
OVERVIEW
Get ready to tease your hair and party like it’s 1989 in Hair Band - the 
tabletop tribute to the most decadent scene in rock music history. Form an upstart 
‘80s glam metal band in Hollywood and compete to become the most awesome new 
band on the Sunset Strip.

Each round, you’ll roll dice and place them at different board locations to practice, Each round, you’ll roll dice and place them at different board locations to practice, 
write songs, play shows, promote, and party - all while dodging the inevitable chaos 
of rock’n’roll life. There’s a record deal at stake here, and the first band to complete 
the label’s contract requirements will sign on the dotted line and win the game.
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For How To Play
videos and more:

QUICK REFERENCE

Round Play
PHASE 1: Dice
Roll dice & tuck 1 Drama card at a location. Then take turns placing dice on the
board (one at a time) to earn stuff. After all players have placed 3, the player
with the lowest total on those 3 may place their 4th and draw a Drama card.

PHASE 2: Drama
Simultaneously reveal & resolve all Drama cards.

PHASE 3:PHASE 3: Flyers
Earn rewards for each location where you have the MOST Flyers.

PHASE 4: Reset (if no winner). IN ORDER:
1. Draw & place 1 Boost token at locations where no dice were placed (max 3).
2. Reveal new Show cards wherever one was performed.
3. Retrieve your dice.
4. Return leftover Gear tokens to the bag and draw 3 new.

Pass the Guitar clockwise.

Iconography
Your die

Rating marker

Rating Increase

Rock

Hotness

Songwriting

Volume

Awesome point

Fans

Flyer

Boost token

Gear token

HIT!

Song

HIT Song

Anthem

Power Ballad

Scorcher

Groupie

GET GEAR GET VOLUME GET FLYERS GET SONGS GET LUCKY PERFORM SHOWS

Place a die
Take a Gear token

Place a die
Raise your Volume

Place a die
Get Flyers

Post to locations

Place a die
Make a Song score
Earn a Song card

Place a die
Draw Boost tokens

Place a die
Make a Performance score

Earn Awesome points & Fans

Locations

© 2026 Frown Clowns. Hair Band and all related content are All Rights Reserved. Hair Band is a work of fiction and parody. Any references or similarities to real persons, bands,
or establishments are transformed for comedic and entertainment purposes and are not intended to identify or represent any specific entity. No affiliation or endorsement is implied.
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Game board 4 Band boards 16 Dice (4 of each color)

16 Band board knobs

56 Rocker cards 10 Manager cards 80 Drama cards 12 Show cards 4 Album cards 4 Record Deal cards

72 Song cards 24 Talent cards 17 Gear tokens (w/bag) 33 Boost tokens (w/bag) 5 Emergency Call tokens

12 Rating markers
12 Sticker tokens

(3 of each)
100 Flyer tokens

(25 of each) Starting Player Guitar

2

COMPONENTS & SETUP

15

“I grew up in the ’80s, when hair metal wasn’t just music - it was a lifestyle. We never missed an episode of MTV’s Headbanger’s Ball to catch 
our favorite bands like Mötley Crüe, Def Leppard, Poison, Cinderella, Quiet Riot, and Stryper. They inspired me to grow my hair, learn to play 

drums, and move to the big city to chase the dream myself. Their energy and over-the-top showmanship was a huge influence on all my bands.

In 2019, I set out to design a tabletop game to serve as a tribute to that scene and everything it meant to me. Our team of talented artists and In 2019, I set out to design a tabletop game to serve as a tribute to that scene and everything it meant to me. Our team of talented artists and 
developers poured their hearts into every detail to capture the excitement, humor, chaos, and pure adrenaline of being in a hard-working 

Hollywood glam metal band. We hope you have as much fun playing it as we had making it.”
-Dickie Chapin, Designer of Hair Band

Dickie, 1998
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Setup shown

Place the Game board in the center of the play area. Flip it to the side that shows your player 
count in the top right corner.

Separate the Show cards into 3 piles by the Roman numerals on the back (I, II, and III). 
Shuffle each pile and place them face up on the board, on the corresponding red locations.

Place the bag of Gear tokens next to the Gear Shop. Draw 3 and place them on the board.

Separate the Song cards into 3 piles (B-Side, Rockin’, and Hit!). Shuffle each pile and place 
them next to the board.

Separate the Separate the Rocker cards into 4 piles by instrument. Shuffle each pile and place them face  
down next to the board.

Shuffle the Manager cards and place them in a face down pile near the Rockers, along with 
the supply of Emergency Call tokens (optional).

Shuffle the Talent cards and place them in a face down pile near the Rockers and Managers.

Place the Game board in the center of the play area. Flip it to the side that shows your player 
count in the top right corner.

Separate the Show cards into 3 piles by the Roman numerals on the back (I, II, and III). 
Shuffle each pile and place them face up on the board, on the corresponding red locations.

Place the bag of Gear tokens next to the Gear Shop. Draw 3 and place them on the board.

Separate the Song cards into 3 piles (B-Side, Rockin’, and Hit!). Shuffle each pile and place 
them next to the board.

Separate the 

Place the Game board in the center of the play area. Flip it to the side that shows your player 
count in the top right corner.

Separate the Show cards into 3 piles by the Roman numerals on the back (I, II, and III). 
Shuffle each pile and place them face up on the board, on the corresponding red locations.

Place the bag of Gear tokens next to the Gear Shop. Draw 3 and place them on the board.

Separate the Song cards into 3 piles (B-Side, Rockin’, and Hit!). Shuffle each pile and place 
them next to the board.

Separate the Separate the Rocker cards into 4 piles by instrument. Shuffle each pile and place them face  
down next to the board.

Shuffle the Manager cards and place them in a face down pile near the Rockers, along with 
the supply of Emergency Call tokens (optional).

Shuffle the Talent cards and place them in a face down pile near the Rockers and Managers.

Separate the Rocker cards into 4 piles by instrument. Shuffle each pile and place them face  
down next to the board.

Shuffle the Manager cards and place them in a face down pile near the Rockers, along with 
the supply of Emergency Call tokens (optional).

Shuffle the Talent cards and place them in a face down pile near the Rockers and Managers.
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FAQS

Q:
A:

Q:
A:
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Q:Q:
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GO HERE for more FAQ’s
we thought of after printing
this rulebook.
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ROCK & ROLL DREAMS
In Hair Band, you’ll roll dice and place them at any of the 8 Sunset Strip “locations” to earn a variety of rewards, allowing you to develop your band 
in different ways. Your goal is to sign with a kick-ass record label, and that’s how you win the game. Your Record Deal card shows 4 requirements. 
These are the goals the label wants you to accomplish in order to earn a deal. Every card is identical on the front but slightly different on the back, and 
you can pick either side at setup. During the game, whenever you complete a requirement, cover it with one of your Flyer tokens to track your progress.

ALBUMHave 30
Awesome
points

Complete
your
Album

Have 250
Fans

YOU WIN if you’ve completed any 3 of your 4 Record Deal requirements when a round ends. Sometimes, multiple players 
will accomplish this at the same time. If so, the tie breakers are (1) most completed Record Deal requirements, (2) most Awesome points, 
and (3) most Fans (in that order). If there’s still a tie, play again to resolve it! If you want this record deal, you’ve gotta put in the work.

Whenever you achieve a requirement, cover it with a Flyer.

BAND BOARDS
If you’ve followed the Setup steps, you should have your Band board in front of you. Flip it to either side to choose
your band name, and insert knobs into the 4 holes. Let’s take a quick tour... Gear: Store your Gear tokens here (more about Gear on page 8).

Ratings Track: This is where you’ll track how strong your band is in 
three important areas - ROCK, HOTNESS, and SONGWRITING 
(more about these on page 5). Your starting Ratings are calculated after 
you create your band (page 5), and will likely improve during the game.
   
Volume:Volume: Volume is your primary currency in the game. You’ll earn it 
primarily at the Practice Space, and spend it to improve your scores and 
ratings. Everybody starts with 2 Volume (more about Volume on 
page 8), and yes - this knob goes to 11!

Awesome:Awesome: These are the points you get for being awesome at stuff, and 
you have knobs for 10’s and 1’s. You earn them doing almost everything 
there is to do in the game - songwriting, performing, promoting, 
partying, etc.. The better you do those things, the more Awesome you get.

Fans: Gaining Fans helps your band qualify for better Shows. This knob 
uses increments of 25 and, as you can see to the right of it, you’ll also 
score Awesome points when you reach certain milestones.

Rockers:Rockers: This is where you’ll keep your Rocker cards. There are slots for 
your singer, guitar player, bass player, and drummer.
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REPLACEMENTS
It’s difficult to keep a good band together, and that holds true in a game of Hair Band. Drama cards may cause Rockers to quit, get kicked out, or even be abducted by UFOs (hey, s#!t happens). If Drama 
card language says “replace a Rocker…” you get to pick any band member to replace. If the card language says to replace a specific Rocker, like “replace your guitar player,” you must replace that specific 
one. In either scenario, here’s how you do it:

1

2

3

Doro is replacing her bass player, Dick Whisky, with bassist Foxxy Pearl
She gets to increase her band’s ROCK marker 2 spaces and HOTNESS 1 space,

but must decrease her band’s SONGWRITING marker 3 spaces. 

STORAGE
When packing Hair Band back into the box, use the included plastic baggies to organize the various tokens and decks of cards however you 
see fit. We recommend dedicating four of them to the player colors. Each of those bags should contain all the components for one color (25 
Flyer tokens, 3 Band stickers, 3 Ratings markers, 4 dice), plus 4 Band board knobs. The next time you set up the game, simply give each 
player a Band board and their matching baggie of stuff.  

Tommy Rotten says:
“Don’t be a wanker, mate. Put your band gear away all nice and tidy

or there’ll be hell to pay next time we rock.”
We recommend not pissing Tommy off.

Remember what happened last time.
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CREATE YOUR BAND
After setup, it’s time to hold auditions to find your band members. Each player draws 2 Rocker cards from each instrument pile 
(2 singers, 2 guitar players, 2 bass players, and 2 drummers - 8 total cards). Choose one of each instrument to keep and discard the 
other from the game, so you end up with 1 singer, 1 guitar player, 1 bass player, and 1 drummer. Place them in their matching 
instrument slots at the bottom of your Band board and BOOM - there’s your new band. Pretty sweet, right? Let’s learn more about 
Rocker cards and why you might pick one over another… 

Below their instrument icon at the top left, every Rocker has 3 Ratings - ROCK, HOTNESS, and SONGWRITING. Ratings range from 0-3, 
with 3 being the highest.

ROCK represents how
good a Rocker is onstage
(chops, showmanship, etc).

HOTNESS is a
Rocker’s charisma
and sex appeal.

SONGWRITING
is how much a Rocker
contributes to writing Songs.

With ratings of 0, 0, and 1, bass player
Stacy London pretty much sucks at everything.
BUT he gets a Talent card that gives your band
a special bonus, AND he comes with a free piece
of Gear. OK, Stacy... maybe we’ll cut you some slack.

SINGER GUITAR PLAYER BASS PLAYER DRUMMER

5

PHASE 2: Drama
With the Dice phase completed, we finally find out if band Drama ruins any of our hard work. If no one placed a die at the location where the start player 
tucked a Drama card at the beginning of the round, the start player must now take it. Then, players simultaneously reveal their Drama cards.

All Drama cards have a colored border and a condition at the top like “If you PERFORMED” or “If you PARTIED.” If you went to a location with that 
color and did that thing this round, you must resolve the scenario on the card. If you didn’t, you got lucky and can just discard it! White cards that say 
“DUUUDE” must always be resolved, no matter what you did.

IMPORTANT: Sometimes a Drama card might undo a thing you just achieved. For example, after completing your Album in a round, a Drama card 
might force you to discard your most recent Song! If this happens, you must undo that progress, losing any Awesome points you earned and the 
Record Deal requirement. Brutal, right?!

Drama cards are packed with humor and flavor, so you’re encouraged to read them aloud. It’s also fun to keep the cards you resolved for review after the 
game, to recount everything your band endured to reach the top. Many Drama cards contain references to actual hair metal lore. Can you identify them?

IMPORTANT: Flyers are NOT removed from the board after a round! This 
means you could earn a reward again next round, as long as a rival band doesn’t 
cover yours. If a stack of Flyers ever becomes too tall to keep tidy, leave the top 3 
in place and return the rest to their owners.

PHASE 4: Reset
First check if any players have completed the necessary number of Record Deal requirements to win the game (see page 4). If not, follow these 5 QUICK STEP IN ORDER to reset the board for another round:

Draw and place 1 Boost token at each location where no dice were placed. The next player to place a die 
at that location immediately gets those Boost token rewards and returns them to the bag before playing out 
their turn. Note that each location can accumulate a maximum of 3 Boost tokens.

Move any Show cards that were performed to the bottom of their respective piles, revealing a new one. 
Shows that were not performed remain on top.

At the Gear Shop, draw and place out 3 new Gear tokens, returning any unclaimed tokens back to the bag.

Retrieve your dice from the board.

Pass the GuitarPass the Guitar to the next player clockwise.
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Nobody went to the Practice Space, so a Boost
token is placed there to sweeten that location
for next round. Looks like the next player to
practice will also be picking up 25 Fans!
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Managers
Next, let’s hire a Manager. Just like auditioning Rockers, draw 2 Manager cards. Pick one to keep and discard the other. Managers give you a unique 
special ability that can be used once per round, but you must pay their Volume fee to use it. Place your Manager face up next to your Band board.

Optional: If you want a little help dealing with all the potential band Drama, players can grab 1 Emergency Call token 
and place it on your Manager card. If you’re ever hit with a particularly devastating Drama card (more about Drama on page 
12), spend this single-use token to discard it without suffering its effects. But we dare you to play without them!

REBEL YELLOW is:
Ronnie Rouge (vocals), Mykle Maddox (guitar),

Redd Barron (bass), Patty Cakes (drums)
Manager: The Chuckster

6

TO
PLAY:

Performance Requirements. Unlike other locations, each venue location has performance requirements at the top. You can’t place 
dice there until your band has satisfied one of them! For example, in order to perform at the Bourbon Bar (shown at left), your band must  

Anatomy of a Show Card

A Performance score formula: After placing a die, make a Performance score by adding 3 things together:

The value of the
DIE you placed Your band’s ROCK/HOTNESS

Rating (whichever is shown)

The number of your band’s
Flyers at this location

14=+ + +

A

B

C

B

C Setlist Bonus: In addition to your rewards, you can also earn a bonus (Awesome points or Fans) for having Songs that match the 
setlist condition. The more you have, the bigger your bonus. For example, if you have 3 of those Songs the bonus is tripled!
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HOW TO PLAY
Rad! You now have a fearsome foursome of rowdy Rockers, keen on conquering the Sunset Strip, and a loyal Manager to help guide you to fame and fortune. It’s time to learn how to get that record deal. 
Hair Band is played in rounds, and a round consists of 4 PHASES:

PHASE 1: Dice PHASE 2: Drama PHASE 3: Flyers PHASE 4: Reset

PHASE 1: Dice
To kick off a round, To kick off a round, players simultaneously roll all 4 of their dice (think of each die as representing one of your Rockers). Then, the starting player (with the 
Guitar token) gets to stir s#!t up by tucking 1 Drama card from the deck face down under any one of the 8 board locations (their choice) without looking at it. The 
first player to go there this round (including them) must take it, again keeping it face down in front of them without looking at it. If no one ends up going to that 
location this round, the player who placed it must take it! It is important to note that, for the purposes of this game, it is hereby assumed that all Rockers are lazy, 
egotistical, hell-raising booze hounds. Drama cards hit you with the consequences of their bad behavior, and their effects remain a mystery until they’re revealed in 
PHASE 2. There’s a deep dive into Drama cards on page 12, but for now just know you’ll want to avoid them whenever possible.

There’s gonna be Drama
at the Practice Space!

With a Drama card in place, players take turns clockwise beginning with the start 
player. ON YOUR TURN, place 1 of the dice you rolled on an available 
dice space at a board location and immediately collect your rewards. 
Continue taking turns until all players have placed 3 of their 4 dice.

After all of a location’s dice spaces are filled, no more dice can be placed there this round. On page 8 you’ll learn about 
how each location works, but first 2 important things to consider when placing dice:

1

=

2 Placing lower numbers can also pay off. After all players have placed 3 of their dice, the player with the lowest 
total on their 3 placed dice may optionally place their 4th die (nobody else places their 4th die this round). 
But if you do, you must also draw a Drama card (keep it face down in front of you without 
looking at it). If there’s a tie for lowest total, all tied players get this option, in turn order. +

The 3 dice Axl placed add up to 15. The 3 dice Lita placed add up to 6, so she gets an extra turn
to place her 4th die. If she does, she must also draw
a Drama card for making her band work overtime!

An accurate depiction of the glamorous lifestyle of a Hair Band Rocker.
Stay in school, kids!

7

Sundown Sound is where you go to write & record Songs. Songs give you several benefits:

•Immediate Awesome points•Qualify for Shows
•Potential Setlist bonuses when you perform•Complete your Album 

Song Score. To get a Song, place a die on the leftmost available dice space. Then make a
Song score by adding 2 things together:

The value of the
DIE you placed

Your band’s
SONGWRITING Rating

HIT!ROCKIN’

BSIDE
HIT!ROCKIN’BSIDE

9=+ +
ROCKIN’BSIDE
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Whenever you go to
the Practice Space,
get 1 extra Volume. 

Whenever you go to 
Pinkie’s Printing,
get 1 extra Flyer.

When you write a Song 
at Sundown Sound, add 
4 to your Song score 

(use once and discard).

Whenever you party
at Lucky 7,

get 1 Awesome point.

AFTER performing a Show,
get 50 extra Fans 

(use once and discard). 

Add 2 ROCK to your 
Peformance score at any 
Show that requires it. 

So what can you do with Volume? On your Band board, to the left of the knob, you’ll see the 2 primary ways to spend it:

Increase a Song or Performance Score A

B

8

Pinkie’s Printing is the place to make Flyers to promote your band. When you go there, do these 2 things:

1

2

Place a die on the leftmost available dice space and check the chart to get a number of Flyer tokens from your supply. For example, when you place a

When you post a Flyer to a location that has empty Flyer spaces, you must fill them first. But after all 3 spaces are filled, you get to play the Flyer war and 
cover a rival’s with your own - only the top Flyer counts! The Flyer war was real in Hollywood back in the ‘80s, as bands would plaster the Sunset Strip with 
Flyers only to have another band come by 30 minutes later and cover them with their own.

A B C

You know what they say about all work and no play... Lucky 7 is where you go to party - a necessary part of every
Rocker’s busy schedule! When you go here, place a die on the leftmost available dice space and check the chart. What
you get is a number of Boost tokens from the bag. 
dice space has a Boost token icon in it, which means you’ll draw 1 extra if you’re the first to visit Lucky 7 in a round. In a
4-player game, draw 1 additional token for each Flyer you have at Lucky 7.

Boost tokens offer a hodgepodge of rewards, like Volume, Awesome points, Fans, 
Flyers, and even instant Ratings increases. So, just like in real life, partying is all 
about fun and getting lucky!

After drawing your tokens, immediately gain their rewards and return them to the bag. The exception is the Groupie (with the red lips). 
When you get a Groupie token, stash it in front of you. You may either:

After using a Groupie token, return it to the bag. Note that in a 3-player game, all players start with 1 Groupie token 
(as described in the Setup).These 2 Groupies

are ready to get lucky
at Lucky 7.

A

B
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Managers
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REBEL YELLOW is:
Ronnie Rouge (vocals), Mykle Maddox (guitar),

Redd Barron (bass), Patty Cakes (drums)
Manager: The Chuckster

6

TO
PLAY:

Performance Requirements. Unlike other locations, each venue location has performance requirements at the top. You can’t place 
dice there until your band has satisfied one of them! For example, in order to perform at the Bourbon Bar (shown at left), your band must  

Anatomy of a Show Card

A Performance score formula: After placing a die, make a Performance score by adding 3 things together:

The value of the
DIE you placed Your band’s ROCK/HOTNESS

Rating (whichever is shown)

The number of your band’s
Flyers at this location

14=+ + +

A

B

C

B

C Setlist Bonus: In addition to your rewards, you can also earn a bonus (Awesome points or Fans) for having Songs that match the 
setlist condition. The more you have, the bigger your bonus. For example, if you have 3 of those Songs the bonus is tripled!
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CREATE YOUR BAND
After setup, it’s time to hold auditions to find your band members. Each player draws 2 Rocker cards from each instrument pile 
(2 singers, 2 guitar players, 2 bass players, and 2 drummers - 8 total cards). Choose one of each instrument to keep and discard the 
other from the game, so you end up with 1 singer, 1 guitar player, 1 bass player, and 1 drummer. Place them in their matching 
instrument slots at the bottom of your Band board and BOOM - there’s your new band. Pretty sweet, right? Let’s learn more about 
Rocker cards and why you might pick one over another… 

Below their instrument icon at the top left, every Rocker has 3 Ratings - ROCK, HOTNESS, and SONGWRITING. Ratings range from 0-3, 
with 3 being the highest.

ROCK represents how
good a Rocker is onstage
(chops, showmanship, etc).

HOTNESS is a
Rocker’s charisma
and sex appeal.

SONGWRITING
is how much a Rocker
contributes to writing Songs.

With ratings of 0, 0, and 1, bass player
Stacy London pretty much sucks at everything.
BUT he gets a Talent card that gives your band
a special bonus, AND he comes with a free piece
of Gear. OK, Stacy... maybe we’ll cut you some slack.

SINGER GUITAR PLAYER BASS PLAYER DRUMMER

5

PHASE 2: Drama
With the Dice phase completed, we finally find out if band Drama ruins any of our hard work. If no one placed a die at the location where the start player 
tucked a Drama card at the beginning of the round, the start player must now take it. Then, players simultaneously reveal their Drama cards.

All Drama cards have a colored border and a condition at the top like “If you PERFORMED” or “If you PARTIED.” If you went to a location with that 
color and did that thing this round, you must resolve the scenario on the card. If you didn’t, you got lucky and can just discard it! White cards that say 
“DUUUDE” must always be resolved, no matter what you did.

IMPORTANT: Sometimes a Drama card might undo a thing you just achieved. For example, after completing your Album in a round, a Drama card 
might force you to discard your most recent Song! If this happens, you must undo that progress, losing any Awesome points you earned and the 
Record Deal requirement. Brutal, right?!

Drama cards are packed with humor and flavor, so you’re encouraged to read them aloud. It’s also fun to keep the cards you resolved for review after the 
game, to recount everything your band endured to reach the top. Many Drama cards contain references to actual hair metal lore. Can you identify them?

IMPORTANT: Flyers are NOT removed from the board after a round! This 
means you could earn a reward again next round, as long as a rival band doesn’t 
cover yours. If a stack of Flyers ever becomes too tall to keep tidy, leave the top 3 
in place and return the rest to their owners.

PHASE 4: Reset
First check if any players have completed the necessary number of Record Deal requirements to win the game (see page 4). If not, follow these 5 QUICK STEP IN ORDER to reset the board for another round:

Draw and place 1 Boost token at each location where no dice were placed. The next player to place a die 
at that location immediately gets those Boost token rewards and returns them to the bag before playing out 
their turn. Note that each location can accumulate a maximum of 3 Boost tokens.

Move any Show cards that were performed to the bottom of their respective piles, revealing a new one. 
Shows that were not performed remain on top.

At the Gear Shop, draw and place out 3 new Gear tokens, returning any unclaimed tokens back to the bag.

Retrieve your dice from the board.

Pass the GuitarPass the Guitar to the next player clockwise.

1

2

3

4

5

Nobody went to the Practice Space, so a Boost
token is placed there to sweeten that location
for next round. Looks like the next player to
practice will also be picking up 25 Fans!
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ROCK & ROLL DREAMS
In Hair Band, you’ll roll dice and place them at any of the 8 Sunset Strip “locations” to earn a variety of rewards, allowing you to develop your band 
in different ways. Your goal is to sign with a kick-ass record label, and that’s how you win the game. Your Record Deal card shows 4 requirements. 
These are the goals the label wants you to accomplish in order to earn a deal. Every card is identical on the front but slightly different on the back, and 
you can pick either side at setup. During the game, whenever you complete a requirement, cover it with one of your Flyer tokens to track your progress.

ALBUMHave 30
Awesome
points

Complete
your
Album

Have 250
Fans

YOU WIN if you’ve completed any 3 of your 4 Record Deal requirements when a round ends. Sometimes, multiple players 
will accomplish this at the same time. If so, the tie breakers are (1) most completed Record Deal requirements, (2) most Awesome points, 
and (3) most Fans (in that order). If there’s still a tie, play again to resolve it! If you want this record deal, you’ve gotta put in the work.

Whenever you achieve a requirement, cover it with a Flyer.

BAND BOARDS
If you’ve followed the Setup steps, you should have your Band board in front of you. Flip it to either side to choose
your band name, and insert knobs into the 4 holes. Let’s take a quick tour... Gear: Store your Gear tokens here (more about Gear on page 8).

Ratings Track: This is where you’ll track how strong your band is in 
three important areas - ROCK, HOTNESS, and SONGWRITING 
(more about these on page 5). Your starting Ratings are calculated after 
you create your band (page 5), and will likely improve during the game.
   
Volume:Volume: Volume is your primary currency in the game. You’ll earn it 
primarily at the Practice Space, and spend it to improve your scores and 
ratings. Everybody starts with 2 Volume (more about Volume on 
page 8), and yes - this knob goes to 11!

Awesome:Awesome: These are the points you get for being awesome at stuff, and 
you have knobs for 10’s and 1’s. You earn them doing almost everything 
there is to do in the game - songwriting, performing, promoting, 
partying, etc.. The better you do those things, the more Awesome you get.

Fans: Gaining Fans helps your band qualify for better Shows. This knob 
uses increments of 25 and, as you can see to the right of it, you’ll also 
score Awesome points when you reach certain milestones.

Rockers:Rockers: This is where you’ll keep your Rocker cards. There are slots for 
your singer, guitar player, bass player, and drummer.

1

2

3

4

5

6

1

2

3 4 5

6

4

REPLACEMENTS
It’s difficult to keep a good band together, and that holds true in a game of Hair Band. Drama cards may cause Rockers to quit, get kicked out, or even be abducted by UFOs (hey, s#!t happens). If Drama 
card language says “replace a Rocker…” you get to pick any band member to replace. If the card language says to replace a specific Rocker, like “replace your guitar player,” you must replace that specific 
one. In either scenario, here’s how you do it:

1

2

3

Doro is replacing her bass player, Dick Whisky, with bassist Foxxy Pearl
She gets to increase her band’s ROCK marker 2 spaces and HOTNESS 1 space,

but must decrease her band’s SONGWRITING marker 3 spaces. 

STORAGE
When packing Hair Band back into the box, use the included plastic baggies to organize the various tokens and decks of cards however you 
see fit. We recommend dedicating four of them to the player colors. Each of those bags should contain all the components for one color (25 
Flyer tokens, 3 Band stickers, 3 Ratings markers, 4 dice), plus 4 Band board knobs. The next time you set up the game, simply give each 
player a Band board and their matching baggie of stuff.  

Tommy Rotten says:
“Don’t be a wanker, mate. Put your band gear away all nice and tidy

or there’ll be hell to pay next time we rock.”
We recommend not pissing Tommy off.

Remember what happened last time.
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Setup shown

Place the Game board in the center of the play area. Flip it to the side that shows your player 
count in the top right corner.

Separate the Show cards into 3 piles by the Roman numerals on the back (I, II, and III). 
Shuffle each pile and place them face up on the board, on the corresponding red locations.

Place the bag of Gear tokens next to the Gear Shop. Draw 3 and place them on the board.

Separate the Song cards into 3 piles (B-Side, Rockin’, and Hit!). Shuffle each pile and place 
them next to the board.

Separate the Separate the Rocker cards into 4 piles by instrument. Shuffle each pile and place them face  
down next to the board.

Shuffle the Manager cards and place them in a face down pile near the Rockers, along with 
the supply of Emergency Call tokens (optional).

Shuffle the Talent cards and place them in a face down pile near the Rockers and Managers.

Place the Game board in the center of the play area. Flip it to the side that shows your player 
count in the top right corner.

Separate the Show cards into 3 piles by the Roman numerals on the back (I, II, and III). 
Shuffle each pile and place them face up on the board, on the corresponding red locations.

Place the bag of Gear tokens next to the Gear Shop. Draw 3 and place them on the board.

Separate the Song cards into 3 piles (B-Side, Rockin’, and Hit!). Shuffle each pile and place 
them next to the board.

Separate the 

Place the Game board in the center of the play area. Flip it to the side that shows your player 
count in the top right corner.

Separate the Show cards into 3 piles by the Roman numerals on the back (I, II, and III). 
Shuffle each pile and place them face up on the board, on the corresponding red locations.

Place the bag of Gear tokens next to the Gear Shop. Draw 3 and place them on the board.

Separate the Song cards into 3 piles (B-Side, Rockin’, and Hit!). Shuffle each pile and place 
them next to the board.

Separate the Separate the Rocker cards into 4 piles by instrument. Shuffle each pile and place them face  
down next to the board.

Shuffle the Manager cards and place them in a face down pile near the Rockers, along with 
the supply of Emergency Call tokens (optional).

Shuffle the Talent cards and place them in a face down pile near the Rockers and Managers.

Separate the Rocker cards into 4 piles by instrument. Shuffle each pile and place them face  
down next to the board.

Shuffle the Manager cards and place them in a face down pile near the Rockers, along with 
the supply of Emergency Call tokens (optional).

Shuffle the Talent cards and place them in a face down pile near the Rockers and Managers.

1

2

3

4

5

6

77

8

9

10

11

12

3

FAQS

Q:
A:

Q:
A:

Q:
A:

Q:Q:
A:

Q:
A:

Q:
A:

Q:
A:A:

Q:
A:

Q:
A:

Q:
A:

Q:Q:
A:

Q:
A:

Q:
A:

GO HERE for more FAQ’s
we thought of after printing
this rulebook.
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Game board 4 Band boards 16 Dice (4 of each color)

16 Band board knobs

56 Rocker cards 10 Manager cards 80 Drama cards 12 Show cards 4 Album cards 4 Record Deal cards

72 Song cards 24 Talent cards 17 Gear tokens (w/bag) 33 Boost tokens (w/bag) 5 Emergency Call tokens

12 Rating markers
12 Sticker tokens

(3 of each)
100 Flyer tokens

(25 of each) Starting Player Guitar

2

COMPONENTS & SETUP
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“I grew up in the ’80s, when hair metal wasn’t just music - it was a lifestyle. We never missed an episode of MTV’s Headbanger’s Ball to catch 
our favorite bands like Mötley Crüe, Def Leppard, Poison, Cinderella, Quiet Riot, and Stryper. They inspired me to grow my hair, learn to play 

drums, and move to the big city to chase the dream myself. Their energy and over-the-top showmanship was a huge influence on all my bands.

In 2019, I set out to design a tabletop game to serve as a tribute to that scene and everything it meant to me. Our team of talented artists and In 2019, I set out to design a tabletop game to serve as a tribute to that scene and everything it meant to me. Our team of talented artists and 
developers poured their hearts into every detail to capture the excitement, humor, chaos, and pure adrenaline of being in a hard-working 

Hollywood glam metal band. We hope you have as much fun playing it as we had making it.”
-Dickie Chapin, Designer of Hair Band

Dickie, 1998



OVERVIEW
Get ready to tease your hair and party like it’s 1989 in Hair Band - the 
tabletop tribute to the most decadent scene in rock music history. Form an upstart 
‘80s glam metal band in Hollywood and compete to become the most awesome new 
band on the Sunset Strip.

Each round, you’ll roll dice and place them at different board locations to practice, Each round, you’ll roll dice and place them at different board locations to practice, 
write songs, play shows, promote, and party - all while dodging the inevitable chaos 
of rock’n’roll life. There’s a record deal at stake here, and the first band to complete 
the label’s contract requirements will sign on the dotted line and win the game.

CREDITS
Game Design: Dickie Chapin
Illustration: Bambang Agung Widodo
Graphic Design & Rulebook: Dickie Chapin
Special Thanks: Amy Abramite, Jodi & Phoebe & Lorelei Chapin, James Connelly, DDR Music Group, Mike Duddy, Brian Esquivel, Glenn Flaherty, 
Nate Heater, Isaac Hirschfeld, Sebastian Koziner, Jon Merchant, Michael Maddox, David Smith.
Testers:Testers: Eric Alvarado, Chris Backe, Nick Brown, Gene Chipman, Jon Deale, Danny Devine, David Digby, Lena Drake, Philip Erikson, Ben Grimes, 
James Firnhaber, Evan Halpert, Falk Hansel, Jason Harris, Kurtis Hayden, Nate Heater, Charlie Henderson, Topher Hernandez, Isaac & Megan 
Hirschfeld, Ryan Horricks, Brian G. Jacobs, Sasha Jelten, Melanie Keyzor, T.K. King, Kevin Levy, Eric Ledger, Galen McCown, Michael Morgan, Chris 
& Ali Navarro, Dennis Northcott, John O’Connor, Trevor Olson, Matt Opal, Chrissy Papnick, Fritz Paull, Corey Pendleton, Chris Portie, Matt Rodela, 
Francisco Rojas, Mathue Ryann, Justin Salisbury, David Smith, Andrew Stiles, Tanat Thanjai, Michael Thompson, John Tucker, Manny Vega, Reed 
Waide, Phil Wimblett, David Wilson, Alex Wolf, Jad Yammine. If we forgot anybody, we suck!

TABLE OF CONTENTS
Components & Setup

Rock & Roll Dreams,
Band Boards

Create Your Band

How to Play - Phase 1
(Dice, Locations)

How to Play - Phases 2-4
(Drama, Flyers, Reset)

Replacements, Storage

FAQs

Quick Reference

2

4

5

7

12

13

14

16

For How To Play
videos and more:

QUICK REFERENCE

Round Play
PHASE 1: Dice
Roll dice & tuck 1 Drama card at a location. Then take turns placing dice on the
board (one at a time) to earn stuff. After all players have placed 3, the player
with the lowest total on those 3 may place their 4th and draw a Drama card.

PHASE 2: Drama
Simultaneously reveal & resolve all Drama cards.

PHASE 3:PHASE 3: Flyers
Earn rewards for each location where you have the MOST Flyers.

PHASE 4: Reset (if no winner). IN ORDER:
1. Draw & place 1 Boost token at locations where no dice were placed (max 3).
2. Reveal new Show cards wherever one was performed.
3. Retrieve your dice.
4. Return leftover Gear tokens to the bag and draw 3 new.

Pass the Guitar clockwise.

Iconography
Your die

Rating marker

Rating Increase

Rock

Hotness

Songwriting

Volume

Awesome point

Fans

Flyer

Boost token

Gear token

HIT!

Song

HIT Song

Anthem

Power Ballad

Scorcher

Groupie

GET GEAR GET VOLUME GET FLYERS GET SONGS GET LUCKY PERFORM SHOWS

Place a die
Take a Gear token

Place a die
Raise your Volume

Place a die
Get Flyers

Post to locations

Place a die
Make a Song score
Earn a Song card

Place a die
Draw Boost tokens

Place a die
Make a Performance score

Earn Awesome points & Fans

Locations

© 2026 Frown Clowns. Hair Band and all related content are All Rights Reserved. Hair Band is a work of fiction and parody. Any references or similarities to real persons, bands,
or establishments are transformed for comedic and entertainment purposes and are not intended to identify or represent any specific entity. No affiliation or endorsement is implied.
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