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Moon will return to the world,

jz ﬁame

The base game box contains two Blue Moon peop]e sets, the Vulca and the Hoax.

Each p]ayer selects one of the sets. The sets are p]ayea_ against each other with both p]a.yers attempting to win the a.ragons
over to their side. The victor scores a number of victory points (crysta]s), which are recorded on a piece of paper when

pTaying more than one game.

Note: These rules app]y to this base gameas well as to the additional peop]e sets. When you p]ay Blue Moon for the first
time, on]y read the first 10 pages of these rules, and possiuy the examp]es thereafter. The two overview cards a_epict the
icons that appear on some cards and more details about them can be found starting on page 14. If you have more detailed

questions, consult the speci al rules starting on page 17.



e ostl ortant Sech'ons ,
j J& ’ﬂ, ; %

Game Preparation Page 3 Lo it
Overview Page 4 ot .I;'.
Turn Phases Page 6 By
Winning a Fight Page 9 d a
Declining to Start 4 Fight Page 9 A1 G/
) .
Game End Page 10 ( '3 y
| 7154
s Ji |
Two Detailed Examples Page 11 |
Shields and 1cons Page 14 S AN , - )
Special Rules Page 17 =¥ Y J
Advanced Rules: Deck Builf‘{ing Page 19 £ =
(iame Con't}:onmtr

2 peop]e sets (the Vidlca and the Hoax) each with 30 .ca.rrls and one leader, 3 &ra.gons, il game board, 2 overview cards

qame ‘P@amfim

(3 Lay out the game board (see the &iag‘ram on the next page).

(€ Place the three a_ragons onto the (neutral) middle of the game board.

€ When p]aying the base game, one p]ayer takes the peop]e set of the Vulca, the other the peop]e set of the Hoax.

(© Each p]ayer di sp] ays the leader of his peop]e face up next to the game board as indicated
(see the a.iagram on the next page).

€ Each p]ayer di sp] ays omne of the overview cards next to him.

(€ The remaining30 cards of each p]ayer form his deck. Each pTayer shuffles his deck and p]aces it as

his face down draw deck next to the game board as indicated (see the di agram on the next page).
(€ The p]ayers remclom]y determine who becomes the starting p]ayer of the first fi ght.
(© Then each p]ayer draws the top six cards from his draw deck into his hand.
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Overview

(€ The game consists of in&ependent consecutive fi g}t‘ts, The starting p]ayer begins the first fi gh‘c.
Each fight is contested in one of two elements, either fire or earth, as announced by the starting p]aye‘r of the figh’c.

(Q Duﬁ'ng each fig]’lt, p]ayers take alternate turns to p] ay their cards buﬂ&ing up power in their combat and suppor‘c areas.

(3 Basica”y. each turn the p]ayers p]ay a character card and possibly some additional cards to at least match the total
power of their opponent, who must then in turn match his opponents power, and soon. - If a p]ayer is unable to do
this, he must retreat from the fight.

€ A fight ends when one of the pTayers retreats. The other pTayer is the winner of the fight and attracts a number of
&ragons. Both p]ayers remove all their cards from their combat and support areas and p]a.ce them onto their face up

discard pﬂe.
it




(€ The retreating p]a.yer then starts the next figh’c.
(& Usua”y, the game ends when one p]ayer runs out of cards and retreats from the last fig}tt. Then the p]ayer with
&ragons on his'side is the victor and scores some victory points (crysta] s).

€ A p]a.yer wins the game instamﬂy if he has all three &ragons on his side and then attracts further &ragons.

The Cards
(€ Most of the cards originate from the eight peop]es in the Blue Moon world. Each peop]e is characterised by a different

color bar containing the card name. The name of the peop]e (toge‘ther with an identification number) is prin‘ce& in the
lower left-hand corner of each card. Some cards (e.g. mutants) do not be]ong to any peop]e.

(€ Each deck represents the forces of one of the peop]es involved in the s‘crugg]e for the throne. Most cards in the deck
originate from that peop]e. But each deck also contains cards from other peop]es and one mutant. In the lower left-
hand corner, all cards are marked with the first letter of the deck in which ﬂtey appear, which allows you to reconstruct
the origina] peop]e sets.

Value in Fire Card Name
Value in Earth Color Bar
Icon Specia] Power
Card Type
‘»L *y
J o

Peop]e Name and Identification Number Backgroun A Tnformatiol o

People Set P 1

Moons 'I"'"
v A .
I A

(€ Each peop]e set contains one leader and a deck of 30 cards consisting of four pﬁ'ncipa] card types which are stated'on
the ]ef‘c side of the card: ]eadership cards, character cards, booster cards and support cards.
© Many cards have values in fire and earth.

(© Some cards depict an icon. These are exp]ajne& starting on page 14.
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(€ Some cards contain specia] power texts (under the color name bar): When a card with a specia] power is p]ayea., the
text is read out to the opponent: "I” referring to the p]ayer of the card and “you” to the opponent.

(€ Furthermote, many cards show one or more moons in&ica.h'ng their cost when you build your own decks in the
advanced game.

(© The text at the bottom of each card gives you some background information about the Blue Moon world.

Mutants: Mutants are speci al character cards that may on]y be p]aye& under certain conditions.

They c]’tamge the contested element of the fight, from fire to earth or from earth to fire.

“Turn Dhases
The p] ayers take alternate turns &uring afi gh‘c. Each turn consists of a number of steps

executed in the foﬂowing order:

“© Beginning of Turn

(© LEADERSHIP . The p]a.yer may p]a.y ome ]ea&ers}u'p card..
(3 Re‘creett from Fi ght? -
(© CHARACTER The p]a.yer must pl ay one character card.
(© BOOSTER \ The p] ayer may p]a.y one booster card
or or
SUPPORT one support card gy
(€ Announce Power e T, "
(© Refresh Hand
€ End of Turn )
"
Beginning of Turn LI

Some cards, when a]reacly di sp]ayecl, may allow you to act at the beginm'ng of your turn.
- Usuully nothing hap_pens aluring this phase.



LEADERSHIP

You may p]ay one ]ea&ership card.

Place the ]ea&ership card face up peu*h'aﬂy over]apping your leader card and read out the speci al power
text. The effects of most ]ea.&ership cards are imp]emen’ce& immeaja.te]y, some remain active for your
entire turn, but never beyon& the current turn. Su]:)sequen'c ]ea&ers}dp cards are p]aye& on top of

earlier ones. — It is quite normal that no card is played cluring this phase.

Refreat from Fight
When you cannot or do not want to continue the current fight you announce your retreat. This ends the fight and your
turn concludes without amy further ob]igah'ons or activities. Your opponent wins the ﬁgh‘c (as described on page 9 -

Winning a Fi ght). - If the current fight continues, nothing happens during this phase.

CHARACTER

Tn order to continue the current fight, you must p]ay a character card. - Very oﬂen, playing a
character card is your first activity aluring your turn.

Pl ay a character card from your hand face up into your combat area. All cards in the combat area from

your prew'ous turn are pushed toge’cher under your new character card and are no ]onger activers

ey J g

On]y the most recent character cards p] aye& nto your combat area are active until they are 4| ]

coverea. by new chara.cter ca.rds on \/O‘LLT subsequent turn.

As a genera] ru]e YO‘LL may on]y p]ay one C]’LBLY&CICGT C&Td on YOLLT‘ ICLLT‘YL un]ess yOLLT‘ cards‘f. . 3
ﬁ LY

spec1f1ca] Yy allow you to p]ay more. If you do p] ay more than one character card, stagger

the cards parh'aﬂy on top of each other, so that all their values, icons and speci al power

texts are visible.

BOOSTER or SUPPORT

You may p]ay either one booster card or one support card.

You may ]:ﬂay a booster card from your hand face up into your combat area on top of your
character cards, par‘daﬂy over]apping the last character card so that all values, icons and
specia.] power texts are visible. If the cards allow you to p]a.y more than one booster card,
s‘cagger the booster cards par’ciaﬂy on top of each other, so that all their values, icons and
speci al power texts are visible. On]y the most recent booster cards p] aye& nto your combat

area are active until they are covered by a new character card on your subsequent turn.

7



A]’cemah've]y, you may p]a.y a support card from your hand face up into your support area. All cards &isp]aye& in your
support area are active and should remain visible &uring the entire fight.

Asa genera] ride, you may onTy p]a.y either one booster card or one support card on your turn, unless your cards
specifica.ﬂy allow you to p]a.y more than one. — The most common card play during a turn consists of one character card,
possilvly followed l)y one booster card or one support card.

Exception: On the first turn of each figh‘c. the starting p]ayer is restricted to p]a.ying neither a booster nor a support
card, unless his cards specifica.ﬂy allow him to p]ay additional booster cards or support cards. — The most common card

play during a starting turn of a fight consists of one character card.

Announce Powey

(© Each fight is contested in one of two elements, either fire or earth. The p]ayer who starts a fig]’tt chooses the element
of the figh‘c when announcing his power on his starting turn. This element then remains fixed for the entire fight
(unless cha.nged by a mutant).

€ When YOl anfource your powet, a]ways state your total power in the respective element that results from all your
active cards, a&cling “in fire” or “in earth” as appropriate. Your opponent’s active cards can influence your total power.

(€ The total power you announce on your turn must at least eclua] that of your opponent at this time.
This is usually the power announced previously by your opponent, but may have been altered as a consequence of
your card pluy.

© If you cannotat least match your opponent's téta] power, you must retreat &uﬂ'ng the "Retreat from Fi g}t’c" pha.se and
may not p]ay character, booster or support cards. Note: Leadership cards may be playeal before declaring a retreat.

.[C Zero Power: An attack with “zero” power is possﬂo]e, provi ded that your opponen‘t’s total power is also “zero”

Refresh Hond
RefTes}l you'r han& by &Yawing fTOm YOUT d.ra.w &eck.

As a genera] rule, you refresh your hand to six cards. However, some cards influence the number of cards that you

refresh. If you a]rea&y have more cards in your hand, you keep the additional cards.

End of Turn

Some cards allow you to act at the end of your turn. - Usuully nothing happens during this phusg,,,-,_ ] |'

ancl your turn ends lJy announcing yOMT POW(:‘T am:l refreshing your hancl.
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© If your opponent retreats, his turn ends immediatel y and you win the f1ght As a consequerce, you attract
one &ragon. If you have a total of six or more cards (not necessa.ﬂ]y all active) in your combat and support

areas you attract one additional &ragon. The active cards can influence the number of &ragons attracted.

(€ For each rlragon attracted, select one of the &Tagons from the game board and p]ace it in front of you.
However, if your opponent has &ra.gons (from previous fights) n front of him, select the respective number of rlra
from your opponent and p]ace them on the game board instead. At one time, dragons may on]y be located in front of
one of the two p] ayers.

Exumple:You attract two rlra.gons. Your opponent has one clra.gon in front of him, the other
two &ragons are on the game board. Return your opponent’s aragon to the game board (first &ragon movement),
then select one of the three &Tagons from the game board and pTace it in front of you (second &Tagon movement).

(€ Both p]ayers niow remove all their cards from their combat and support areas and p] ace them face up on their
respective discard pﬂes.

(€ At the end of amy fight, both p]a.yers refresh their hands to six cards ]ay &rawing from their draw decks.
1f you a.]‘rea.&y have six or more cards in your hand, you kee‘p those cards rather than ‘refreshing your hand.

(€ Then the retreating p]ayer starts the next fight

Declining to Start-a Fight

The starting p]ayer ofa ight cannot retreat on his starting turn. However, instead of starting a fig]’l‘c, a p]ayer may decide
to discard one, two or three cards from his hand duﬁ'ng the "Retreat from Fi g}lt" phase. Then the p]ayer refreshes his
hand to six cards. The other p] ayer now becomes the starting p]a.ye‘r (and has the choice of starting the next fi gh‘c or
&iscar&ingl - You are forced to discard if you have no character card to play. You may play a leadership card as usual

before declining the fight

Disardin g Cards

When &1scar&1ng the cards are P laced face up onto the discard pﬂe (so that the opponent can see
each one of them before they are pﬂe& togethe‘r).

Exception: When a.iscaraing ]ea&ers}dp cards, these are a]ways p]ace& face up in one separate stack
par‘daﬂy over]apping the leader card (on top of amy previous]y p]aye& ]ea.d_ers]u'p cards).

Lea&ers]u'p cards are never p] aced on the discard pﬂ

Some specml powers allow you to recover cards from your discard plle however; leudershlp cards

are gone forever
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€ When a p]atyer has used up his draw deck he cannot draw amy more cards. The fig}t‘c nevertheless continues.

When one p]ayer has p] a.yecl or discarded all his cards from his draw deck and from his hand then no new fights may
be started. The game ends as soon as the current fight is over. The game also ends when a p]ayer declines to start a
fight and discards his last one, two or three cards instead.

(€ At the end of the game, the p]aye‘r with &ragons on his side is the victor and scores some victory points: one crysta] for
winning the game and one crys’ca] for each &ragon on his side. The loser does not score. When p]aying more than one
game, the victory points (crysta]s) are recorded on a piece of paper (see "More Games” on page 14).

€ If the game ends with all three rlragons on the (neutral) game board, then the p]a.yer who ran out of cards (first) loses,
and his opponent scores one crysta].

© A p]ayer wins the game ins‘camﬂy if he has all three &ra.gons on his side and then attracts further clragons. This p]ayer

is the victor and scores four victory points: one crysta] for winning the game and three crysta]s for the three a:ragons
on his side.
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The following exumrles, to be followed with your own card decks, illustrate the development of fypicul fighis.

1. The Vulca p]ayer begins the first fi gh‘c.

He p]ays the character card “Volca” into his combat area, and announces 5 Fire.

He draws one card from his draw deck to refresh his hand to six cards. This ends the Vulca p]ayer's turn,
and it becomes the turn of the Hoax p]ayer.

4 .:"-i A
A%y
P]ays the character card “Vetraskedas the Sceph’c" into his combat area; 5 ..
H and “Trebuchet of Fear” into his support area. He announces 5 Fire, e g
s then draws two cards from his draw deck.

Vulca P]a.ys the character card "Flamebreath the Dazz]ing" and the booster card “Fireblast” into his

combat area. He announces 10 Fire then draws two cards from his draw deck.

Hoax  Retreats, en&ing his turn.

The Vulca p]ayer wins thesfi gh‘t. attracting one &ragon. The Vulca p] ayer selects one &ragon from

the game board and p] aces it in front of him. All cards are removed from the combat and support areas,
and p]aced on the respective face up discard pﬂes.

11



2‘.|The Hoax p] ayer starts the next fight.

He p]a.ys his Lea&ership card "Muster Reinforcements - Now I may draw five cards” onto
his Leader card and draws five cards from his draw deck. He then p]ays the character card
“Penemikanas the Paranoid” announces 3 Earth, but does not refresh his hand as he has

more than 6 cards.

P]ays the character card “Aa.ra]ia.—Aqua—Secun&a" and the support cards —
Vulca “F]ickering Fires - You may not p]ay ]ea&ership cards” '-"" #

i
He announces 5 Earth and draws two cards from his draw deck. # -~ 1 r

P]ays the character card “Catusan” and the booster card "Bat’t]ing Boomerang”.

Hoax He announces 7 Earth, but does not refresh because he still has more than six cards in his hand.

P]ays the mutant "Zig-nur-Don - I may on]y p]ay this mutant if I am attacked by at least 5 Earth.

The contested element of the fight changes to Fire” He announces 5 Fire (inc]uding “F]ickering

Vulca Ml Fires”) and draws one card. Because of the SHIELD icon, the opponent’s total power does not have
: to be matched. The STOP icon disallows the Viulca p]ayer to p]ay amny more cards clurmg his turm

(see "Shields and Icons” starting on page 14).

12



Retrieves the card "Batt]ing Boomerang" (with the RETRIEVE icon) into his hand,
then p] ays the character card "Hank Hi ghﬂyer Hawk - Your character cards are
ignorerl, except Flit character cards” and the support card "Tome of Wisdom”

Hoax
M He announces 3 Fire. This is sufficient, as the mutant “Zi g-nur-Don” is ignorecl.
re&ucing the opponen‘c's total power to 1 Fire. Still hol &ing six cards, the Hoax p]ayer
| does not refresh his hand.
Pl ays the character card "Glimmer” G gnored) and the boosterﬁ-_vg.a.r& r
Vulca “Elemental Speﬂ - My total power increases to 6" , -_r‘h-“" - "n_:.'ﬂl-II - ""-.Hr f’-§ . *1:
He announces 6 Fire and draws two cards. ‘{"‘ | B | i
3 1% I = g pi™ . ¥ r'!r' _|i
i - i f .@@; : "'T } |
"l..,- ! 'II - ; r:l'-
I ' ?‘1;".1 %
5 bt = ; o g iy
‘ - ! I
H Pl ays the character card "Thirkomedas the Serene - You may not p]ay ]ea&ers]‘u'p/booster/ support _
ax -
2 cards” and once agen'n the booster card “Ba’cﬂing Boomerang’f

He announces 7 Fire (inc]uding “Tome of Wisdom”) and refreshes his hand to 6 cards.

Vulca p] ayer retreats, endjng his turn.

The Hoax p]ayer wins the fig}lt, attrach'ng ’cw_p clragons, as he has 6 or more cards in his combat and support areas.

He returns the Vulca p]ayer’s &ragon to the game board, then selects one of the three &Tagons from the game board and

p]a.ces it in front of himself. All cards are removed from the combat and support areas, and p] aced on the respective face
y

up discard pﬂes.

o
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© If you are p]aying more than one game, you may decide to swap the peop]e sets after each game. Wi
The loser of the previous game a.]ways starts the next. The p]ayer who first reaches a total of at least =
five crysta]s becomes the final victor. v |

© There are other Blue Moon peop]e sets available. With more than two peop]e sets at your disposa]. you should
mutuaﬂy agree which set each p]ayer will use or you shuffle the correspon&ing leader cards and draw one each to
ramclom]y determine your set. In this way, the final victory can be achieved using a variety of different peop]e sets.

© If both p]ayers possess their own peop]e sets, the p]ayers may choose to each select one leader card of their sets and
reveal them simu]taneous]y before each game to determine which peop]e they p] ay.

(€ Each of the available peop]e sets is preassemb]ed and reacly to p] ay. The advanced rules at the end of this booklet

expku'n how you can build your own decks to take full control of your &esh'ny.

Sgiea; am[ 1con5

Note: On]y shields and the icons STOP and RETRIEVE are relevant for the base game.

SHIELD g

You do not have to match your opponents total power when a-mnouncing your power.

Cards &epich'ng a shield behind their fire or earth value defend against your opponents total power in this
element, irrespective of the size of his power. The number in the shield contributes towards your own

announced total power as usual. - Shields allow you to reduce the total power in the fight.

STOP .

P]aying a card with a STOP icon preventsyou from p]aying any further cards during your turn. -
Your turn continues with the announcement of your total power that must at least match your

opponenf's power.

21



RETI"{IEVE
1f you have active cards depic’cing the RETRIEVE icon at the very beginm'ng of your turn, you may
return any of these cards into your undisclosed hand. - You may keep these cards in your hand or

replay them this turn.

Exception: To prevent both p]ayers from conh'nuous]y p]aying the same cards, the foﬂowing exception
apph'es. If your opponent's combat area contains active character cards clepicting the RETRIEVE icon

then you may not app]y the RETRIEVE function depicte& on your character cards.

The fonowing icons do not appear in the base set. (The sing]e PAIR icon in the Vulca set does not function).

The foﬂowing rules become relevant when other peop]e sets are involved.

PROTECTED ﬂ

Some cards in the AQUA peop]e set &epict the PROTECTED icon. When these cards are active in the combat or support
areas, they are protected. from any opposing effects. The cards cannot be 1gnore& or discarded by the opponent, and ﬂtew
values cannot be reduced by the opponent. When protec‘cecl cards are not active, all genera] rules app]y

FREE

Cards depm’mng the FREE icon.do not count towards your limit of one character card and either one
booster or one support card expressecl in the rules. Free cards must be p]aye& a,urmg their appropriate
pha.se. Free cards (character, booster, support cards) may also be p] aye& on the sta.r’m'ng turn of a fight.
However, you may not p]ay free cards (e.g. support cards) if a card instruction specificany disallows the
p]a.y of the respective card type (e.g. support cards). It is possiHe to p]ay a free character card as the first

or on]y character card on your turn.

1]
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PﬁiﬁIR
1f you have two character cards in your hand with identical first words in their names and both

&epicﬁng the BPAIR icon, you may p]ay the pair toget}ler instead of a sing]e character card.

Stagger the two cards par‘m'aﬂy on ‘cop of each other, so that all their values, icons and specia] power
texts are visible.
-
S |

o~

;l?' .l"- !

;,ﬁ_a.

Simﬂaﬂy, you may p]ay a pair of booster cards with identical first words and PAIR icons

instead of a sing]e booster card.

GANG

The Khind character cards are divided into four gangs indicated ]oy different color GANG icons.
All members of a gang have identical prefixes to their names. You may p]ay amy number of
character cards from the same gang instead of a sing]e character card at the beginm'ng of your
CHARACTER phase. And you may add more character cards to the gang in later turns.

If you a]reacly pTayed one or more character cards of the same gang on your previous turns, and
there are no other active cards in your combat area (character cards not be]onging to the gang or
booster cards), then at the beginm'ng of the CHARACTER phase of your subsequen’c turn you

can add one ormore character cards of the same gang from your hand without pushing the other

cards under it. Stagger the cards pa.r‘ti a.ﬂy on top of each other, so that all their values, icons and
speci al power texts are visible. To keep the gang active, you must add at least one more character card

from the gang each tupmn.

16
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(€ Instructions on the cards supe‘rsed_e these game rules. When a p]a.yer bﬂ'ngs a card with a speci al power " el
into p]ay, he reads out the text. - Remember: The texts on the cards are worded in such a way that fhey
apply to the situation when they are played, with the player speaking to his opponent: 1" referring to
the player and “you” to his opponent.

(€ Card instructions gnoring” other cards take prece&ence over all cards — except cards with a PROTECTED

o effect. Cards reach'ng "you may not..” take precedence over all remaining instructions on other cards.

jcon (see "Shields and Icons” above). When a card is ignore&, its values, icons and specia.] power texts have W! 1'.I.ﬂ‘_'r.
A !

This section expluins speciul situations. It is not necessary to read it before you start rluying the game.

1. If an instruction-disallows you to p]ay cards of a certain type, you may not p]ay a card of this type even

if the specia] power text on such a card - once p] aye& - would counter the &isaﬂowing instruction.

Dl you app]y the irstruction on one of your cards to an active card and this active card is influenced or discarded ]:)y
your opponent, then you may app]y the instruction to a different active card. The ori gina] p] ayer of a card a]ways
determines how the card is app]iecl.

3. If an instruction allows you to p]ay amy number of booster cards, you may also a.p]:ﬂy the genera] rule that allows you
to p]a.y one support card during this p]'ta.se. Simﬂa.r]y, if an instruction allows you to p]ay amy number of support cards,

YOLL may a]so p]ay one ]:)ooste_r car&.

4. If the cards instruct you to act, you must do so. If you are unable to sa.h'sfy the instruction comp]ete]y, you must act
as far as is possﬂ:)]e. Some cards give you the option to act, or otherwise retreat or move one &ragon. In these cases you

must either fuﬂy sah'sfy the instruction or not at all.

5. Also, if you are instructed to discard a nuT;rﬂ:Jer of fire or earth values, you may not discard additional cards that do
ot contribute to sah'sfying the instruction. If several cards instruct you to discard fire or earth values, you must

sa.h'sfy each card inrlependenﬂy.

6. If you are allowed to discard cards of a certain total s‘crengt}l in one element (e.g. 8 Fire) to attract one &ragon. on]y

the pﬂ'nterl values count. Specia] powers that influence the values, do not a.pp]y.
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7.|IIf there is more than one instruction inﬂuencing the fire or earth values of other cards, first app]y all ncreasing
instructions in the order that maximizes the values, then app]y the rlecreasing instructions in the order that

minimizes the values.

8. Some cards instruct you to disclose your hand. In this case, p]ace all cards from your hand face up in front of you.
The cards remain there for your opponent to see, until ﬂley are used. Disclosed cards count as part of your hand.
If your oppornent is allowed to draw one card from your hand, he may select a disclosed one. Cards you receive after

&isc]osing your hand are not disclosed and go nto your hand

9.7l ayers should ensure that the decks are thorougmy shuffled, parti cul a.r]y that ]eadership cards and cards with PAIR
and GANG icons are carefu”y separa’ce&. When a pTayer shuffles his deck or discard pﬂe, the opponent can demand
that he may either cut or also shuffle these cards — without examining them.

10. At all times during the game, your cards are either in your hand or on your side of the game board. The cards from
the decks of the two p]ayers are never mixed. You may count the cards remaining in your draw deck and check all
cards in your combat area. You may ask your opponent for the respective information, and also how mamny cards he
holds in his hand. You may not check earlier p]aye& ]ea.a.ers}u'p cards below the top one, or the cards in your discard
pﬂe. On]y the top card of these pﬂes should be visible, and the cards below may 1ot be counted.

LT & p]ayer ‘pTays cards instead of retreating, but thereafter finds himself unable to at least match the opponent’s total
power, the foﬂowing ru]ing a.pp]ies. If no cards have been drawn or revealed, then the game may be backtracked to the
situation before the p]a.y of the character card. Otherwise the p]a.yer loses the entire game, the opponent winning the

maximum score of four crysta]s.
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Each of the available peop]e sets is p‘rea.ssemb]e& and ‘ready to p]a.y. - Remember: All cards are marked in the lower left-

hand corner with the first letter of the set in which they appear.

After you have gajne& p]aying expeﬁ'ence with the prea.ssemb]ed decks, you may decide to build your own decks. Then
you and your opponent should prepare orme or more decks in line with the deck buil ding rules that are summarized on

the leader cards:

(€ Each deck (without the leader card) must contain exact]y 30 cards.

© All cards in the deck must be different.
(© The deck may contain any cards of its own peop]e.

(© The total number of moons on all cards that are not of its own peop]e may not exceed 10.

Note: Future cards may change the deck building rules.

When you begin to p]ay, both p]ayers select the Teader of one of their prepare& decks and reveal these simu]tameous]y. If

you p]ay more than one game, start each new game i this way. Then the p]a.yer who first reaches a total of at least five
crysta]s is the final victor.

Important: Before each game, each p]ayer may request to count the number of cards in the opponent's deck to ver1fy
that it contains exa.cﬂy 30 cards. The loser may check the victors deck for comp]w.nce with the deck buﬂ&mg rules as

stated on the leader. If a violation is found, the victor does not score.

%tiona[ (Pé) FiRE ]
P]ayers may agree to the foﬂowing rule. After the p]ayers have drawn their initial hand of six cards : : | II
at the Beginm'ng of the game, each p]ayer may p]ace amy number of his cards face down on top i
of his draw deck. Then the draw decks are reshuffled once again and the p]a.yers refresh their hands *
to six cards by clrawing from their draw decks. 1

&
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