for the Enemy/Monster Battle Guide (see image).

NOTE: The only real disadvantage I can see to playing two
Characters is the lack of components for the second player
or any added monsters (because buckle up - there are lots
more monsters!). In Scenario 1 there are probably going to
be enough cubes and health turners to play without adding
outside pieces, but future scenarios will begin to get tight. I
recommend finding cubes that are different colors or shapes
from those that come with the game, and doing the rest with
pencil and paper.

5. Play Scenario 1 as usual EXCEPT at the end of Round 1,
spawn another Bandit Guard at or adjacent to Enemy Space
#1. It will become active at the start of the next round. At

the end of Round 2, spawn another Bandit at or adjacent to
Enemy Space #2. It will become active at the start of the next
round. Use the other colored cubes from this box, or compo-
nents from other games as needed.

tor the Character Guide [ rolled a I and
Jor the Enemy Guide I rolled a 0. This

s a suggestion I read on BGG when [
Jirst got the game and have been using

i religiously ever since. Don t forget to

move that cube every time a Character

or knemy attacks!

NOTE: For an easier game, you can skip the second spawning. One common complaint about
the game - although it’s what I find the most fun and puzzly aspect of it - is that almost every
scenario is won on the final turn/final card. That will likely often be the case here if you spawn
that second Bandit Guard!

6. Read The Collector. Assign an item from the “That Shrinking
Feeling” card to one of the players, but don't give away the Scenario 1
card yet. For the rest of the game, you will always use one
already-played Scenario as an additional room.
Assign an item from The Collector card \ \ ‘
to the other player. '
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7. Place the Scenario 1 card in such a way that the characters’ entrances are close to each other
and movement hexagons make sense in both directions. As you can see in the photo, it makes for
a rather large set of hexagons in the row between the cards, but you can consider them to connect
the two rooms as a single row. You can overlap them even more than shown here (see image).

One character rushes in to the new scenario and the other stays behind as rear guard. The forward
guard will start on the doorway in the new scenario, and the rear guard will start on the older
room’s doorway. In future scenarios, only the one who rushes in takes special rules from the new
scenario, such as Muddled, and only the starting monsters in the new scenario receive any buffs.
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8. Put one enemy from Scenario 1 (Bandit Guard) the next round. As soon as the second player plays
at Enemy Space #1 on the Scenario 1 card. Set up their first Side B card, do the same with the enemy
the new Scenario as directed (image above). at Enemy Space #2. If both play their first Side B
card in the same

In future sce- round, both will
narios, always NOTE: You can always use the last Scenario played as the spawn!
put one of the room your rear guard character is protecting, however, that
enemies that may limit your item choices. You can always use Scenario 1 or 11, As with other
would have a common scenario from which no one wants an item. How- games in this
started on ever, you can’t use a specialty scenario for a character you are series, if your only
Enemy Space not playing. goal is to defeat
1 in the al- the monsters, you
ready-played may exhaust one
scenario into play at the beginning to make a more  character and still beat the scenario. The exeptions
balanced game for the 2-player variation. are:

o Scenario 8: both characters must accomplish
9. For Scenario 2, add your 4th card to your hand. the goal AND survive to defeat the scenario.

o Scenario 15: Attack the bell 3 times. It may
10. Starting in Scenario 2, as soon as one player be attacked by both characters in one round.
plays their first Side B card, spawn another Type Both must survive to defeat the scenario.
1 enemy for the new Scenario in or adjacent to o Scenario 17: the final turn of the second

Enemy Space #1. This enemy becomes active in champion must end adjacent to Space A.



