Button Men

Players:
2
Playing Time:
10 minutes and up.
Equipment:
One Button Men fighter for each player, and several polyhedral dice.
Summary of Play:
Players fight several rounds of combat, rolling dice and capturing each other's dice. The first player to win three rounds wins the game.
The Dice:
Each fighter uses several dice of different sizes, as specified by the numbers on that button. As a general rule, small dice mean speed, and large dice mean strength. An "X" is a variable die, or "swing die." You may use any die between 4 and 20 sides for this Swing Die, and you can change that die between rounds. If a fighter has more than one "X," each of those swing dice must be the same.

Clarification: A "die" is assumed to be any random number generator which produces all the integers between 1 and its rank, inclusive, in an even distribution. Dice sizes are not restricted to the common platonic solids, so for example an "X" could be -any- integral size between 4 and 20 sides. A 1-sided die is exactly that: a die with one side, which is worth one point, and always rolls a 1.
Note:
In tournament play, each player chooses his swing die at the beginning of the match, but only the loser of each round may change his swing die.
To Begin:
Take all of your fighter's dice and roll them. Arrange the dice in a row so they can be easily read. Whoever rolled the single lowest number will go first. If the lowest dice are tied, compare the next lowest dice, and so on until a leader is determined.

Clarification: If all the dice are matched, the game is a draw. If one player has more dice than the other, and all the dice which can be tied for low are tied, then the player who has more dice goes first.
On Each Turn:
You must make either a Power Attack or Skill Attack if you can. These attacks are defined below: 

· Power Attack: Use one of your dice to capture one of your opponent's dice. The number showing on your die must be greater than or equal to the number showing on the die you capture. Take the captured die out of play, then re-roll the capturing die. 

· Skill Attack: Use several of your dice to capture one of your opponent's dice. In this attack, your dice must add up exactly to the value showing on the die you capture. Remove the captured die from play, and re-roll all the capturing dice. 
Passing:
You may not pass unless you cannot make any legal attack.
Scoring:
When both players pass, the round is over. Calculate your score as follows: For each die you captured, you score its size in points. For example, a captured 8-sided die is worth 8 points. For each die of your own which you kept, you score half its size. So, keeping your own 8-sided die is worth only 4 points. The highest score wins the round, and the first player to win three rounds wins the game.
Ties:
If any round is a draw, re-play it.
Example of Play:
Shown below are the starting rolls for two Button Men players. The size of each die is not shown, but the rolls are: 

Bill:      2  4  5  13  18
Sarah:  2  2  6  9  13
Sarah goes first because she rolled the lowest single number, not counting the first 2's, which cancel out. She can't take Bill's 18, because she can't add to it exactly, and she can't overcome it with a single die. She could take Bill's 13 with her 13, or by adding 9, 2 and 2.

She decides to take Bill's 13. She removes the captured 20 from play, and re-rolls her 9, 2 and 2. Now it's Bill's turn.

SPECIAL DICE

Auxiliary

Auxiliary Dice represent special abilities or assistants of the Buttonlord (Buttonman), and are optional. Before each game, both players decide whether or not to play with their Auxiliary Dice. Usually, either both players use them, or both players don't.

Important: If you fight against a player who has no Auxiliary, and you wish to use your own, chivalry dictates that you offer your opponent the option to use an Auxiliary equivalent to your own. "Equivalent" means a die of the same size and type. In the case of Auxiliary X, each player's X's can vary independently.

Used in sets: Buttonlords 

Berserker

Berserk dice cannot be used in a Skill Attack, but may make Power Attacks normally. They also have a third attack, called a Berserk Attack, which is the equivalent of a Speed Attack. In a Speed Attack, one die can capture any number of dice which add up exactly to its value. After making a Berserk Attack, the Berserk die is replaced by a non-Berserk die half its size (round fractions up) before rerolling.

Used in sets: Bruno! 

Chance

You can re-roll your Chance Dice before the game begins, as follows: 

If you do not currently have the initiative (i.e. you are not going first) you may re-roll one of your Chance Dice. If this results in your gaining the initiative, your opponent may re-roll one of his Chance Dice. Though unlikely, this can continue with each player re-rolling Chance Dice, even re-rolling the same dice, until one person fails to gain initiative or lets his opponent go first. 

Re-rolling Chance Dice is not just a way to gain initiative, it can also be useful in protecting your larger dice, or just improving your starting roll.

Used in sets: Yoyodyne 

Fire

Fire dice are normal in all respects, except as follows: Fire Dice cannot make Power Attacks. Instead, they can assist other Dice in making Skill and Power Attacks. 

Before making a Skill or Power Attack, you may increase the value showing on any of the attacking dice, and decrease the values showing on one or more of your Fire Dice by the same amount. For example, if you wish to increase the value of an attacking die by 5 points, you can take 5 points away from one or more of your Fire Dice. Turn the Fire Dice to show the adjusted values, and then make the attack as normal. 

Dice can never be increased or decreased outside their normal range, i.e., a 10-side die can never show a number lower than 1 or higher than 10. Also, Fire Dice cannot assist other dice in making attacks other than normal Skill and Power Attacks.

Used in sets: Polycon 

Focus

Focus Dice: If a player has Focus Dice, he can change his starting roll as follows: 

If you do not have the initiative, i.e., you are not going first, you may reduce the values showing on any number of your Focus Dice. You may change as many dice as you wish, but you may only do this if it results in your gaining the initiative. 

If your opponent has Focus Dice, he may now do the same, and each player may respond by turning down one or more Focus Dice until no further moves are legal, or until one player allows the other to take the first turn. 

Important restriction: If you go first, you may not use any Focus Dice you have reduced as part of your first attack. (The second player has no such restriction.) 

The Legend of the Five Rings expansion also contained the following multiplayer rules: 

Players sit in a circle. The player with the lowest roll goes first. Players with Focus Dice have the chance to use them, starting with the player who is closest to going first, and working up. When a player is attacked, that player takes the next turn. If a player passes, the turn moves to the left. The game continues until every player passes.

Used in sets: Legend of the Five Rings 

Mood Swing

The Mood Swing, like the Turbo Swing, changes its value each time it is used--however, the Mood Swing does so randomly. When a player uses a Mood Swing to make a capture (whether in a Skill or Power Attack), she then rolls another die (preferably one not currently in play, so as to avoid confusion) to determine what die size to use next for the Mood Swing. The old Mood Swing is taken out of play, the new one is brought in in its place, rolled to determine its new value, and play continues. For a Mood "V" Swing, use a d4 to determine the new die type: 1=d6, 2=d8, 3=d10, 4=d12; for a Mood "X" Swing, roll a d6, with 1=d4, 2=d6, 3=d8, 4=d10, 5=d12, 6=d20. In tournament play, the winner of a round "resets" her Mood Swing to the die size she'd selected at the start of the round she just won, prior to beginning the next round. (The loser of a round can, of course, select whatever new size she desires going into the next round.)

Used in sets: Dork Victory 

Morphing

Morph Attack

Whenever a Morphing dice is used in an attack, it changes size, becoming the same size as the die that was captured.

It is then re-rolled. Morphing dice change size every time they capture another die. If a fighter has two Morphing dice and both are used in a Skill Attack, then both will assume the size of the captured die.

If a Morphing die is captured, its scoring value is based on its size at the time of capture. If a Morphing die is kept in play until the end of the game, it is worth half the value of its current size.

Used in sets:  

Null

Null dice are worth no points and any dice they capture are worth no points.

If a Null die (or both Null dice) are used in any attack (including a skill
attack with or without non-Null dice), the captured die is removed from the
game and not scored.

Used in sets: Origins 2000 

Option

Dice represented as "A/B" are Option Dice. You may use a die of either size for an Option Dice. For example, if your character has a "4/6" you may use either a 4-sided die or a 6-sided die in that slot.

In casual play, you can always change your Option Dice between rounds. In a tournament game, each player chooses his starting Option Dice in secret, and only the loser of each round may change dice.

Used in sets: Balticon 34, Fairies, Fantasy, GenCon 2000, Sluggy 

Poison

Poison Dice are like normal dice in all respects, except that they are worth negative points. If you keep a Poison Die of your own, subtract its full value from your score. If you capture a Poison Die from someone else, subtract half its value from your score.

Used in sets: Brom, Cthulhu, Fairies, Freaks, Orc!, ShoreCon 2000, Studio Foglio 

Queer

Queer Dice behave like normal dice when they show an even number, and like Shadow Dice when they show an odd number.

Used in sets: Fairies, Freaks 

Reserve

Starting Dice are on the right and the Reserve Dice are on the left of your Button Man. You will always play the game with the Starting Dice, and will only use some of the Reserve Dice if you lose a game round.

If you lose a round to your friend, you may move any one of your button's Reserve Dice into your Starting Dice group for the next round. When the next round begins, you will now have one extra die to use during play. This ability applies to any round, and once a Reserve Die is converted to a Starting Die, it remains in play until the match is over.

Transforming a Reserve Die into a Starting Die is not a requirement if you lose - it's always optional. Characters who just won the last round cannot transform their Reserve Dice.

Used in sets: Sailor Moon, Sailor Moon 2 

Shadow

Shadow Dice are normal in all respects, except that they cannot make Power Attacks. instead, they make inverted Power Attacks, called Shadow Attacks. 

Shadow Attack: Use one of your shadow dice to capture one of your opponent's dice. The number showing on the die you capture must be greater than or equal to the number showing on your die, but within its range. For example, a shadow 10-sided die showing a 2 can capture a die showing any number from 2 to 10. Take the captured die out of play, then re-roll the capturing die.

Used in sets: Brom, Buttonlords, Cthulhu, Freaks, Save The Ogres, Vampires 

Speed

Speed Dice are normal in all respects. They also have a third attack, called a Speed Attack, which is the equivalent of an inverted Skill Attack. In a Speed Attack, one Speed Die can capture any number of dice which add up exactly to its value.

Used in sets: Brawl, Dork Victory, Freaks, The Japanese Beetle! 

Stealth

Stealth Dice are restricted in two ways: First, a Stealth Die can never make an attack on its own; Stealth Dice can only participate in multi-die Skill Attacks. Second, Stealth Dice are significantly harder to capture than normal dice. They can only be captured by multi-die Skill Attacks, not by Power Attacks or by any other sort of special attack.

Used in sets: Howling Wolf 

Time and Space

After your starting roll, every time one of the Time And Space Dice rolls an odd number, you get to take another turn. If both Time And Space Dice come up odd you still only get to take one extra turn.

Used in sets: Wunderland 

Trip

Trip Dice can make a special attack, called a "Trip," and they do not count for determining who goes first. In all other respects, they behave like normal dice. 

Trip Attack: Choose any one opposing die as the Target. Roll both the Trip Die and the Target, then compare the numbers they show. If the Trip Die now shows an equal or greater number than the Target, the Target is captured. Otherwise, the attack merely has the effect of re-rolling both dice. 

The Trip Attack counts as your one attack for the turn, and can be used instead of either basic attack.

Clarification: A Trip Attack is illegal if it has no chance of capturing. This is posible in the case of a Trip-1 attacking a Twin Die.

Used in sets: Lunch Money 

Turbo Swing

After your starting roll, you may change the size of a Turbo swing every time you roll it. Decide on a size first, then roll the new die as usual. 

Note: In a tournament, you're not allowed to change your swing die if you won the last round. If you're using a Turbo in this case, you must start the round with the same size die as you started with last time.

Used in sets: Cheapass Games, Freaks, Wunderland 

Twin

Twin Dice appear as two numbers in an oblong frame, and are played as two small dice that add together. For example, a twin 8 is represented as (8,8) and treated as a single 16-sided die. The two 8's are rolled as one, captured as one, and scored as one 16-point die.

Used in sets: Cthulhu, Dork Victory, Freaks, Save The Ogres, Studio Foglio 

Swing Dice Ranges

	Swing Dice
	Value range

	R
	2-16

	S
	6-20

	T
	2-12

	U
	8-30

	V
	6-12

	W
	4-12

	X
	4-20

	Y
	1-20

	Z
	4-30


Roster

	Nr
	
	Set
	
	Name
	
	TL
	
	Rare
	
	Dice

	1 
	
	 Balticon 34
	
	 Social Class
	
	x
	
	x
	
	 4/6 [OP], 6/8 [OP], 8/10 [OP], 10/12 [OP], 12/20 [OP]

	2 
	
	 Brawl
	
	 Bennett
	
	x
	
	 
	
	 6, 8, 20 [SP], 20 [SP], S

	3 
	
	 Brawl
	
	 Chris
	
	x
	
	 
	
	 6 [SP], 8 [SP], 10, 12 [SP], S

	4 
	
	 Brawl
	
	 Darwin
	
	x
	
	 
	
	 4, 6, 10 [SP], 20, X

	5 
	
	 Brawl
	
	 Hale
	
	x
	
	 
	
	 8 [SP], 12, 20, 20, S

	6 
	
	 Brawl
	
	 Morgan
	
	x
	
	 
	
	 10 [SP], 12 [SP], 12 [SP], X [SP]

	7 
	
	 Brawl
	
	 Pearl
	
	x
	
	 
	
	 6, 8, 12, X, X [SP]

	8 
	
	 Brawl
	
	 Sydney
	
	 
	
	x
	
	 4 [SP], 6 [SP], 8 [SP], 10 [SP], X [SP]

	9 
	
	 Brom
	
	 Bane
	
	x
	
	 
	
	 2 [PO], 4 [PO], 12, 12, V

	10 
	
	 Brom
	
	 Bluff
	
	x
	
	 
	
	 6 [PO, SH], 12 [PO, SH], 16, 20, X

	11 
	
	 Brom
	
	 Coil
	
	x
	
	 
	
	 4 [PO], 12, 20 [PO], 20, V

	12 
	
	 Brom
	
	 Crusher
	
	x
	
	 
	
	 10, 20 [PO], 20, 20, X

	13 
	
	 Brom
	
	 Echo
	
	x
	
	x
	
	 ?, ?, ?, ?, ?

	14 
	
	 Brom
	
	 Giant
	
	x
	
	x
	
	 20, 20, 20, 20, 20, 20

	15 
	
	 Brom
	
	 Grist
	
	x
	
	 
	
	 4 [PO], 8, 10, 12, X

	16 
	
	 Brom
	
	 Jellybean
	
	x
	
	 
	
	 20 [PO], 20 [SH], V, X

	17 
	
	 Brom
	
	 Lucky
	
	x
	
	 
	
	 6, 10, 12 [PO], 20, X

	18 
	
	 Brom
	
	 Peace
	
	x
	
	 
	
	 10 [SH], 12 [SH], 20 [SH], X [SH], X [SH]

	19 
	
	 Brom
	
	 Reaver
	
	x
	
	 
	
	 4, 10, 10, 12, X [PO]

	20 
	
	 Brom
	
	 Shepherd
	
	x
	
	 
	
	 8, 8, 16 [PO], 20, X

	21 
	
	 Brom
	
	 Strik
	
	x
	
	 
	
	 8, 10 [PO], 16 [SH], 16, X

	22 
	
	 Brom
	
	 Wastenott
	
	x
	
	 
	
	 4 [SH], 8 [SH], 10 [SH], 20 [SH], X [SH]

	23 
	
	 Bruno!
	
	 Bruno
	
	x
	
	 
	
	 8 [BE], 8 [BE], 20 [BE], 20 [BE], X [BE]

	24 
	
	 Bruno!
	
	 Pappy
	
	x
	
	 
	
	 4, 4, 10, 20 [BE], X

	25 
	
	 Bruno!
	
	 Synthia
	
	x
	
	 
	
	 4 [BE], 12, 12, T, T [BE]

	26 
	
	 Bruno!
	
	 the DM
	
	x
	
	 
	
	 4, 8, 12, 16, U [BE]

	27 
	
	 Buttonlords
	
	 Arthur
	
	x
	
	 
	
	 8, 8, 10, 20, X, 20 [AU]

	28 
	
	 Buttonlords
	
	 Gawaine
	
	x
	
	 
	
	 4, 4, 12, 20, X, 6 [AU]

	29 
	
	 Buttonlords
	
	 Guenever
	
	x
	
	 
	
	 6, 8 [SH], 10, 12, X, 8 [AU]

	30 
	
	 Buttonlords
	
	 Lancelot
	
	x
	
	 
	
	 10, 12, 20, 20, X, X [AU]

	31 
	
	 Buttonlords
	
	 Merlin
	
	x
	
	 
	
	 2, 4, 10 [SH], 20 [SH], X, X [AU, SH]

	32 
	
	 Buttonlords
	
	 Mordred
	
	x
	
	 
	
	 6 [SH], 10, 10, 20 [SH], X [SH], 4 [AU]

	33 
	
	 Buttonlords
	
	 Morgan
	
	x
	
	 
	
	 4 [SH], 12, 12 [SH], 20, X, 12 [AU]

	34 
	
	 Buttonlords
	
	 Nimue
	
	x
	
	 
	
	 4, 6, 12 [SH], 20, X, 10 [AU, SH]

	35 
	
	 ButtonMen Poster 1999
	
	 Gordo
	
	 
	
	x
	
	 V, W, X, Y, Z

	36 
	
	 Cheapass Games
	
	 Bunnies
	
	 
	
	 
	
	 1, 1, 1, 1, X

	37 
	
	 Cheapass Games
	
	 Eiko
	
	x
	
	 
	
	 4, 6, 6, 12, X

	38 
	
	 Cheapass Games
	
	 Lab Rat
	
	 
	
	 
	
	 2, 2, 2, 2, X

	39 
	
	 Cheapass Games
	
	 Wu Lan
	
	x
	
	 
	
	 4, 10, 20, 20, X

	40 
	
	 Cheapass Games
	
	 Zeppo
	
	x
	
	x
	
	 4, 12, 20, X [TU]

	41 
	
	 Cthulhu
	
	 Cthulhu
	
	x
	
	x
	
	 4, 20, (4,8) [SH, TW], (6,12) [SH, TW], (6,20) [PO, SH, TW]

	42 
	
	 Dork Victory
	
	 Bill
	
	x
	
	 
	
	 20, 20, 20, (V,V) [TW]

	43 
	
	 Dork Victory
	
	 Carson
	
	x
	
	 
	
	 (4,4) [TW], 8, 10, 12, V [SP]

	44 
	
	 Dork Victory
	
	 Gilly
	
	x
	
	 
	
	 6, 8, 8 [SP], 20, X [MS]

	45 
	
	 Dork Victory
	
	 Igor
	
	x
	
	 
	
	 3, 12, 20, 20, X [MS]

	46 
	
	 Dork Victory
	
	 Ken
	
	x
	
	 
	
	 8, 10, 12 [SP], 20, V

	47 
	
	 Dork Victory
	
	 Matt
	
	x
	
	 
	
	 8 [SP], 10, 10, 10 [SP], V [MS]

	48 
	
	 Fairies
	
	 Sven
	
	x
	
	 
	
	 20 [QU], 20 [QU], 8/12 [OP], 6/10 [OP], 4

	49 
	
	 Fairies
	
	 Yseulte
	
	x
	
	 
	
	 20 [PO], 10 [QU], 8 [QU], X, X

	50 
	
	 Fantasy
	
	 Aldric
	
	x
	
	 
	
	 8, 8, 4/12 [OP], 8/20 [OP], 12/20 [OP]

	51 
	
	 Fantasy
	
	 Cesare
	
	x
	
	 
	
	 10, 4/10 [OP], 6/10 [OP], 10/12 [OP], 10/20 [OP]

	52 
	
	 Fantasy
	
	 Chang
	
	x
	
	 
	
	 2/20 [OP], 2/20 [OP], 4/20 [OP], 8/20 [OP]

	53 
	
	 Fantasy
	
	 Dead Guy
	
	x
	
	x
	
	 0, 0, 0, 0, 0

	54 
	
	 Fantasy
	
	 Elihu
	
	x
	
	 
	
	 4/6 [OP], 4/8 [OP], 6/10 [OP], 6/12 [OP], 8/20 [OP]

	55 
	
	 Fantasy
	
	 Farrell
	
	x
	
	 
	
	 10, 12, 6/20 [OP], 6/20 [OP], 8/12 [OP]

	56 
	
	 Fantasy
	
	 Frasquito
	
	x
	
	 
	
	 4, 6, 8, 12, 2/20 [OP]

	57 
	
	 Fantasy
	
	 Lark
	
	x
	
	 
	
	 6, 20, 2/8 [OP], 4/12 [OP], 6/10 [OP]

	58 
	
	 Fantasy
	
	 Luce
	
	x
	
	 
	
	 8, 10, 20, 4/20 [OP], 8/20 [OP]

	59 
	
	 Fantasy
	
	 Mischa
	
	x
	
	 
	
	 10, 12, 12, 4/12 [OP], 6/12 [OP]

	60 
	
	 Fantasy
	
	 Nightmare
	
	x
	
	x
	
	 4, 8, 10, 20, 20

	61 
	
	 Fantasy
	
	 Nikolai
	
	x
	
	 
	
	 20, 4/10 [OP], 4/12 [OP], 6/10 [OP], 6/20 [OP]

	62 
	
	 Fantasy
	
	 Socrates
	
	x
	
	x
	
	 4, 10, 12, Y

	63 
	
	 Fantasy
	
	 Theophilus
	
	x
	
	 
	
	 8, 10, 12, 10/20 [OP], 20/30 [OP]

	64 
	
	 Fantasy
	
	 Vincent
	
	x
	
	 
	
	 30, 30, 30, 6/30 [OP]

	65 
	
	 Freaks
	
	 Max
	
	x
	
	 
	
	 12 [PO], 12 [PO], 20 [PO], 20 [PO], 30 [PO], 30 [PO], X [PO], X [PO]

	66 
	
	 Freaks
	
	 Mister Peach
	
	x
	
	 
	
	  6, ( 8,8) [SP, TW], (12,12) [PO, TW], (V,V) [TU, TW]

	67 
	
	 Freaks
	
	 Simon
	
	x
	
	 
	
	 4 [QU], 6 [QU], 12 [QU], 20 [QU], X [QU]

	68 
	
	 Freaks
	
	 Werner
	
	x
	
	 
	
	  8, 10, 10, 12, V [PO, SH, SP, TU]

	69 
	
	 GenCon 2000
	
	 Al Gore
	
	x
	
	 
	
	 4, 20, 4/8 [OP], 6/12 [OP], 6/20 [OP]

	70 
	
	 GenCon 2000
	
	 George W. Bush
	
	x
	
	 
	
	 4, 20, 4/8 [OP], 6/12 [OP], 6/20 [OP]

	71 
	
	 Howling Wolf
	
	 Howling Wolf
	
	x
	
	 
	
	 4 [ST], 8, 12, 20, 20 [ST]

	72 
	
	 Howling Wolf
	
	 White Tiger
	
	x
	
	 
	
	 6, 6 [ST], 10, 12, 12 [ST]

	73 
	
	 In-House
	
	 Buzzing Weasel
	
	x
	
	x
	
	 F, R, P, G, S

	74 
	
	 In-House
	
	 Carson
	
	 
	
	x
	
	 4, 5, 6, 7, X

	75 
	
	 In-House
	
	 James Earnest
	
	 
	
	x
	
	 Pi, Infinity, -(2)^1/2, X

	76 
	
	 Legend of the Five Rings
	
	 Crab
	
	x
	
	 
	
	 8, 10, 12, 20 [FO], 20 [FO]

	77 
	
	 Legend of the Five Rings
	
	 Crane
	
	x
	
	 
	
	 4, 6 [FO], 8 [FO], 10, 12

	78 
	
	 Legend of the Five Rings
	
	 Dragon
	
	x
	
	 
	
	 4, 8, 8 [FO], 12 [FO], 20

	79 
	
	 Legend of the Five Rings
	
	 Kakita
	
	x
	
	x
	
	 6, 6 [FO], 10, 12 [FO], 20

	80 
	
	 Legend of the Five Rings
	
	 Lion
	
	x
	
	 
	
	 4, 6 [FO], 10, 20 [FO], 20

	81 
	
	 Legend of the Five Rings
	
	 Mantis
	
	x
	
	 
	
	 6, 8 [FO], 10 [FO], 20, 20

	82 
	
	 Legend of the Five Rings
	
	 Mirumoto
	
	x
	
	x
	
	 6 [FO], 10, 10 [FO], 12, 20

	83 
	
	 Legend of the Five Rings
	
	 Naga
	
	x
	
	 
	
	 6 [FO], 8, 8, 8, 20 [FO]

	84 
	
	 Legend of the Five Rings
	
	 Phoenix
	
	x
	
	 
	
	 4, 6, 8 [FO], 10, 20 [FO]

	85 
	
	 Legend of the Five Rings
	
	 Ronin
	
	x
	
	 
	
	 6, 6 [FO], 8, 12 [FO], 12

	86 
	
	 Legend of the Five Rings
	
	 Scorpion
	
	x
	
	 
	
	 4, 4, 4 [FO], 12 [FO], 20

	87 
	
	 Legend of the Five Rings
	
	 Unicorn
	
	x
	
	 
	
	 4, 4, 6 [FO], 12 [FO], 20

	88 
	
	 Lunch Money
	
	 Charity
	
	x
	
	 
	
	 4 [TR], 4, 8, 12, X

	89 
	
	 Lunch Money
	
	 Chastity
	
	x
	
	 
	
	 6 [TR], 6, 10, 10, X

	90 
	
	 Lunch Money
	
	 Faith
	
	x
	
	 
	
	 2 [TR], 6, 10, 12, Y

	91 
	
	 Lunch Money
	
	 Hope
	
	x
	
	 
	
	 1 [TR], 2, 4 [TR], 6, Y

	92 
	
	 Lunch Money
	
	 Patience
	
	x
	
	x
	
	 2, 2, 8, 12, X

	93 
	
	 Lunch Money
	
	 Prudence
	
	x
	
	 
	
	 1, 4 [TR], 6, 12, X

	94 
	
	 Lunch Money
	
	 Temperance
	
	x
	
	 
	
	 2 [TR], 8, 12, 20, Y

	95 
	
	 Majesty
	
	 Dirgo
	
	x
	
	 
	
	 20, 20, 20, X

	96 
	
	 Majesty
	
	 Flaire
	
	x
	
	 
	
	 6, 10, 10, 12, X

	97 
	
	 Majesty - Northern Expansion
	
	 Nerni
	
	x
	
	x
	
	 4, 4, 12, X, X

	98 
	
	 Majesty - Northern Expansion
	
	 Yeti
	
	x
	
	x
	
	 10, 20, 30, 30, X

	99 
	
	 Orc!
	
	 Me am Ork!
	
	x
	
	 
	
	 8, 8, 8, 8 [PO], X

	100 
	
	 Origins 2000
	
	 Rikachu
	
	 
	
	x
	
	 1, 1, 1, 1, Y

	101 
	
	 Origins 2000
	
	 Tess
	
	x
	
	x
	
	 4 [NU], 8, 12, 20 [NU], X

	102 
	
	 Polycon
	
	 Adam Spam
	
	x
	
	x
	
	 4 [FI], 6 [FI], 6, 12, X

	103 
	
	 Polycon
	
	 Poly
	
	x
	
	x
	
	 4, 6, 8 [FI], 20, X

	104 
	
	 Renaissance
	
	 Guillermo
	
	x
	
	x
	
	 6, 10, 20, X, Y

	105 
	
	 Sailor Moon
	
	 Jedite
	
	x
	
	 
	
	 6, 6, 12, 12, 4 [RE], 6 [RE], 6 [RE], 8 [RE]

	106 
	
	 Sailor Moon
	
	 Malachite
	
	x
	
	 
	
	 8, 12, 20, 20, 10 [RE], 12 [RE], 12 [RE], 20 [RE]

	107 
	
	 Sailor Moon
	
	 Nephlite
	
	x
	
	 
	
	 4, 6, 12, 12, 8 [RE], 10 [RE], 10 [RE], 12 [RE]

	108 
	
	 Sailor Moon
	
	 Queen Beryl 
	
	x
	
	 
	
	 4, 8, 12, 20, 4 [RE], 12 [RE], 20 [RE], 20 [RE]

	109 
	
	 Sailor Moon
	
	 Sailor Jupiter
	
	x
	
	 
	
	 6, 10, 12, 20, 6 [RE], 12 [RE], 12 [RE], 20 [RE]

	110 
	
	 Sailor Moon
	
	 Sailor Mars
	
	x
	
	 
	
	 4, 6, 10, 20, 6 [RE], 10 [RE], 10 [RE], 20 [RE]

	111 
	
	 Sailor Moon
	
	 Sailor Mercury
	
	x
	
	 
	
	 4, 8, 8, 12, 4 [RE], 4 [RE], 8 [RE], 10 [RE]

	112 
	
	 Sailor Moon
	
	 Sailor Moon
	
	x
	
	 
	
	 8, 8, 10, 20, 6 [RE], 10 [RE], 20 [RE], 20 [RE]

	113 
	
	 Sailor Moon
	
	 Sailor Venus
	
	x
	
	 
	
	 4, 6, 10, 12, 4 [RE], 8 [RE], 8 [RE], 12 [RE]

	114 
	
	 Sailor Moon
	
	 The Shadow Warriors
	
	x
	
	 
	
	 1, 2, 4 [RE], 6 [RE], 8 [RE], 10 [RE], 12 [RE]

	115 
	
	 Sailor Moon
	
	 Tuxedo Mask
	
	x
	
	 
	
	 6, 6, 10, 20, 4 [RE], 8 [RE], 10 [RE], 12 [RE], 20 [RE]

	116 
	
	 Sailor Moon
	
	 Zoycite
	
	x
	
	 
	
	 4, 10, 10, 10, 6 [RE], 6 [RE], 8 [RE], 8 [RE]

	117 
	
	 Sailor Moon 2
	
	 Emerald
	
	x
	
	 
	
	 6, 8, 12, 20, 4 [RE], 6 [RE], 10 [RE], 20 [RE]

	118 
	
	 Sailor Moon 2
	
	 King Endymion
	
	x
	
	 
	
	 6, 10, 10, 20, 6 [RE], 10 [RE], 12 [RE], 20 [RE]

	119 
	
	 Sailor Moon 2
	
	 Luna & Artemis
	
	x
	
	 
	
	 1, 4, 10, 20, 2 [RE], 2 [RE], 8 [RE], 8 [RE]

	120 
	
	 Sailor Moon 2
	
	 Neo-Queen Serenity
	
	x
	
	 
	
	 12, 20, 20, 4 [RE], 6 [RE], 8 [RE], 10 [RE], 12 [RE]

	121 
	
	 Sailor Moon 2
	
	 Prince Diamond
	
	x
	
	 
	
	 4, 6, 12, 20, 8 [RE], 10 [RE], 10 [RE], 20 [RE]

	122 
	
	 Sailor Moon 2
	
	 Princess Serena
	
	x
	
	 
	
	 6, 8, 12, 20, 4 [RE], 10 [RE], 12 [RE], 20 [RE]

	123 
	
	 Sailor Moon 2
	
	 Queen Serenity
	
	x
	
	 
	
	 4, 6, 10, 12, 6 [RE], 10 [RE], 12 [RE], 20 [RE]

	124 
	
	 Sailor Moon 2
	
	 Rini
	
	x
	
	 
	
	 2, 4, 6, 6, 4 [RE], 10 [RE], 12 [RE], 12 [RE]

	125 
	
	 Sailor Moon 2
	
	 Rubeus
	
	x
	
	 
	
	 4, 4, 12, 12, 6 [RE], 10 [RE], 20 [RE], 20 [RE]

	126 
	
	 Sailor Moon 2
	
	 Sapphire
	
	x
	
	 
	
	 6, 10, 12, 12, 8 [RE], 8 [RE], 10 [RE], 12 [RE]

	127 
	
	 Sailor Moon 2
	
	 Wicked Lady
	
	x
	
	 
	
	 6, 6, 10, 12, 4 [RE], 8 [RE], 10 [RE], 20 [RE]

	128 
	
	 Sailor Moon 2
	
	 Wiseman
	
	x
	
	 
	
	 20, 20, 20, 20

	129 
	
	 Sanctum
	
	 Dracha
	
	x
	
	 
	
	 4, 10, 20, 20, X

	130 
	
	 Sanctum
	
	 Fingle
	
	x
	
	 
	
	 6, 7, 8, 12, X

	131 
	
	 Sanctum
	
	 Ngozi
	
	x
	
	 
	
	 4, 6, 8, 10, X

	132 
	
	 Sanctum
	
	 Ogi
	
	x
	
	 
	
	 2, 4, 10, X, X

	133 
	
	 Save The Ogres
	
	 Ginzu
	
	x
	
	x
	
	 8, 8, (12,12) [SH, TW], 20, X

	134 
	
	 Save The Ogres
	
	 Gratch
	
	x
	
	x
	
	 6, (8,8) [SH, TW], 20, 20 [SH], X

	135 
	
	 ShoreCon 2000
	
	 ConMan
	
	 
	
	 
	
	 4, 6, 20 [PO]

	136 
	
	 Sluggy
	
	 Aylee
	
	x
	
	 
	
	 8, 10/20 [OP], 12, 12/20 [OP], 20

	137 
	
	 Sluggy
	
	 Bun-Bun
	
	x
	
	 
	
	 4/10 [OP], 4/12 [OP], 6/12 [OP], 20, 20

	138 
	
	 Sluggy
	
	 KiKi
	
	x
	
	 
	
	 3/20 [OP], 4, 8/12 [OP], 10, 10/20 [OP]

	139 
	
	 Sluggy
	
	 Riff
	
	x
	
	 
	
	 4/20 [OP], 6, 6/8 [OP], 10/12 [OP], 20

	140 
	
	 Sluggy
	
	 Torg
	
	x
	
	 
	
	 6, 6/20 [OP], 8, 10/12 [OP], 12/20 [OP]

	141 
	
	 Sluggy
	
	 Zoë
	
	x
	
	 
	
	 4/12 [OP], 6/10 [OP], 8, 10/20 [OP], 12/20 [OP]

	142 
	
	 Soldiers
	
	 Avis
	
	x
	
	 
	
	 4, 4, 10, 12, X

	143 
	
	 Soldiers
	
	 Bauer
	
	x
	
	 
	
	 8, 10, 12, 20, X

	144 
	
	 Soldiers
	
	 Changeling
	
	 
	
	x
	
	 X, X, X, X, X

	145 
	
	 Soldiers
	
	 Clare
	
	x
	
	 
	
	 6, 8, 8, 20, X

	146 
	
	 Soldiers
	
	 Hammer
	
	x
	
	 
	
	 6, 12, 20, 20, X

	147 
	
	 Soldiers
	
	 Hannah
	
	x
	
	 
	
	 8, 10, 10, 10, X

	148 
	
	 Soldiers
	
	 Iago
	
	x
	
	 
	
	 20, 20, 20, X

	149 
	
	 Soldiers
	
	 Karl
	
	x
	
	 
	
	 4, 6, 6, 20, X

	150 
	
	 Soldiers
	
	 Kith
	
	x
	
	 
	
	 6, 8, 12, 12, X

	151 
	
	 Soldiers
	
	 Kublai
	
	x
	
	 
	
	 4, 8, 12, 20, X

	152 
	
	 Soldiers
	
	 Niles
	
	x
	
	 
	
	 6, 10, 10, 12, X

	153 
	
	 Soldiers
	
	 Shore
	
	x
	
	 
	
	 4, 4, 20, 20, X

	154 
	
	 Soldiers
	
	 Stark
	
	x
	
	 
	
	 4, 6, 8, X, X

	155 
	
	 Studio Foglio
	
	 Agatha
	
	x
	
	 
	
	 4, 6, (8,8) [TW], 20, X

	156 
	
	 Studio Foglio
	
	 Bang
	
	x
	
	 
	
	 (4,4) [PO, TW], 6, 12, 12, X

	157 
	
	 Studio Foglio
	
	 Buck Godot
	
	x
	
	 
	
	 (6,6), 10, 12, 20, (W,W) [TW]

	158 
	
	 Studio Foglio
	
	 Dixie
	
	x
	
	 
	
	 4, 6, 10, (12,12) [TW], X

	159 
	
	 Studio Foglio
	
	 Gil
	
	x
	
	 
	
	 8, 8 , (8,8) [PO, TW], 20, X

	160 
	
	 Studio Foglio
	
	 Growf
	
	x
	
	 
	
	 (4,4) [TW], 6, 8, 12, X

	161 
	
	 Studio Foglio
	
	 James Beast
	
	 
	
	x
	
	 4, (8,8) [TW], (10,10) [TW], 12, (W,W) [TW]

	162 
	
	 Studio Foglio
	
	 Klaus
	
	x
	
	 
	
	 4, (10,10) [PO, TW], 20, 20, W

	163 
	
	 Studio Foglio
	
	 Krosp
	
	x
	
	 
	
	 4, (6,6) [TW], 12, 12, X

	164 
	
	 Studio Foglio
	
	 Phil
	
	x
	
	 
	
	 8, 8, (10,10) [TW], 20, X

	165 
	
	 Studio Foglio
	
	 The Winslow
	
	 
	
	 
	
	 30

	166 
	
	 Studio Foglio
	
	 Von Pinn
	
	x
	
	 
	
	 4, (6,6) [PO, TW], 10, 20, W

	167 
	
	 The Japanese Beetle!
	
	 The Flying Squirrel
	
	x
	
	 
	
	 6 [SP], 12 [SP], 12 [SP], 20 [SP]

	168 
	
	 The Japanese Beetle!
	
	 The Japanese Beetle
	
	x
	
	 
	
	 6, 8, 12, X

	169 
	
	 Vampires
	
	 Angel
	
	x
	
	 
	
	 4 [SH], 6, 12 [SH], 12, X

	170 
	
	 Vampires
	
	 Buddy
	
	x
	
	 
	
	 6 [SH], 10, 20 [SH], 20, X

	171 
	
	 Vampires
	
	 Dunkirk
	
	x
	
	 
	
	 6, 6, 10, 20, X [SH]

	172 
	
	 Vampires
	
	 McGinty
	
	x
	
	 
	
	 4, 10 [SH], 12, 12, X

	173 
	
	 Vampires
	
	 Starchylde
	
	x
	
	 
	
	 6, 8, 10 [SH], 12, X

	174 
	
	 Vampires
	
	 Tiffany
	
	x
	
	 
	
	 4, 8 [SH], 8, 10, X [SH]

	175 
	
	 Wunderland
	
	 Tirade
	
	 
	
	 
	
	 6, 6 [TS], 10 [TS], V [TU]

	176 
	
	 XXXenophile
	
	 Brigid
	
	x
	
	 
	
	 8, 8, X, X, X

	177 
	
	 XXXenophile
	
	 O-Lass
	
	x
	
	 
	
	 6, 12, X, X, X

	178 
	
	 Yoyodyne
	
	 Character "R"
	
	x
	
	x
	
	 6, 6 [CH], 10, 12, 20 [CH]

	179 
	
	 Yoyodyne
	
	 FuzzFace
	
	x
	
	x
	
	 4, 8, 10, 10 [CH], 12 [CH]


	Abbrevation
	Attribute

	AU
	Auxiliary

	BE
	Berserker

	CH
	Chance

	FI
	Fire

	FO
	Focus

	MS
	Mood Swing

	MO
	Morphing

	NU
	Null

	OP
	Option

	PO
	Poison

	QU
	Queer

	RE
	Reserve

	SH
	Shadow

	SP
	Speed

	ST
	Stealth

	TS
	Time and Space

	TR
	Trip

	TU
	Turbo Swing

	TW
	Twin


INTERNET

Cheapass
http://www.cheapass.com/

Cheapass Button Men
http://www.cheapass.com/bpu/index.html

Random Dice – Button Men
http://www.randomdice.com/games/buttonmen/

Online Button Men
http://www.buttonmen.dhs.org/
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