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|| Battlefield Gate

The daimyo may view the

An ability written in bold text.

This wargeist can attack and : x i T
as soon as it comes under your control. ; - Tl e % . Bac Op

eist can’ t attack.
ist can’ t block.

This we st can’ t be blocked
except by wargeists with Spy or Watcher.

This wargeist can block wargeists with Spy.

| This war destroys the specified number of gates
on attacking a daimyo.

This we st can’ t be the target of jutsus or abilities. - Al 4 3 BOttOm

st can’ t be blocked, targeted, or dealt damage ) £ § A [ i ; .
cards with the specified attributes. ’ ! .

Deck

4
- A whose gates and deck have zero cards loses

Cards in your hand can be cast by paying their cost. ; , : )i\ ) S ; ; I the game if attacked by 1l
To pay a card’ s cost, do the following: ]
1.Tap untapped elementium you control that matches the attribute symbols deck would d

shown in the cost, and / instead choose a elementium on their battlefield and
2.Tap untapped elementium you control equal to the number shown in the : S add it to their hand. If they control no elementium,

cost, regardless of their attributes. H r : P they lose the game.

I ; = A with zero cards in thei tes and deck

Example: To cast the card shown in the image, tap one fire elementium and e A% can’ tincrease their elementinm

three elementium of any attribute.

Game Preparation @) Turn Sequence

[ CrDonent befare the game. Start Phase Main Phase Ikusa Phase End Phase

2.Each daimyo plays Rock-Paper-Scissors. The 1.Untap Step You may cast cards from your You may perform the following sequence any number of times: Resolve any effects that trigger at the end
winner goes first. Untap all cards you control on the hand. You may do this as many 1.Attack Declaration Step of the turn.
3.Each player shuffles their deck and places it battlefield. times as you can pay the costs. Tap one of your untapped wargeists and declare an attack on your opponent’ s daimyo. V

2 i ) 4 > Then, remove all damage from war,
face-down in their Deck Zone. 2.Draw Step entered the battlefield this turn can’ t attack. - 5

4 . . 1 R and end your turn.
4.Each daimyo looks at the top 10 cards of their deck Draw a card. (The first pla * Face-down elementium are 2.Block Declaration Step

and chooses 5 to place face-down in any order as tatcardlon, their first turn.) considered to have all attributes. The attacked daimyo may tap any number of untapped wargeists they control to have them block the i
attack. If blocking, the attack target is changed to the blocking wargeist(s). begins their start phase.

>

After ending your turn, the next daimyo

gates. The remaining 5 cards are added to their » 3.Elementium Step »

hand. Choose one of the following: 3.Ikusa Resolution Step
- Put a card with elementium from your I If the attack target is a daimyo

hand onto the battlefield in its If the daimyo has gates, reveal the top card of the gates and put it into hell. If there are no gates, reveal and

Tips!

When setting up gates, prioritize placing elementium orientation, or put a number of cards from the top of the deck equal to the attacking wargeist’ s attack power into hell. If

cards that have kyu-kyu-nyo-ritsu-ryo. - Put any card face-down on the any cards put from gates or the deck have kyu-kyu-nyo-ritsu-ryo, they may be cast without paying their

battlefield as an elementium. oSt

o , ITIf the attack target is a w
b bOth, - (b preparing, the The attacking wargeist and the blocking rgeist deal damage equal to their attack power to each other’ s
peigegins. health. If there are multiple blocking wargeists, the attacking wargeist distributes its damage among them
as desired.

* Wargeists that take damage equal to or greater than their health during the same turn are destroyed.

* Each daimyo may cast cards with kyu-kyu-nyo-ritsu-ryo or activate card abilities at any time.





