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TheFyearFisFR/4RAFTheFworldFisFveryFdifferentFfromFtheFoneFweFknowAFGoneFareFtheF
daysFofFgreenFjunglesFandFwhiteFsnowAFNowIFFtheFentireFplanetFisFnothingFbutFsandFandF
sunAAAdesolateFdesertFwastelandsAFFoodFisFhardFtoFcomeFbyFandFwaterFevenFharderAFOilIF
onFtheFotherFhandIFisFabundantAAAandFthatFisFgoodFforFyouA

HumansFstillFhaveFaFneedFforFspeedIFandFyouFcanFfillFthatFneedAFYouFareFaFscavengerF
andFaFvehiclesmithIFaFnewFprofessionFforFthisFdayFandFageAFYouFhaveFaFknackFforF
findingFtheFpartsFyouFneedFtoFbuildFaFvarietyFofFvehiclesAFOrdersFcomeFinFandFyouFfillF
themFasFfastFasFyouFcanAFYouFhaveFcompetitionFforFthoseFordersAAAafterFallAAAyouFarenStF
theFonlyFChopFShopFinFtownAAAFF

GamejElements 
GameFScoreFSheetIFEFPlayerFSheetFperFplayerIFThreeF63sidedFdiceFperFplayer

15-45jminutes
1+jplayers

GamejOverviewjandjObjective                         
InFaFgameFofFChopFShopFR/4RIFeachFplayerFsimultaneouslyFrollsF:FdiceAFAllFplayersFthenF
decideFhowFtoFuseFthoseFdiceFandFtheFpipsFonFthoseFdiceFtoFfindFpartsFandFspecialF
abilitiesFonFtheirFChopFShopFR/4R3FPlayerFSheetAFF

AtFtheFendFofFtheFturnIFstartingFwithFtheFstartFplayerIFeachFplayerFcanFchooseFtoFbuildF
oneFvehicleFfromFtheFChopFShopFR/4R3FScoreFSheetFusingFtheirFfoundFpartsAF

AfterFallFplayersFhaveFhadFaFturnFtoFbuildFaFvehicleIFtheFscoreFsheetIFwhichFrepresentsF
theFstartFplayerIFmovesFtoFtheFplayerFtoFtheFleftFofFtheFpreviousFstartFplayerAFThatFnewF
startFplayerFrollsFaFdieFandFcrossesFoffFoneFvehicleFfromFtheFcorrespondingFnumberFonF
theFChopFShopFR/4R3FScoreFSheetAF

TheFnextFroundFstartsFwithFallFplayersFrollingFdiceIFfindingFpartsFandFhavingFanF
opportunityFtoFbuildFaFvehicleFforFvictoryFpointsAFTheFgameFendsFwhenFthereFareF:F
rowsFonFtheFscoreFsheetFwhereFallFofFtheFvehiclesFinFthatFrowFhaveFeitherFbeenFbuiltF
andxorFhaveFbeenFcrossedFoutA

Set-Up                                                 
EachFplayerFreceivesFaFChopFShopFR/4R3FPlayerFSheetIFpenForFpencilFandF:F63sidedFdiceAF
RandomlyFchooseFtheFstartFplayerAFTheFstartFplayerFreceivesFtheFChopFShopFR/4R3F
ScoreFSheetAFTheyFwillFbeFtheFfirstFoneFtoFhaveFanFopportunityFtoFbuildFaFvehicleFatFtheF
endFofFtheFturnAFF

GamejPlay
EAFStart Player:FStartFplayerFrollsFEFdieAFAFvehicleIFnotFalreadyFclaimedFbyFaFplayerIF
matchingFthatFdieFrollFnumberFonFtheFscoreFsheetFisFcrossedFoffFandFisFnoFlongerF
availableFtoFbuildA If there are no longer vehicles available in that line, the die is re-
rolled.
ExampleFE:FStartFplayerFrollsFaF:AFAFcarFisFcrossedFoffFandFnoFlongerFavailableAF
ExampleFR:FStartFplayerFrollsFaFEAFAFcycleFisFcrossedFoffFandFnoFlongerFavailableA



2. Scavenging: BBBAllBplayersBrollBxBPjsidedBdiceBatBtheBsameBtime+BBThenBlookingBatB
theirBplayerBsheetOBtheyBdetermineBhowBtheyBwouldBlikeBtoBuseBthoseBdice+BABplayerB
can:
BBBBBA+BAddBtheBsumBofBtheBpipsBonBallBxBdiceBandBscavengeBanBitemOBbyBcirclingBtheBpartB
thatBmatchesBthatBnumber+
BBBBBB+BAddBtheBsumBofBtheBpipsBonBGBdiceBandBkeepBtheBotherBdieBbyBitselfBandBscavengeBGB
itemsOBbyBcirclingBtheBpartsBthatBmatchBbothBtheBsumBofBtheBGBdiceBandBtheBsingleBdie+B
BBBBBC+BKeepBallBxBdiceBseparateBandBscavengeBxBitemsOBbyBcirclingBtheBpartsBthatBmatchB
theBnumberBonBeachBdie+

5YouBcanBalsoBselectBtoBRejRollBIjxBFutureBDiceBwithBanyBSBthatByouBuseBinsteadBofBaB
part+BWhenBthisBoptionBisBselectedOBcircleBaBdieBonBtheBplayerBsheet+BOnBaBlaterBturnB
youBcanBcrossBthatBdieBoffBandBuseBitBtoBrejrollBIBtoBxBofBtheBdiceBthatByouBjustBrolled+B
YouBcanBuseBmultipleBrejrollsBinBtheBsameBturnBasBlongBasBtheyBwereBpurchasedBonB
previousBturns+B

55AnotherBoptionBthatBisBalwaysBavailableOBisBtoBuseByourBdiceBtoBselectBtheBW/jIBorB
W/jGBatBtheBbottomBofBtheBplayerBsheet+BYouBmayBuseBaBIOBxBorBSBtoBselectBaBW/jIBorBaBGOBNB
orBPBtoBselectBW/jBG+BByBcirclingBandBselectingBaBW/jIBorBW/jGByouBmayBuseBtheseBonBfutureB
diceBrollsBtoBaddBorBsubtractBtoByourBdieBtotals+BYouBdoBnotBhaveBtoBselectBwhetherBorB
notBtheyBareBWBorBjBwhenByouBselectBthem+BWhenByouBcrossBthemBoutBandBuseBthemBonB
futureBturnsBtoBaddBorBsubtractBfromByourBdiceByouBmayBuseBmultipleBW/jIBand/orBW/jGB

3. Building: TheBpersonBwithBtheBscoreBsheetBinBfrontBofBthemBisBtheBstartBplayerBandBB
startsBtheBvehicleBbuildingBphase+BIfBtheyBwouldBlikeOBtheyBcanBcrossBoffBpartsBfromB
theirBplayerBsheetBtoBbuildBIBvehicleBonBtheBscoreBsheet+BTheBpartsBneededBtoBbuildBeachB
vehicleBisBlistedBwithBthatBvehicleBasBwellBasBhowBmanyBpointsBeachBvehicleBisBworth+BIfB
aBplayerBbuildsBaBvehicleBtheyBputBtheirBinitialsBunderBaBsymbolBforBthatBvehicleBonBtheB
sheet+BThatBsymbolBisBthenBcrossedBout+BIfBtheyBbuildBaBvehicleBandBattachBaBGunBorB
ArmorBtheyBputBaBWIBnextBtoBtheirBinitials+BIfBtheBvehicleBisBbuiltBwithBaBGunBandBArmorB
theyBputBaBWGBnextBtoBtheirBinitialsBsoBitBisBnotedBtheyBwillBreceiveBGBextraBvictoryB
pointsBBforBthatBvehicle+

N+BNewBStartBPlayer:BTheBscoreBsheetBandBtheBstartBplayerBpassBtoBtheBplayerBonBtheBleft+B

5. Game End: PlayBcontinuesBwithBroundsBofBstartBplayerBeliminatingBvehicleBbuildingB
optionsOBScavengingOBBuildingBandBswitchingBofBstartBplayerBuntilBxBlinesBofBvehiclesB
areBnoBlongerBavailableBbecauseBtheyBhaveBbeenBclaimedBBand/orBcrossedBoff+BIfBthisB
occursBduringBtheBbuildingBphaseOBallBplayersBwhoBhaveBnotByetBhadBanBopportunityBareB
ableBtoBbuildBaBvehicleBifBtheBvehicleBisBavailableBandBtheyBhaveBtheBnecessaryBparts+B

6. Winning:BWhenBtheBgameBendsOBallBplayersBaddBupBtheirBvictoryBpointsBfromBvehicleB
buildsOBincludingBbonusesBforBgunsBandBarmor+BAllBBplayersBalsoBreceiveBIBVictoryB
PointBforBeveryBxBpartsBonBtheirBplayerBsheetBthatBhaveBbeenBscavengedBFcircledDOBbutB
notBusedBtoBbuildBaBvehicle+B

Solo Play
RulesBforBsoloBplayBareBexactlyBasBstatedBaboveOBexceptBthatBtheBplayerBisBalwaysBtheB
startBplayerOBsoBtheBdieBisBrolledBatBtheBstartBofBeveryBturnBandBaBvehicleBsymbolBisB
eliminatedBfromBbeingBbuiltBeveryBturn+BTheBgoalBisBtoBtryBnewBstrategiesBandBbeatByourB
previousBhighBscore+B
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CHOP SHOP 2042- Player Sheet 
ROLL PART 
1-2 Wheel 

3-4 Tire 

5 Re-Roll 1-3 
Future Dice 

6-7 Seat 

8 Handlebars 

9 Steering 
Wheel 

10 Small Engine 

11 Medium 
Engine 

12 Car Body 

13 Gun 
(optional) 

14 Armor 
(optional) 

15 Truck Body 

16 Large Engine 

17 Copter Blade 

18 Transport 
Body 

***Or Future Dice Additions/Subtractions (choose to add or subtract at time of use)***

ODD +/-1   +/-1   +/-1   +/-1   +/-1   +/-1  +/-1 +/-1  +/-1  +/-1  +/-1  +/-1  +/-1  +/-1 
EVEN +/-2  +/-2 +/-2  +/-2  +/-2  +/-2  +/-2 +/-2  +/-2  +/-2  +/-2  +/-2  +/-2  +/-2 
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CHOP SHOP 2042- Game Score Sheet  
Bonuses: 

Gun= +1 to Vehicle Points (maximum of 1 per vehicle) 
Armor= +1 to Vehicle Points (maximum of 1 per vehicle) 

1 

Cycles 

2 points 

Cycle= 2 Tires, 2 Wheels, 1 Seat, 1 Small Engine and 1 Handlebars 

2
ATVs 

4 points  

ATV= 4 Tires, 4 Wheels, 1 Seat, 1 Small Engine and 1 Handlebars 

3
Cars 

6 points  

Car= 4 Tires, 4 Wheels, 1 Seat, 1 Medium Engine, 1 Steering Wheel and 1 Car Body 

4
Trucks 

8 points  

Truck= 4 Tires, 4 Wheels, 1 Seat, 1 Large Engine, 1 Steering Wheel and 1 Truck Body 

5
Copters 

8 points  

Copter= 3 Tires, 3 Wheels, 1 Seat, 1 Medium Engine, 1 Handlebars and 1 Copter Blade 

6
Transports 

12 points  

Transport= 6 Tires,  6 Wheels,  1  Seat,  1  Large Engine, 1 Steering Wheel and 1 Transport Body 

*Game ends as soon as 3 rows of vehicles are either crossed out or claimed by another player.
End Game Bonus: 1 point per 3 remaining parts except wheels and tires, which count as 0. 
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