Activate: To flip over and unleash a Burst effect for
which conditions have been fulfilled.

Attack: Declaring an attack for a Spirit or Ultimate
Battle: An event that occurs when a player announces
an attack during the Attack Step.

Base Cards: Cards that are faced up below Descended
Spirits.

Block: To defend yourself or your cards from a
Spirit/Ultimate’s attack.

Brave: To enhance Spirits or Ultimates (with
corresponding brave conditions) by stacking them with
Brave.

Braved Brave: The Brave of a braved Spirit or braved
Ultimate.

Brave Condition: The card may only brave with Spirits
and Ultimates corresponding to these conditions.
Brave Spirit: A braved Spirit. Treat as one card.

Brave Ultimate: A braved Ultimate. Treat as one card.
Burst: A card placed face-down in the field’s Burst Area.
Burst Condition: The condition for activating a Burst
effect.

Burst Effect: An effect that can be used without paying
its cost by setting and fulfilling its conditions.

Charge: An effect that enhances the described effect.
Color: Card attribute.

Contract Cards: Cards that can be added to your hand
at the start of the game.In relation to card type, the term
also refers to Contract Spirits and Contract Ultimates.
Core: For playing cards on to the field and leveling up
Spirit/Ultimate or Nexus.

Cost: Determines how many cores needed to use the
card.

Counter: The number of the core(s) which put on the
Counter Area, outside the playing area.

Deck: A player’'s assembly of cards.

Depleted: When the Spirit/Ultimate has less than the
required cores to maintain it at the lowest Ly, it will be
send to the trash.

Destroy: To place Spirit, Ultimate, Brave, and Nexus into
the trash from the field.

Draw: To add the top card of your deck to your hand.
Effect: Text written within the cards to be used In
games.

Exhaust: To turn a card sideways. Spirit and Ultimate
cannot attack or block when exhausted.

Family: The species of the Spirit, Ultimate or Brave
belong to.

Flield: Where players place their cards.

Flash: An effect that can be used at both main and flash
timing.

GranWalker Nexus: A special Nexus with a Family:
|GranWalker] and a special God Symbol.

Guard: Ultimate Trigger failed to activate

Hit: To successtully trigger an Ultimate Trigger.

Heavy Exhaust: Cards that are inverted. It is treated as
an Exhausted Position. When refreshed once, it
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becomes Exhausted (Tilted Sideways).
Imagine Brave: A Brave that can be braved to 2 Spirits.
|_eave from Field: The Spirit(s) or other card(s) which
on the field, leaves from the field to other place by
depleted or destroyed, return back to hand or move to
the deck, banish from the game.

Magic: Cards with use-and-dispose effects.

Main: Effects that can be activated during the Main
Step.

Mirage: A card placed face up in the Burst Area.
Mirage Effect: An effect activated by a set Mirage card.
Nexus: A Nexus Card on the field.

Opened Zone: A Zone which previously Opened Cards
s placed. It can be used as If it was on your hand.
Opponent: Opponent Player.

Radiant Descent: Stacking the Card from your hand
onto a Spirit/Ultimate which fulfils the condition.
Overcount: When your Count exceeds this, BP is
boosted regardless of level and effect(s) are added.
Rebirth card: The card has effects printed on both
sides. There are Rebirth Spirit and Rebirth Nexus.
Reduction symbol: For reducing cost.

Refresh: Card is in an upright position. Spirit or Ultimate
In this position can be used for attacking or blocking.
Reserve: Where players place their unused cores.
Rush: Effects that chain when the conditions are
fulfilled.

Rebirth card: The card has eftects printed on both
sides. There are Rebirth Spirit and Rebirth Nexus.

Saga Brave: The Brave which can be braved to
GranWalker Nexus.

Seal: To place your Soul Core in your life.

Self: The turn player.

Separate: To split a braved Spirit or Ultimate into a
Spirit/Ultimate and a Spirit-state Brave.

Set: Placing a card with a [Burst Effect] or [Mirage
Effect] in your Burst Area.

soul Core: Special core you can only have 1 per game.
Soul State: Contract cards that are placed on the field
after being removed from the field by your opponent.
Spirit: A Spirit Card on the field.

Summoning Condition: The condition to summon
Ultimate to the field.

Symbol: The number of your opponent’s life(s) to
reduce and the number of cost it can reduce for playing
a card.

Trash: The place where you put your discarded cards
and used cores.

Trigger Counter: An effect that can prevent Ultimate
Trigger effects that trigger upon hits.

Turn: Each player's turn to play the game.

Ultimate: Ultimate that is summoned on the field
Ultimate Trigger: A powerful effect will activate when
hits.
Void: Where players place cores they are not using in
the current game (outside of the play sheet).
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3% Actual colors, designs and product specifications may vary.

@-g; What is Battle Spirits ?

Welcome to the world of Battle Spirits!

Battle Spirits is a trading card game which allows 2 players to duel against
each other.

And supporting the foundation of the game is [Core].

Summoning of Spirits for battle, using Magic to turn the situation around and
leveling up the Spirits, all are made possible using cores! During your turn,
by using your cores you are able to change the game infinitely!

By using the combination of [Card + Cores] you can experience a heated
battle unlike other card games!

Whichever player fulfills the condition, that player
V= ra Al Vil be declared the victor and the game ends.

oG LTI/ @ \When your opponent’s life reaches 0.
@ When your opponent has O cards in their deck during the Start Step.

m Game Preparation and Flow

0 Things you need for the game m—

Before you start playing Battle Spirits,
you need a Deck and some Cores.

B Deck

In Battle Spirits we call the assembling of cards a Deck. |
Player is allowed to form any kind of deck as long as they follow the [&
following rules.

@® A minimum of 40 cards is required to form a deck }ﬁ - ' )
(There is no maximum limit) Y < ™ .

® A maximum of 3 copies are allowed for cards with the same name % | _
(This includes cards with alternate illustrations. > Ve Y
Different serial numbers are treated the same as long as ®Core @ Soul Core
the card name remains the same.)

@ Decks can only include one kind of Contract Card. (Up to 3 copies.)
* Card(s) with different designation number, or different name on the one side of the card, will be treated as
another card.

B Core

During the game it is best to prepare at least 30 cores for each player. As for Soul

Core prepare 1 core (eq. different color) to differentiate from the normal core.
* In the case where cores are insufficient, substitute items can be used to represent cores.
Any item can be used to represent cores. e
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e Type of Cards m——

In Battle Spirits there are 5 different types of cards. By combining these
cards with Cores, player can experience different kinds of battles.

e SPirit Card o

Monsters or Mechas that are used to battle against your opponent are called [Spirit].
Spirit Is the basis of battles for both attacking and defending.

@ Cost: The number of cores needed to summon the Spirit.

@ Reduction Symbols: The number of cores that can be
reduced for summoning is shown here.

@ Type of Card: Spmt Is shown here.Some cards may have
"B E) vk (Contract Spirit)” written here.
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@ Name of Card: Name of the Spirit.

@ Family: The family of the Spirit belongs to. There can be
more than 1 family assigned to a Spirit.

—@ Lv Cost LvBP: The number of core(s) needs to maintain
the Spirit at that level and the Battle Power of that

o C TR
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level.Some cards also include BP+ during OC.

—@ Effect: Effect of the Spirit. Effect can have either compulsory
activation or optional activation.
In some effects which state [Lv1-Lv2-Lv3-Lv4],

[ e B
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it means the effects can be activated as long as the
Spirit is Lv1 and above. For effects that states [Lv2],

it means the effect can only be activated at [LvZ2].

N ey

Red
Attribute

Purple
Attribute

Green
Attribute

White
Attribute
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There is also a Spirit that has more than 1 effect.
[Lv1-Lv2-Lv3] can be activated at Lv1/Lv2/Lv3, but if
only [Lv2] is present, the effect can only be activated at
Lv2. Some effects can be activated during OC, and
some cards have multiple effects.

—@ Symbol: The number of opponent’s lives you can reduce is
shown here. |t can also be used to reduce cost for
summoning or using of Magic.

—@ Attribute (Color): The color of the card's border is/will be the
attribute (color) of the Spirit.

Card Details: Block Icon, Rarity, and Card Number are listed here.

b L]

AT

* For more details on Contract Spirits and OC, see page 31.

In Battle Spirits there are 6 different attributes(colors).
By learning each of their special traits you can build a deck that suits your playstyle.

Mainly consists of Dragons. Boast in superior attacking effects such as destroying opposing
Spirits or drawing cards.

Mainly consists of Skeleton and Demonkins. Specialize in effects such as removing
opposing Cores and reviving from the trash.

Mainly consists of Insects and Beasts. Specialize in Core boosting and exhausting opposing
Spirits/Ultimate to gain an advantage in battle.

Mainly consists of Mechas. Boast in superior defensive effects and the ability to return
opposing cards back to the hand.

Mainly consists of Angels and Mystical Beings. Using Magic to gain the upper hand in

£ battle and creating a tricky situation for your opponent.

Mainly consists of Giants and Golems. Well known for their deck destruction effects,
hindering opponent’s strategy.

Ultimate is a type of Spirit that was once sealed. However there are conditions to be
fulfilled before summoning, but in return they boast greater battle power and effect.

® Cost: The number of cores needed to summon the Ultimate.

@ Reduction Symbols: The number of cores that can be
reduced for summoning is shown here,

® Type of Card: Ultimate is shown here.

@ Name of Card: Name of the Ultimate.

@ Family: The family of the Ultimate belongs to. There can be
more than 1 family assigned to a Ultimate.

® Lv Cost LvBP: The number of core(s) needed to maintain
the Ultimate at that level and the Battle
Power of that level.

—@ Summoning Condition: The condition to fulfill in order to

summon the Ultimate.

—@ Effect: Effect of the Ultimate. Effect can have either
compulsory activation or optional activation.

In some effects which state [Lv3-Lv4-Lvb-Lv6],

it means the effects can be activated as long as

the Ultimate(s) is Lv3 and above. For effects that
state [Lv5], it means the effect can only be activated
at [Lvb]. There is also a Ultimate that has more than
1 effect.
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—@ Symbol: The number of opponent’s lives you can reduce is
shown here. Ultimate's symbol cannot be used to
reduce cost for any of the 6 attributes (colors).

a‘_—. Attribute (Color): The color of the card's border is/will be the

attribute (color) of the Ultimate.

&S -EL-:_,“FE NE J(I‘S'IPMFM)—. Card Details: Block Icon, Block Number, Rarity, Card Number is
shown here.

* For more details on [Ultimate(s)] go to page 23

Card that can be braved(combined) with Spirit/Ultimate is called [Brave].
There is special Spirit/Ultimate that allows more than 1 to be braved with it.

@ Cost: The number of cores needed to summon the Brave.

@ Reduction Symbols: The number of cores that can be reduced
for summoning is shown here.

@ Type of Card: Brave is shown here.

@ Name of Card: Name of the Brave.

A @ Family: The family of the Brave belongs to. There can be
1 more than 1 family assigned to a Brave.

——@ When Braved BP+: The amount of BP+ when Braved.

—@ Lv cost LvBP: The number of core(s) to maintain
the Brave in a Spirit form and its Battle Power at

that level.

: @ Effect: The effect of the Brave in Spirit form.
vrnaun:mf 1-'..'-'-; 77— ayema-\| |I—@® Braved Condition: The condition to fuse with the

Spirit/Ultimate.

-y Wy * Text will be written in yvellow for Brave
ap?“muTm@*mﬁ%’ *"‘Eﬁtmﬁ m&*ﬁﬁﬁ - that can be fused with Ultimate!

e ﬂumﬁzﬂm‘ﬁwl AT b —@ Braved effect: Effect when Braved with Spirit/Ultimate.
Braved effects can be activated regardless of the

I'i'— =1 . " vii 73 Nl EE -

Lﬁ? g g |
anqn n.m:r:um—m--ﬂ.wmg ' level of the Spirit/Ultimate.

Symbol: The number of opponent’s lives you can reduce is shown
here. The symbol can be added when braved.
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Attribute (Color): The color of the card's border is/will be

= > bl the attribute (color) of the Brave.
. SESIRT——— ’ Card Details: Block Icon, Block Number, Rarity, Card Number
Is shown here,

* For more details on [Brave] go to page 17
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In Battle Spirits we call support cards [Nexus]. It cannot attack or block
but GranWalker Nexus has some very unique features.

@ Cost: The number of cores required to deploy the Nexus.

@ Reduction Symbols: The number of cores that can be reduced
for deploying a Nexus is shown here.

@ Type of Card: Nexus is shown here.

spie) jo adA| . | J31dey) ®

®Name of Card: Name of the Nexus.

@Lv cost: The number of core(s) needed to maintain the nexus
at a certain level. Even if there are no cores on a Nexus,
it will be treated as Lv 1

m‘lﬂﬂﬂﬂﬁhbﬁm ———@Family: The family of the Nexus belongs to. There can be

: m Lvi-Lv2 i non-family assigned to a Nexus.
h-KBIC 51 PA5 ERCERORL Y- 12 = @Effect: Effect of the Nexus. Even without cores on the Nexus,

AL EEHSTBRTSEE, JRMEICT S,
. B [Lv1] effect can be activated. If the Nexus is at Lv2,

= | L |Lva y
___J8%0on—Fa: TOREMs- - _*'.17?{.1 NI, [Lv2] effect will be activated simultaneously with
[Lv1] effect.
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Symbol: To use for reduction.

i e s e me,@‘@l Attribute (Color): The color of the card's border is/will be the

i ttribute (color) of the Nexus.
SO BRI l) o N .
& Card Details: Block Icon, Block Number, Rarity, Card Number

IS shown here.

Magic Card

Cards that you can use directly from your hand are called [Magic]. Magic can only activate
their effect once but has strong effect(s) to turn the table around.

® Cost: The number of cores required to play the Magic.

LA
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*For more details on GranWalker/GranStone Nexus, see page 26.

@ Reduction Symbols: The number of cores that can be reduced
for playing a Magic card is shown here.

@ Type of Card: Magic is shown here.

®Name of Card: Name of the Magic.

=——@ Family: The family the magic belongs to. There can be
ﬁﬁ non-family assigned to a Magic.
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se— @ Effect: Magic effect can only be activated once. There are 3
types of Magic effect [Main], [Flash] and [Burst].

* For more details on [Burst] go to page 21

* For more details on [Mirage] go to page 23
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Attribute (Color): The color of the card's border is/will be
the attribute (color) of the Magic.
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(ﬁgﬂ’W)—.Card Details: Block Icon, Block Number, Rarity, Card
Number is shown here.

Q Game Procedure =—

Prepare the game by using the following procedures.

Deck

| }T_'_d-%_"'i:'[_

@) Decide a location outside of the
play sheet for the [Void] Zone and
place all the cores into the [Void].

@ Shuffle your own deck
and thereafter hand it
to your opponent for
him/her to shuffle.

Decide a place
for the "Counter
Area’ outside

the playing area.

'@) After letting your
opponent shuffle,
place your deck
on the play sheet
in the Deck Zone,

F=ibi~

Field

Q On'the play sheet, place 5
coresito the Life Zcme from!
the [de] .1 3
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@ On the play sheet,
place 3 cores and 1 e T NS S )
Soul Core to the Cn s TSR M)
Reserve Zone. g TV

@ Draw 4 cards from the deck and add it to your hand.

Devise a way to decide which player starts first (eg. Rock, Paper,
Scissors or Dice Roll). The victor will get to decide to go first or second.
* In the case there is no Soul Core, use a replacement item/core to identify as the Soul
Core and place it into the Reserve Zone (Total 4 cores).

* When adding a Contract Card to your starting hand, before shuffling your deck in 2),
place 1 Contract Card from your deck face down, and before drawing 4 cards in 6),
draw 3 cards, then reveal the Contract Card you set aside earlier to your opponent and
add it to your hand.

B What is Soul Core?

Soul Core ( “’f) IS like a normal core, and is used to pay for cost or used to
maintain the level on a Spirit/Ultimate/Nexus. Soul Core will still be affected by

effects that targets cores, however Soul Core cannot be move to the Life Zone or
Void except from the Seal (QEE ) effect.
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Q Game Flow m—

The first player will begin the turn from the [Start Step] to the [End Step] before declaring

[ Turn].

| Turn End] for the next player to begin his/her turn.
n the game when a player declares [Turn End], it will be the next player’s turn to start his

Thereafter the exchange of turns will carry on. In 1 turn there are 7 steps, even if there is
nothing for the player to do in the step, the step cannot be skipped or disregarded unless

stated by effect(s).

N
|

e

» Start Step o

%

W

The declaration for the start of your turn. Effect(s)
that activates during this step can now be activated, i
no effect or all effects have resolved, move on to the
next step.
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* There is no maximum cards limit
on your hand.

\
;h

Core Step ————| @ Add 1 core from the [Void] to the [Reserve]

Only the first turn of the game by the first player
will skip this step.

@® Draw 1 card from the deck.

Adding the top card of the deck to your hand is
called a [Draw].

Refresh Stepe—————
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» Main Step

il

* To page 9

Jl/

W

| —

N\
\
/

4

? Attack Step * To page 12
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* To page 16

» End Step
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=) Next Turn

@ Exhausted Card(s) on the field are refreshed.

@ Core(s) in the Trash are moved to the reserve.

When attack/block is declared or effects that
states Spirit(s)/Ultimate(s)/Nexus(es) or an
cardgsg on the field is/are exhausted, turn the
card(s) sideways to show that the card is in an
exhausted state. During this step turn the
exhausted card(s) upright to show that the
cards(s) are in a refreshed state and move all
cores in the Trash Zone to the Reserve Zone.

* Image on how Refresh Step works.

[ Main Step

During the Main Step, the player can do the following listed below in any order.

® Using Flash effects
@® Moving of Cores
® Setting Burst(Once per turn)

® Summoning Spirit/Ultimate/Brave

@® Braving/Separating/Switching Brave
® Deploying Nexus @ Using Magic

® Setting Mirage (Once per turn)

€® 5-1 Summoning of Spirit/Ultimate/Brave

Spirit/Ultimate/Brave card in your hand or Opened Zone can be placed onto the field after
paying the cost, and this is called a [Summon]. As long as the player is able to pay for the
cost, there is no limit to the number of summons a player can do. The card must be
summoned and at the very least, maintained at its lowest level (Spirit/Brave at Lv1, Ultimate
at Lv3). However the player can place more cores on the Spirit/Ultimate/brave to summon
and maintain it at a higher level.

As for Brave, if there are Spirit(s) or Ultimate(s) that fulfills the condition for the Brave, player
can directly brave to the Spirit/Ultimate. Effect(s) that states [When this brave is summoned]
Is activated when a Brave is summoned as a Spirit form, however Brave that is summoned in
a Spirit form will not be treated as summoning a Spirit.

*For more details on [Paying Cost] see page 10.

€ 5-2 Braving/Separating/Switching Brave

[Braving] is combining a [Brave] with a Spirit/Ultimate that fulfills the requirement and
receiving a power-up to become a [Braved Spirit/Ultimate]. Braving does not require any cost
to be paid, however a braved Spirit/Ultimate cannot be braved again unless stated by an
effect.

[Separating] is splitting the Brave from the braved Spirit/Ultimate and maintaining the Brave
as a Spirit form by placing the minimum number of core(s) on the Brave to maintain it at Lv1.
In the event if the condition changes for the brave on the braved Spirit/Ultimate, the Brave
will be forcefully separated from the braved Spirit/Ultimate when the brave condition doesn't
fulfill.

[Switching] is about moving the Brave on a braved Spirit/Ultimate to other Spirit/Ultimate or
exchanging Brave between 2 braved Spirit(s)/Ultimate(s). There are special Braves that allow
2 or more Spirits/Ultimates to be braved/separated/switched to.

* For more details on [Brave] go to page 17
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M ¢ How to use the cards and pay the cost ¢ € 5-3 Deploying Nexus O
I All cards in your hand or Open Zone require (@) Cost - Reduction Symbol = You [Deploy] a Nexus from your hand or Opened Zone to the field by paying the required I
® 3'3'5%- like fﬁ]r SUMMOoning Sﬁ'”t{unmate- | The required cores needed to pay. cost. When you deploy, you can send the required number of cores to make it Lv2 and ®
— Dg;’,g? ::r;gpa;:-x; scézmsrtu;é?gre Sgﬁhg t;gqcuéﬁ_ Lﬂ?cﬁ’s”ﬂggaﬁg‘ﬁﬂ'r?ﬂbl}%ﬁ gfr[!;'g{;'f;ﬂ,:, e feld. deploy it as Lv2. No cores can be placed on a GranWalker Nexus when it is deployed ~
O The requirement of paying cost is the same —— W e i i el ’ : o
| rowroutaicans. overe e e S oo ¢ 5-4 Using Magic Card
2 Neﬁ&i 't?];‘t%;ﬂ' b';“{;‘?] ﬁ{;ﬁeﬁf“ RTRIL ! ) After paying the cost to [Use] a Magic card from your hand or Opened Zone, player -
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can activate either the [Main] or [Flash] effects. After using the Magic card, send the
card to the trash. [Burst] card(s) cannot be used or activated from hand unless
stated by an effect.

Check for the cost of the card.

Cost of the card is written at the top left
hand corner of the card.

* Ultimate cannot be summoned unless the - o i B
[Summoning Condition] is fulfilled. * Cost reduction cannot exceed the reduction symbol shown ‘ 5-5 U Slng FIaSh eﬁeCt
The turn player can activate [Main] effect(s) only during the Main Step; however
This Spirit is cost 7, and this Nexus is 4. @aning of used cores to the Trash after [Flash] effects can be activated either during the Main Step or Attack Step.
paying for the Cost. :
Cores in your reserve or on cards on your field, can ’ 5_6 MOV"‘]g Of Cores

be used to pay for the cost. | | N _
Player can freely move the cores on the field between their Spirit(s)/Ultimate(s) /other than

GranWalker Nexus or even to the reserve. By moving the correct number of cores, players
can level up the Spirit(s)/Ultimate(s) to gain a higher BP and even gain new effects. Player
can also choose to remain the cores or soul core on the field or reserve.

Of course it is possible to remove cores on card(s) but other than GranWalker Nexus, to the
reserve. However, if the Spirit(s)/Ultimate(s) has lesser core(s) than the required number to
maintain at their lowest level, they will lose all effects and become [Depleted].
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@ Check for reduction symbol(s)

The Spirit is©Q © © © , the Nexus isQ O

@) Check the number of symbols

on your field.

: * Cores in your Life or on your GranWalker
There are 3 Red Symbﬂl on the field. Nexus cannot be used unless stated by an effect.

/ - eV Lwa"l.-uair._'m:.wm
000 [Eilﬁ'lﬁﬁlﬁ%ﬂ:ﬂtu Jl".-"_"JL’Tﬂ"J‘-Jhi E‘ EELJ?:
"?J?‘E’%-ﬁ iﬁl..-h..:‘:?—.“
_"J'lr:r‘r:# .J I'“ 1 FFE"EE#I?%
9000 Lv2% Lvaih%E‘J¥PMFEw§Hﬂ
Epsmnu@mﬁggtu I PIT AR f*’&ﬂt!?a
&S| ) aﬁmﬁmﬁmwwmaﬁﬁtf—: ra%m:r-r:wm z
S B0 T J*:f :uLtl{

A

(6) After a card is used.

After summoning a Spirit or deploying Nexus, it will
remain on the field after moving enough cores from
your reserve or field, to maintain it at the lowest Lv.
Jtﬂn‘terr1 resolving a Maglc card's effect, send it to the
rash.
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€ 5-7 Setting Burst

Once per turn, you can set a card with a [Burst effect] face down onto your field.
This action is called [Burst Set]. You cannot set a card with no [Burst effect] or set

from your Opened Zone.
* The Lv1 Cost of Nexus and Imagin Brave(s) is O, * 1 R 21
hence it is alright if you do not put any core(s) on it. or more details on [Burst] go to page

@ |f there are no cores on the Spirit/Ultimate, they will be treated as being [Depleted] 4 4 5-8 Setting Mi rage

Depleted is a scenario where the Spirit(s)/Ultimate(s) do not have enough cores to maintain it at its lowest Lv. Once per turn, you can set a card in your hand with a [Mirage effect] face up in

I ' 1 Ini ' ' h ; ; ; ;
%iglzt:d Spirit(s)/Ultimate(s) will be sent to the trash and any remaining core (if any) will be sent to the your Burst Area by paying its Mirage cost. If you set both a Burst and a Mirage,

Effects that will be activated after depletion. Spirit(s)/Ultimate(s) that have effects which activate after depletion, D|E1C8 the Mirage on top of the Burst.
will have their effects activated first before moving to the trash.

*For more details on [Mirage], see page 23.
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[ Attack Step

When a player wants to decrease the opponent’s life using Spirit/Ultimate, the player
can declare an [Attack]. When the attack is declared, the battle starts and the following

process starts.

Only the first turn of the game by the first player will skip this step.

Py

? Attack Declaration (Start of battle)

@® Sclect 1 refreshed Spirit or Ultimate and declare an attack.

@ Once the attack is declared, the battle begins.

L/ N\
D =5
N /U f
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Flash Timing

@® Flash effects on Magic cards can be used.
(Defending player will have priority first)

Block Declaration

@® The defending player will get to choose if he/she wants to block.
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@ |f no blockers are declared, skip [4: Flash Timing] and proceed
straight to [5: Battle Resolution].
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Flash Timing

@® Flash effects on Magic cards can be used.
(Defending player will have priority first)
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Battle Resolution

@ If a blocker is declared, the battling Spirit(s) or Ultimate(s) will
compare BP.
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@® If no blocker is declared, the number of symbol(s) on the Spirit or
Ultimate will be equal to the number of opponent’s lives have to
decrease. If the Spirit/Ultimate is not destroyed or depleted, skip [6:
Destruction of the Spirit/Ultimate] and proceed straight to [7: End of
Battle].

?!' Destruction of the Spirit/Ultimate

@ After the battling Spirit(s)/Ultimate(s) is selected, the one with the
lower BP will be destroyed. (If the BP is the same, both will be
destroyed)

End of Battle

@ [f there are still refreshed Spirit(s) or Ultimate(s) on the field, the

attacking player can continue with the attack step or choose to end
the turn.
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& 6-1 Attack Declaration (Start of battle)

@ Sclect 1 refreshed Spirit or Ultimate and
declare an attack.
Declare the attack, and by exhausting the attacking
Spirit or Ultimate, the battle beqgins. All effects that
activate during or after attacks are now activated.
There is no summoning sickness in this game hence
Spirit(s)/Ultimate(s) that is summoned on the same
turn can declare an attack on that turn.
If the attacking Spirit is removed from the Field during
this timing, proceed to [6-2 Flash Timing]. If no attack
Is declared, the attack step ends at this point.

& 6-2, 6-4 Flash Timing

@ Flash effects on Magic or other cards can be used during
this timing.

* For more details on [Flash Timing] go to page 14

¢ 6-3 Block Declaration

@® he defending player has the option to choose whether to
block the attack or not.

You can block an opponent's Spirit or Ultimate by declaring a block and exhausting 1 of your
refreshed Spirits or Ultimates. All effects that activate during or after a block are now activated.

If a blocker is declared, proceed to [6-4 Flash Timing].

If no blocker is declared, skip the next flash timing and proceed to [6-5 Battle Resolution], in that

case the battle ends and the defending player will decrease their life according to the number of
symbol(s) on the attacking Spirit or Ultimate.

B Successful Blocking

As long as a block is declared on the opposing Spirit or Ultimate, it will not matter

if the blocking Spirit or Ultimate is destroyed or depleted, the defending player will
not decrease the life unless an effect states otherwise.
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_;sting Flash Timing for attacking/defending!ﬁﬁi.::

@® The only effects that can be used during Flash
Timing are flash effect(s).

Magic card(s) on your hand cannot activate their
burst or main effects during this timing. However if the
burst condition is fulfilled, players can activate the set
burst on the field.

* For more details on [Burst] go to page 21
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@ he defending player will have priority to play
card’s with flash effect(s) first.

Even during an opponent’s turn, defending players can use their flash effects.

@® All activated flash effects will resolve regardless of scenario.

Only after the first flash effect has resolved, can the next flash effect be played or activated.
If your opponent activates an effect to destroy 3000BP or less Spirit, you cannot use a
flash effect to increase your Spirit's BP to 4000BP or higher to defend against the opposing
effect as the opposing effect will have to be resolved first before you can use a flash effect.

@ Until both players passed their flash timings, both players can use
as many flash effects during the flash timing.

f you declare you have no flash effect to play and your opponent also declares he/she does not
nave any flash effect to play, the flash timing ends at that moment. However if you declared you
have no flash effect but your opponent plays a flash effect, the flash timing is passed back to you
and you can choose to play or to pass your flash timing.

If after you play a flash effect and your opponent passes his/her flash timing, you can play any
number of flash effect cards during this flash timing.

Even if the attacking Spirit is removed from the field during this timing, the battle continues and
moves to the next timing.

B When Spirit or Ultimate is destroyed

After all (When destroyed) effects are resolved, all destroyed Spirit(s) or
Ultimate(s) will be moved to the trash and Core(s) will be moved to the Reserve.

4 6-5 Battle Resolution

@ If no blocker is declared.

1] 18ydey) ¢

After all attacking effect(s) has resolved, the opponent
will move the same number of lives to the reserve equal
to the number of symbol(s) on the attacking Spirit or
Ultimate.

At that point, the opponent can choose to activate
[When your life is decreased] effect(s) or Burst effect(s)
uch as
After that, skip [6-6 Destruction of Spirit or Ultimate]
and proceed to [6-7 End of battle]

)

Ir..
T
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@ |f blocker is declared.

After all blocking/attacking effect(s) has resolved,
compare BP between the attacking and the blocking
Spirit or Ultimate.
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€ 6-6 Destruction of the Spirit/Ultimate

@ After comparing BP, the Spirit or Ultimate with the lower BP will be destroyed.
Effect that activates when destroyed by comparing BP or Burst effect such as

your Spirit(s) is destroyed by your opponent FeElaNalol A CR-la (VA =leh
If the BP is equal for both the attacking and blocking Spirit/Ultimate, both will be destroyed

m Advance Rules

€) About Brave

after comparing BP.

& 6-7 End of Battle

@ Effects that activate during the end of the Battle.
Effects that activate during the end of the battle will still activate, even if there are
effects that ends the battle prematurely.

@ All effects active during the battle will cease now.
After all effects that activate during the end of battle resolves, all attacking, blocking and

battling effects will now cease their effects and the battle will end.

However if there are still refreshed Spirits or Ultimates, you can choose to attack again. If
you choose to attack again, start from attack declaration again and follow the same
procedure in [Page12: Attack Step Progression].

¢ End of Attack Step

@® You can declare to end the attack step even if there are still
refreshed Spirit(s) or Ultimate(s) on your field.

After the end of the battle, if no more new attackers are chosen, the attack step ends.

¥d End Step

® End step effects are now activated.

® Any effect that is active during the turn will all cease now.

® The turn player now ends his/her turn and it will passed on to the next
player.

B Activation of multiple effects at the same time
If there are 2 or more effects activation at the same time, resolve the effects step

1" kit " 1

by “on the game”, “in the turn”, “in the step”. Then resolve the effects with
continuing and with conditions. If a new effect is triggered by previously resolved
effects, the newly triggered effect is resolved first.

) rcoaeuvsrarsyoma
SaFvEns1HFDO-L. BPEODOL FolgF ot
vk 1EERETS, COMBTENLIAE ORI |

W, =R |

vi-Lv2-Lv3 FEO2 LU - OERM;
=5m0ﬂf§mﬁs%mﬁ Ju IRERETECET, B9
s 1N EFO-93.

wi-Lv2-Lv3

DAL Uk OE R R E LTSS,

Brave is a type of card that can be braved (combined) with Spirit or Ultimate as long as
the braved condition is fulfilled.

Brave will have their [Cost], [When braved BP+], [When braved effect(s)], [Symbol(s)],
[Color attribute], [Core(s)] added to the Spirit or Ultimate that it braved to, and it will be
treated as 1 braved Spirit or 1 braved Ultimate. [Name], [Family], [Lv cost], [Reduction
Symbol] will not be added and shall remain unchanged as per written on the Spirit or
Ultimate. Before braving, if either the Spirit/Ultimate or brave is exhausted, the braved
Spirit/Ultimate will be exhausted after braving. Braved Spirit is still treated as a Spirit, hence
braved Spirit can still be targeted by effect(s) that target Spirit(s). Braved Ultimate(s) are
the same as braved Spirit(s) and will be treated as [1 Ultimate].

| DBrave as
i a Spirit
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! Spirit form. Other than that, it is treated like other Brave(s) in terms of summoning or
braving.

When Imagine brave braves with 2 Spirits, it will be treated as 2 braved Spirits instead
of 1. As it is treated as 2 braved Spirits, the BP, color and the effect is treated

individually. RiiaEaRee\=eRe s RO R EIM Means only the Spirit on the left will get the
effect. While RilaEaRelc\=leRelaRalcHtlelall means only the Spirit on the right will get the

’ effect.

¢ ¢
A [Switching] Brave(s) does not make the Brave become a Spirit form, it is [Separating] ) i ) ] -~
— and [Braving] at the same time. [Switching] Braves cannot be used on Spirit(s) or e
% Ultimate(s) that has effects like [cannot be braved] or if the brave condition is not Bra""ng 2 Splrlts WIth Imaglne Brave %
= fulfilled. | | | | =
® If the case of exchanging the braved Spirit(s) or <<Radiant Descent>>, that the Brave Imagine brave(s) refers to brave(s) belonging to the [Family: Imagine] that can brave ®
N E]?t'?”ﬂi fE"‘;‘“ the brave condition, the Brave should be separated from Spirit(s) or with 2 Spirits. It cannot be exhausted by any effect and cannot attack nor block in the N
- imate(s 3
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When attacking, exhaust the
attacking Spirit(s) instead of
the brave.
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When a braved Spirit or braved Ultimate is destroyed, proceed with the following
procedures.

o Like any other Spirit(s), it will be destroyed as 1 Spirit.

After resolving all [when destroyed] effects, move all cores that were on the braved
Spirit/Ultimate to the reserve and send the destroyed Spirit/Ultimate to the trash.

e

@ When moving the braved Spirit to the trash, by sending enough core(s) from the field or

. | EEe ?:m::_igf"E':J-::hmJ_?_?.i:m‘m
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the reserve to maintain the Brave at Lv1, the Brave can remain on the field in a Spirit e  OFH isiafasc T Mitunsioo wows | A\
form. If no core(s) are sent to maintain the Brave on the field, send the Brave to the e ﬁi{
trash. Z A &I FRAZ7u—Fo5d . €T @
It the braved Spirit/Ultimate is not destroyed but instead it is depleted or returned back to the >4 8000 7000 Y
hand or deck, procedure 3 changes from sending the brave to the trash to sending it to (8 35 4 2585 o
where the braved Spirit/Ultimate is sent to. The Brave can still remain on the field regardless E’} 'Em Vs % Lm &/
as long as there are core(s) to maintain the Brave as a Spirit form. :‘\‘ a0 > \"\‘ _— e i
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Mushaceratops Death Claw Dragon

Color: Red/Purple Color: Purple

Cost: 9 Cost: 9

—amily: Terra Dragon Family: Death Dragon
LvZ2 BP10000 + 4000 vl BP7000 + 4000

‘When this Spirit attacks] ‘When this Spirit attacks]

Exhaust 1 opposing Spirit and draw 1 Destroy 1 exhausted opposing Spirit and add
card from the deck. 1 core from the void to this Spirit.

W\ S £%
Symbol(s): @}gwi Symbol(s): .3 fui
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* Place the core(s) for the braved Spirit(s) on the individual Spirit instead of braved Imagine Brave.
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Saga Brave braves with GranWalker!

Saga Brave(s) have not just brave with
Spirit and/or Ultimate, also it can brave
with GranWalker.

Like a normal Brave, it can attack and
block while in Spirit form.

If it is braved to a Spirit or Ultimate, the
Saga Brave's color, cost, BP+, symbol and
[When braved with Spirit/Ultimate]
effect(s) will be given to the braved
Spirit/Ultimate. IR 1A ’
If it is braved to a GranWalker Nexus, the e 5@_@;{“‘???4— :
Saga Brave's color, cost, symbol and \/ o=

Semi: I BELE /;7__
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[When braved with Nexus] (lIReERe\=lak{e ?r Ea‘””%ﬁﬁﬁﬂfmﬁhmmu s
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@® There are 2 Brave conditions, as long as either 1 of the condition is fulfilled, it
can brave.

@® When a Saga Brave is summoned and braved directly to a GranWalker Nexus, no
core(s) from your Field or Reserve can be moved to that Saga Brave.

@® When a Saga Brave in Spirit form braves to a GranWalker Nexus, send all the
core(s) on the Saga Brave to the Reserve first, then brave it together with the

GranWalker Nexus.

@® When a Saga Brave separates from a GranWalker Nexus, all the cores remain on
the GranWalker Nexus, you can send core(s) from your field or Reserve other
than core(s) from your GranWalker Nexus to it and maintain it as a Spirit form.

® When a Saga Brave is direct braved to a GranWalker Nexus, it will be treated like
the GranWalker Nexus and can only be targeted by effect(s) that specifically
target GranWalker Nexus, [Destroy 1 opposing Brave] effects cannot destroy it
and when you direct braved to a GranWalker Nexus and activate [When this
Brave is summoned] effect(s), even if there is [[When this Brave is summoned]
effect cannot be activated], you can activate it's effect.
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@ About Burst messsss——

Once per turn, you can [Set] a [Burst] card from your hand onto the Burst Area.
However cards without [Burst] effect(s) cannot be set. In the event that a card
without a [Burst] effect is set, the player loses the game and the game ends at that
point. If the set Burst moves to your hand or your deck by effect(s), and after the
game ends, player(s) need(s) to open the set Burst card (if any) to ensure that it
was a [Burst] effect card that was set on the field.

You can only set 1 [Burst] card on the Burst Area. In the event if a [Burst] card is
already set on the field, once per turn you can destroy the set burst and set a new

[Burst] card on the field.
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pg & Burst card cannot be
v & return back to your hand

nor can you set a new
[Burst] card without
destroying the current set
[Burst]. Additionally,
core(s) cannot be placed
on the set [Burst] card.
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L f the set [Burst] card fulfills the [Burst Condition] (In this case, [When your @ About M"'age -
& life is decreased]), you can activate the burst effect by first declaring 2
= [Activating Burst] and next without paying the cost activate the [Burst Mirage cards can be set face up in your Burst Area from your hand once per turn, o
1?0 effect]. during your Main Step. You can't set them from the Removed Zone. rTo
4 - ™ To set a Mirage card, reveal the card, (D pay the Mirage Cost, and @ set the Mirage =
S [Burst effect] activates right after card in your Burst Area face up. If you have both a Burst and Mirage card set at the )
= declaring the [Activation] of the same time, set the Mirage card on top of the Burst. =
5 burst, any other effect after the Once a Mirage card is set, its [During Set] effects activate. Q
activation will only resolve after . . .

2| [Burst Effect] has resolved. If an Additionally, set Mirage cards are only affected by their own effects and effects that

s+ | effect causes multiple [Burst] to reference Mirage cards and set cards.
Z.57 | activate, the order of resolving will
<35 | depend on the order of activation of \
. the [Burst d.
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i v} J5via Activated Mirage card effects
SRS t CONFVDET UIcE S, PHYIRTYIERT TS, can still be guarded by effects
B = ! such as [Heavy Armor]/[Ultra
| Armor].

Some [Burst effect] have additional effect that allows player(s) to activate

the [Main] or [Flash] effect after paying the cost required. After the [Main]

or [Flash] effect resolves, send the [Burst] card to the trash. Only 1 Mirage card can be set in your Burst Area at a time. If a Mirage card is already
set and you want to play a new one, you can do so by revealing the Mirage card you

. want to play, @ paying its Mirage cost @ and swapping it in with the currently set

After the [Burst] activates, the card Mi d 1 S o EardEratii 1 nard. Th 9 t

will be in a [Burst State]. Card(s) in irage card, face up. Swapped cards return to your hand. The swap does not cause

a [Burst State] cannot be targeted effects like [An opponent’s cards in hand increased], [Burst: After an opponent’s cards

except by cards that specifically in hand increase due to an opponent's effect], etc. to activate.
targets [Burst] cards. However

effects in the [Burst State] can still
be guarded by effects such as

Heavy Armor [ Ultra Armor B

You can't discard Mirage
cards or return them to your
hand without setting a new
one. You also can't place
Cores on Mirage cards.
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H < About Ultimate & About I : g
g X Bag s
r_', == r—‘-;.J' ..@1
EE' S Card(s) with Golden borders around the corner are known as [Ultimate]. Ultimate(s), seBindiant Desrentss e nieatinish F5o Eé N
“T% like Spirit(s), can be used to attack or block. activates when youruse yurSauI Core at the ;} 2
= In order to summon Ultimate, player has to pay the cost and must fulfill the designated timing. If the Base Spirit/Ultimate card F’* ;
< summoning condition. has its condition fulfilled, you can stack it on that s}% %
card without paying the cost. ;."
Example: “SD19-X01 Ultimate Siegfried” cannot be summoned unless you have 1 Spirit or Ultimate with the eﬁect g
red Spirit on your field. <<Radiant Descent>> can be summoned 3 .
#ep Lvl:Ly EI. oM J_EI.IE; =1 _
normally. "E*‘“:“Tii Conc i\
- - Overturn the top T (N e B
U|t|mate(5) are a new ermty b}r‘ Radi D =5 DK . ¢ g 11000 -3:55 o Wit one cna
card Df the deck' <<Radiant Descent>> Y7 is not a [Summon]. D
themselves, hence Ultimate(s) cannot e o ] «’ ’ @’
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be affected by effects that target
Spirit(s), and Ultimate(s) will only be
affected by cards that affect
Ultimate(s).

Because of this, even the strongest
opponent effect that targets Spirit(s)
will be useless against Ultimate(s). But
be aware that this would also mean

Stack the card on the targeted Spirit/Ultimate.
If a card has a [R2#FEER7T (Contract Descent) ] effect,
you may stack the card to ensure this is visible to others.

=S DA

CE Procedure for <<Radiant Decent>> <& K

1) Declare the card in which you wish to perform <<Radiant Descent> >

2) Check the card’s Descent Condition (The cost or family is written next to

tgai YDU":T”SMQEJ['(C)D" :‘:T:US su;potrt Opponent:Cost 4 < <Radiant Descent>> ), then target the Spirit that you wish to descend on.
at sl lIelp P'” B Wi e UHRDIS 1O VS You can descend the card Dnto the Spirit as long as the Descent Condition is fulfilled.
support your Ultimate(s). Self:Cost 6

3) Resolve any effects that activates during the stacking of the card with <<Radiant
Descent>> , then send your Soul Core to the designated location.

However there are weaknesses to
Ultimate(s), Ultimate symbols cannot
be used as reduction symbols for the
6 color attributes and only specific
Brave(s) can be braved to Ultimate(s).
To account for the weakness, Ultimate
are given a killer ability,

| Your cost Is higher so
o the trigger will be a HIT! 4) Stack the card on the targeted Spirit/Ultimate. No cores can be moved.

—_

o= Uk

5) <<Radiant Descent>> &l is complete, [When this Spirit Descends] effects are
activated.

When a Spirit Is descended on, it becomes a Base card, any effect that affected it
when it was a Spirit will be brought forward. Any effect that was activated while it was

= DAy

a Spirit will no longer be active. When <<Radiant Descent>> ,gm on a battling

Spirit, the Descended Spirit will continue the Battle. In the event if you

» . <<Radiant Descent>> ~N&di#F onto a Brave Spirit, the brave condition
U Itl mate Trlgger ! is not fulfilled, the Brave will be separated immediately.
But if the brave condition is not fulfilled, the Brave will be separated immediately.
PEREREEN s an effect which can only be activated if that Spirit or Ultimate has a
face-up Base card. When it loses its Base card, it will be unable to activate a

IPRERSERe) offect. When a descended spirit leaves the field, move the Base card(s)
to the same place.

When m is activated, send the top card of your opponent’s deck to

the trash. Compare the cost of the sent card to the cost of the Ultimate. If the
Ultimate cost is higher, the trigger effect can be activated, if the Ultimate cost is
equal or less than the sent card, the trigger effect cannot be activated.




2 18ydey) @

-
-n
O
{=
H—
@
Elj
—
=
[
=z
0
E
LN

(& About GranWalker/GranStone Nexus ==

A Nexus which possesses God symbol
and from family: [GranWalker]

is called GranWalker Nexus.

Cores placed on the GranWalker Nexus
can only be used by effects of the
GranWalker Nexus itselt and/or

effects that target a GranWalker Nexus.
God symbol can be used as reduction for
reduction which targets: God, and

the symbol activates izl aiee]glelji{ela
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It is similar to Ultimate symbols, ;; Hn‘:) (&R ER/ LN EI XL (RE RS TUT)
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A Nexus with the GranStone family is e e L!gﬁrg‘%ggﬁﬂﬂm? 32z N
referred to as a GranStone Nexus. Cores [L%%ImZI“EHET#HL!g]Lﬁmf,%mh RN :,g:
laced on a GranStone Nexus can only be L"'EEP”‘?‘E"””"”“’*”‘“ “ﬁmﬂ*wmwﬂﬂﬂm‘ .
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used by the effects of the GranStone
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Nexus itself and/or effects that target a
GranStone Nexus. RS f‘"“J_ o
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Makes GranWalker/GranStone'Nexus Uniquelg -

® Since it is a Nexus, according to the color and symbol, it can fulfil the condition
for [When you have a Nexus].

@ Since it can only be affected by effects that target a GranWalker/GranStone
Nexus, it cannot be affected by [Assault] exhaust effect, nor be destroyed by
effect that [Destroy 1 Nexus].

@® Including when deployed, cores cannot be placed on this card.
The cores placed on this Nexus cannot be moved during Main Step, nor can it
be used to pay for Cost. Also, the cores placed on this card does not count

towards the total cores on Field.

@® When adding core from the Void to GranWalker/GranStone Nexus, these cores
can only be affected by effects that target a GranWalker/GranStone Nexus.
Hence, it is not affected by effect that activates [When core(s) are added from
the void].

® When the GranWalker/GranStone Nexus leaves the field by destroyed or any
effect(s), all the cores on it are sent to the Void.

which is the Core Charge’s requirement. If the Core Charge’s requirement did not
mention [Brave] or [Ultimate], the target effect only works on Spirits.

When GranWalker Nexus is deployed, if there no other GranWalker Nexus with
the same name, send the top 3 cards of your deck to your trash. For each listed

card on the Core Charge’'s requirement, send 1 core from the Void to this Nexus.
Once deployed, when you summon/descend the listed card which fulfil the Cost
and Family, add 1 core from the Void to the GranWalker Nexus. You can decide to
add Core(s) or not from the Void to this Nexus when ) <Core Charge>.

s an effect which adds cores from the Void to GranStone Nexus.
are the release requirements.

ToEES e Ll y—F R

The event(s) written next to

* This card can add cores when
a Spirit w/cost 3 or more and
|Ancient Dragon]/[Celeste]/[Avatar]
family, or a red Brave with
[God Arms] family is summoned/
radiant descended.
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Utilizing ﬁ

a4 GranSkill is an effect which activates when sending a certain
number of cores from GranWalker Nexus to the Void.

??J?f—mh

WE’E GranField and GranMystery is similar to regular Nexus, upon achieving a certain
Lv, it can activate its effect at the targeted timing.

Cores added with GranWalker Nexus and' ]?EEEE’ <Core Charge> can be used to

activate GranSkill multiple times, or stockpiled for future GranField activations.

With GranStone Nexus, you need to stockpile cores with | ﬁéﬁ maintain

GranMystery, and think about the best time to ) Into a d|ﬁerent card.
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Using (GranForce) to attack by GranWalker!

[Clelhlgelfe=llis a new effect given to some GranWalker Nexus.

GranWalker Nexus which activates it's JlClglalgelfe=l] . will be treated as both a

GranWalker Nexus and Spirit at the same time.

During , It will have BP and can attack or block.

During , since GranWalker cannot be destroyed except by another
GranWalker, even if the opposing blocked Spirit has a higher BP that the GranWalker,
that GranWalker will not be destroyed.

During [[JEMIRNET) . since GranWalker Nexus can only be affected by effect(s) which
specifically target GranWalker(s), effect(s) which do not include GranWalker as a target
like, [Refresh 1 of your Spirit] or [Destroy 1 opposing Spirit], [Destroy 1 opposing
Brave], those effect which specifically target Spirit(s) or brave Braved cannot affect it.

:'::‘;.JJr- , v' U rak “'
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Power up your Saga Brave!

During JlClelalgelfe=ll, the Saga Brave's color, cost, BP+. symbol and

effect and (RS < ffect will be given.
During Jl€lehalgelte=ll, the braved Saga Brave effect(s) that specifies [with this Spirit]
and [with this Nexus] will be activated if braved target is a GranWalker Nexus after
activating [[GENRIE)

However, be careful that, the effect(s) which target of the [your Spirit] cannot activate
by yourself.

¢ About

[Rebirth] card is different from normal
cards, as it is a card with effects printed
on both sides.

Categorized as [Rebirth] Spirit and
[Rebirth] Nexus, the front (A side) being
similar to normal card with cost printed
at the top left corner is known as

pre-rebirth, the back (B side) with cost
printed at top right corner is known as
post-rebirth.

A pre-rebirth card in your hand/deck
will be flipped and turn into post-rebirth
card due to effect happening on the
field. Some cards will change card type
at this point of time.
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Steps for &3

(DWhen the counter and flip condition for [Rebirth] is fulfilled, choose 1 card's flip effect.
Even if the condition satisfies multiple cards, you cannot flip multiple cards at once.

@Move the cores onto the post-rebirth card if there are any effects that involves core
movement during a flip. Cores cannot be moved from the card if there are not relevant
effects.

@If the cores on the card is unable to maintain the lowest cost requirement after flipping,
the [Rebirth] procedure will cease here and Step @ onwards will not be resolved.

@Move cores from the void to the [Counter Area] as designated on the card, if the card

s In a state of leaving the field, it can stay on the field. If the brave condition is not met,

the brave will be separated. Thy o
®Completion of [Rebirth]. If the card is being flipped due to effects u::::ut5|de1 it s
also treated as [Rebirth]. The activation of [When this spirit rebirths] can be activated

as this point.

Effects of a [Rebirth] card can only activate from the visible side, the reverse side cannot be
targeted or taken for reference. Also, when the [Post-rebirth] card leaves the field or becomes a
base card for <Radiant Descent>, it will return to [Pre-rebirth] state.

Effects that affect a [Pre-rebirth] card, unless condition is no longer fulfilled, will still affect the
card in [Post-rebirth] state. When a spirit that is battling flips over, if the [Post-rebirth] spirit can
battle, the battle continues.

During a game, you can check the reverse side of your [Rebirth] card that is on the field.

Similarly, you can also verify the contents of your opponent’s [Post-rebirth] cards that are on
the field.

[Unigey] noqy. JeldEL{:) ¢



Ty PIRRH—F SRETEr Contract Cards are standard Spirit and

mhL*é"ﬂTrTf"
and [Post-rebirth] cards need to fulfill the same condition. Nexus cards that are written as Contract
As such, if one of the sides are of different name, 3 pieces Spirit, Contract Ultimate, etc.

of each card can be included in the deck. me & B2 1%, A deck can only include one type of

When using [Rebirth] cards in a deck, be it be a checklist . Contract card, but in return, you can

card with the same back design as a normal card or the - iw e include a copy of that card in your starting
actual [Rebirth] card, the [Pre-rebirth] side must be seen hand, and they can enter the field in Soul

clearly and placed in an opaque sleeve together with the ,
other cards in the deck. If the [Post-rebirth] side of the State after being destroyed or depleted
by your opponent.

card is seen during a game due to a player forgetting to | | |
flip it back, please flip it back to [Pre-rebirth] side | SRR The following mainly describes Contract
immediately. R Spirits, but Contract Ultimates are treated

1;"3 LG HP ST SR L,
Eﬂ 0 WBALNE B P Rt ihesans Bal thespiits com.’

L T—— P INn the same way.

How to use the Checklist Card

During the construction of a deck, both the [Pre-rebirth]
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To substitute the [Rebirth] card in a deck, use a number checklist cards equal to the number of +4‘b'i]'.h‘?gff;;ilff;f;;;;;ﬁ;? 1
[Rebirth]cards, that has the desired card imprinted and marked out. Please make sure that the ﬂv N __ @\
checklist does not have multiple boxes checked as it would be against the rules. Even though BTN e €5 it :
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[Rebirth] card and checklist card can be in the deck simultaneously, one same card should be
either [Rebirth] card or Checklist card only.

The actual cards, where a checklist card is being used as substitute, must be placed somewhere
near the deck where the opponent can see. You can also place the [Rebirth] cards in a deck box
where opponent cannot see the contents. However, the number of checklist cards in a deck
cannot be more than the original [Rebirth] card.

When you summon/deploy/play a checklist card from hand, or activating effect from opened zone
or trash, switch the original [Rebirth] card out to resolve. When opened from deck, placed in areas
outside the field like opened zone or trash, if any information not printed on the checklist card is
not being referenced or targeted by effects, the original [Rebirth] card cannot be switched out.

If a [Rebirth] card is to be moved to the hand or deck where the opponent cannot verify the card
details, the checklist should be switched back as quickly as possible.

e Contract Card Features =o

@Decks can only include one kind of Contract Card. (Up to 3 copies.)

@®During game setup, you can add a single copy of your Contract Card to your hand.
See the game setup section (page 7) for details.

@®\When a Contract Card is removed from the field by your opponent, it can be placed
on the field in Soul State instead of going to the trash or hand/deck. After resolving
effects related to the card leaving the field, you can choose to leave it on the field
at the same timing as when placing the Brave of a Combined Spirit on the field in
Spirit state. Cores can’t be placed on a card in Soul State, so all cores above it
are placed in reserve.

@®When a (EE; (Radiant Descent))'d Spirit leaves the field, the source Contract
Card can be set in Soul State.

@®FPutting a card in Soul State isn’'t an effect, so you can put a Spirit in Soul State
even If it can't activate effects for other reasons.

@A card in Soul State can’t be affected or referenced by effects other than its own

-|mp0rtant pOintS Of [Reb"th] Card and those that explicitly reference Soul State. Also, its symbols can't be used to

reduce costs.

When a [Rebirth] card is flipped over [when attack] or [when life reduces], even if the
[Post-rebirth] card has active effects that activates that the point of time, the effect ®\When not in Soul State, Contract Spirits and Contract Nexus cards are also
cannot be activated. affected by effects that target Spirits and Nexus cards.
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Master (@#=) (Soul State) and (zxsa=

(Contract Descent)!

BREBIRNEIEN cffects are effects that can be activated whe

n in Soul State. For example,

an effect that reads "[NleSIBSEIE]/ [INellgd] Lv2" can be activated by a level 2 Spirit, or by

a [ISBISIEIE]N since they have no levels.

a Base card. Just like a Brave's |[NaEalsiENEel] effect, it
with <Contract Descent>, and that spirit can activate the

For example, an effect that reads “[[Se]sliztai@iBIENe=1aldl/ [IS]ollgid

[®elsliztei @b e=1ald] cffects can be activated when a <Contract Descent> card becomes

gives that effect to a spirit
effect regardless of its level.
Lv2" can be activated by

a level 2 Spirit, or, when a Base card, the <Contract Descent>'d spirit can activate it

as its own effect, even if it's level 1. However, a spirit with <Radiant Descent> can't

activate these effects when they become Base cards.
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* This card’s “[NleNIBSIEI=)
[Contract Descent il Spirit]
[Lv1-Lv2]" effect can be activated
when this card is a Spirit,

Power up with {OC)!

OC (Overcount) powers up a Spirit when your Count meets the Spirit's OC

requirements.

Just like BP+ on Braves, the BP written is added to the card’'s BP, regardless of level.

Additionally, if the card has an |k8l®] effect, various effects become available for use.
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O QA

@ Effect(s) in general

Q1: What if there is a discrepancy between card effects and the rules.
A1 Card effects will take precedence over the rules.

Q2: Is there a difference between [can] and [must]?
A2: Yes, there is. A player can choose whether or not to activate a [can] effect. A [must] effect must be activated
(if possible).

Q3: What happens when a [do A] effect and a [cannot do A] effect are active at the same time?
A3.The [cannot do A] effect is prioritized. Effects are prioritized in the following order: [cannot do A] > [must do A]
> [do A], [may do A].

Q4. What happens to effects that read [cannot activate effects] and [unaffected by effects] when a [cannot be
prevented] effect is in effect at the same time?

A4 . Effects are prioritized in the following order: [cannot be prevented] > [unaffected] > [cannot activate].
However, effects that are instantaneous, such as upon-summon effects including [cannot be prevented] effects
and [unaffected] effects, can't be activated if the effect itself is being affected by an effect that prevents activation.

Q5: Can | use an effect described [do X X by doing OO] without fulfilling the OOpart?
A5: No, the player must fulfill the OO part to use the effect. The player can choose whether or not to carry out the
OO part. The player also may not use the effect and do OO when X Xis not possible.

Q6. Can you activate effects that read [you can <A>. When you've done so, <do B>] when you can't do B?
Ab.Yes, you can. After doing A, do as much of B as is possible.

Q7. What are the differences between [Also,], [Then,], and [After this effect resolves,]?

A7.[Also] is an effect that occurs at the same timing as what preceded it. [Then] is an effect that resolves after
resolving the effects that preceded it without interrupting other effects. [After this effect resolves] is an effect that
resolves after the previous effect, but before resolving any other effects that resulted from it.

Q8. | activated an effect on a Field Spirit etc. that reads [During this turn]. Is the effect negated if the Spirit leaves
the Field?

A8. No, it doesn't. Effects that last for a specific length of time, like [During this turn] and [During this battle],
persist once they're activated.

Q9. What's the difference between effects that read [Once per turn] and effects that read [can only be used once
per turn] and [Once per turn: Same name]?

A9. If you have three copies of a Spirit in play with an effect that can be used [Once per turn], you can use the
effect on all three copies once a turn, for a total of three uses. If an effect [can only be used once per turn] or
[Once per turn: Same name], even if you have multiple copies of a Spirit in play, you can only use the effect on
one of those copies per turn. If multiple cards have the same [can only be used once per turn] effect, but the
cards all have different names, the game considers each effect to be unigue, allowing you to use each effect once
per turn.

Q10.If you have a card placed face down in your Field or Removed Zone, can you look at it?
A10.Yes, you can.

Q11.If a Spirit is being affected by a [can’t be returned to hand] effect, can you replace it with an effect?
A11.No, you can't.

Q12.If you use an effect to swap a Spirit card in your Field with one from your hand, does it count as the cards in
your hand increasing?

A12.No, it doesn't. As such, you can swap cards even when you're being affected by a [the opponent can't add
cards to their Hand] effect, and your opponent can't activate Bursts with [After your opponent increases their hand
due to their effects] in response to it.

Q13.Can a 6-color card be used to fulfill requirements for effects that specify cards like “red only” or “red/white
2-color™?

A13.No, it can't. In the case of "red only” and "red/white 2-color,” cards with colors other than the ones specified
aren't considered valid by the effect.

Q14.If an effect reads, “Place 1 core from 1 of your opponent’'s Spirits in their Reserve,” can | place one of my
opponent’'s cores in my Reserve?
A14. No, you can't.
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® About Soul Core

Q1: If a Spirit/Ultimate has only 1 Soul Core and another Spirit/Ultimate has only 1 core, is it possible to switch the
cores between them?

A1: Yes you can, during your main step [Moving of cores], you can switch the cores without the Spirit/Ultimate
getting depleted.

Q2: What will happen if my opponent activates an effect that [remove 2 core from my Spirit] and my Spirit has only
1 Soul core and 1 core on it?

AZ: Since Soul core cannot be send to the void, only the 1 core will be send to the void and the Spirit will not be
depleted.

Q3: If my opponent activates an effect that [Remove 1 core from Spirit(s)] on a Spirit that has 1 Soul Core and 1
core, do my opponent choose which to move to the trash?

A3: No, you choose which core to move. Even if it is your opponent’s effect, you choose which core to move to the
trash.

Q4. If a Spirit only has a Soul Core on it, can you activate an effect that activates by moving the Soul Core from that
Spirit if the Spirit is being depleted?

A4.No, if a Spirit with an effect that activates by placing the Soul Core in your trash or life is depleted, the effect
can't be activated.

® About Paying Costs

Q1: If there is only 2 red Spirits on my field and when | summon a cost 6 (3 QO ). | need to pay a total cost of
4, however if | deplete the Spirit(s) on the field to pay for the cost, does the cost for the summoning change?

A1: No it doesn't. Once the summoning cost is calculated, even if the Spirit is depleted to pay for the cost for the
summon, the summoning cost does not change.

Q2: What will happen if when playing a card, you do not have enough core(s) to play the card?

AZ2: When you declare the card you wish to play, even if you have to deplete your Spirit to play the card, the cost
must be paid if possible. However in the event if there is absolutely not enough cores to pay for the cost from the
field or reserve, return that card back to your hand and revert the field back to when before that card was played.

Q3: If a card has an effect that states [Summon this card/Spirit/Ultimate], may | need to pay for the cost to summon?
A3: Yes. If the card did not have an effect that states [Summon without paying the cost], you will still need to pay the
cost for the summon.

® About Spirit and Ultimate Conditionals

Q1.When a spirit is depleted/destroyed or targeted by a [return to hand/deck] effect, how is the situation resolved?
A1.Spirits in such a situation are referred to as [pending]. If a card is pending when it's going to be destroyed, it can
be referenced/targeted by normal effects, but if a card is pending when it's going to be depleted or returned to hand or
deck, it can’t be referenced/targeted by effects unrelated to depletion or returning to hand/deck. [When this card
would leave the Field] effects can all be activated during pending. If there are no [remains on the Field] effects, and all
effects that occurred after the card entered pending are resolved, the card is moved to the specified location.

Q2. A refreshed Spirit is destroyed, but activates a [remain on the Field, exhausted] effect, do [when <card> is
exhausted] effects activate?

A2.No. The spirit isn't considered to have become exhausted, and [when <card> is exhausted] effects don't activate.
Along the same lines, if an exhausted Spirit is destroyed but remains on the Field refreshed, it isn't considered to have
become refreshed.

Q3. How do [Heavily exhausted] effects work?

A3.If a refreshed or exhausted Spirit is affected by a [heavily exhaust <card>] effect, it becomes heavily exhausted,
and it is placed in the opposite position as a refreshed card. However, if an exhausted Spirit is affected by an [exhaust
<card>] effect, it doesn’'t become heavily exhausted. If a heavily exhausted Spirit is affected by a recovery effect, it
becomes exhausted. Additionally, heavily exhausted cards are also considered to be exhausted.

@® About Brave

Q1: Can Brave in Spirit form be braved with other Braves?
A1: No, they cannot,

Q2: If | summon a Brave in Spirit form do the effect that states [When this Brave is summoned] change to [When this
Spirit is summoned]?

AZ2: No, Even if it is summoned as a Spirit, it will still be consider as [When this Brave is summoned] and will still be
considered as a Brave effect.

Q3: If the attacking braved Spirit/Ultimate is destroyed and only the Brave remains on the field, does the attack
continue with just the Brave?
A3: Yes, that is right. However if the Brave is the Imagine Brave, the attack cannot continue.

Q4: When a Imagine Brave is braved to 2 Spirits and the side that the attacking Spirit is destroyed, does it change to
the Spirit on the other side attacking?
A4: No, it does not change to the other Spirit attacking.

Q5: If there are 2 Spirits that can be braved with a Imagine Brave, can it be braved to the 2 Spirits together at the
same time?
A5: No, it cannot. It has to be braved 1 Spirit at a time.

Q6: During my main step, if there is a Imagine Brave Spirit on the field and other Spirits that fulfills the condition for
the exchange of the Imagine Brave, can the Imagine Brave exchange Spirits without becoming a Spirit form first and
be braved straight to the left and right Spirit ?

AB: Yes, it is possible.
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Q7: If you activate an effect that swaps a Brave Spirit with a card in hand, what happens to the Brave?
A7 It doesn't return to hand, and instead combines with the swapped card in hand to become a Brave Spirit. At
this time, if the combination conditions aren't met, the cards separate.

® About Burst

Q1: Can | check my own set burst?
A1l: Yes, you can. However be careful not to let your opponent see the set burst.

QZ2: If the condition to activate the set burst is fulfill, must | activate the burst?
ﬁtEZIND, you no need to activate. You can choose to activate the burst at other time when the condition is fulfilled
again.

Q3: What happen if | mistook the burst condition, and open the set burst card?
A3: If the burst effect cannot be activated, set it back face down to the field.

Q4. If you set a Burst while resolving an effect, can you activate it immediately if the effect is a condition that allows
the Burst to be activated?
Ad. No. If you don't meet the activation conditions after you set it, you can't activate the Burst.

®About <<Radiant Descent>>
o1

Q1: Can | <<Radiant Descent>>
A1: No, you cannot.

a Spirit without a Soul Core 7

Q2: Can | <<Radiant Descent>> on a Brave or Nexus that is treated as a Spirit?

AZ: No, you cannot.

Q3: Can cards below a Spirit with <<Radiant Descent>> *EEH that are placed faced down via the effect

W be treated as Base cards?
: No, iﬂu cannot. Even if you stack a card on the faced down card, it will not be treated as a Spirit with

Q4: When | send my Soul Core from my Life to my Trash for <<Radiant Descent>>
with the condition [When your Life is reduced]?
Ad: Yes, you can.

Q5: Can | <<Radiant Descent>>
on with <<Radiant Descent>>
Ab: Yes, you can <<Radiant Descent>>

Q6: If you replace a Spirit that's currently in the middle of a <<Radiant Descent> >
what happens to the Base card?

A6: The Base card also returns to your hand. The number of cards in your hand increases, but since it's a swap, it
doesn't count as a hand size increase.

FELg with a Spirit in your hand,

Q7. Are {God Descent), {Ultra Descent}, and {Contract Descent} treated as <Radiant Descent>?
AT.Yes, they are. If you Radiant Descent with any of them, effects that care about using Radiant Descent can be
activated. Additionally, they are also treated as cards with <Radiant Descent>.

® About Contract Cards

Q1.1 make a 40-card deck, and include 3 Contract Cards. Can | have an extra Contract Card to include in my starting
hand, separate from the cards in my deck?

A1.No, you can't. The Contract Card you add to your starting hand is also a card in your deck, so it has to be
included in the 3 Contract Cards you include in your deck, with your deck including at least 40 cards.

Q2.If a Contract Card is discarded from my hand or deck by my opponent, can | place it in the field in Soul State?”
A2.No, you can't. Cards can only be placed in Soul State when they're removed from the field by your opponent.

Q3. After using a Spirit to activate an effect that reads “[Soul State][Contract Descent]/[Spirit],” the Spirit enters Soul
State or becomes a Base card. If that effect can only be used [Once per turn], can | activate it again during the same
turn?

A3.No, you can't. Effects that can be activated by Spirits, Soul States, and Contract Descents are still restricted per
turn unless they leave the field, or are replayed, re-summoned, or re-set.
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® About Text Changes

Q1. What do effects that read [When Battles| mean?
A1.They have the same meaning as [When Attacks/When Blocks]. The wording is currently ruled to mean the same
thing as [When Attacks/Blocks]

Q2. s there a difference between [During Brave] and [When Braved]?
AZ.There is not. They're currently considered to be interchangeable.

Q3. [Change] effects no longer have [If the Spirit is currently battling, continue the battle.] Do Spirits | swap in with
[Change] no longer continue battling?

A3. Not quite. [If the Spirit is currently battling, continue the battle] is no longer included in [Change] and similar swap
effects for the sake of brevity, but swapped in Spirits are still able to continue battling.

Q4. [Draw X cards from your deck. Then, discard Y cards from your hand] effects have been changed to read, [Draw
X cards, then discard Y cards from your hand.] If I'm currently being affected by a [can't draw] effect, can | skip
discarding, too?

A4d.No. The wording of the effect has changed, but the ruling on how the effect works remains the same. Even if you
can't draw, you still have to discard as many cards as you can.

Q5. Nexus Card and Magic Card families are no longer written as effects, but in the family column. Are cards that
haven't been reprinted still considered to have families in their effects?

A5. No. Nexus Cards and Magic Cards, which have families without conditions, will be considered to have their original
families instead of effects even if they haven't been reprinted.

Q6. Is there any difference between <X> being included in a card name, as opposed to a card name that consists
solely of <X>7

AB. There's no difference. It's currently written as just <X>. However, some cards specify an entire card name with
text such as "Card name: <X>".

Q7. s there any difference between effects that read [can only be used once per turn] and [Once per turn: Same
name]?

A7.There's no difference. Currently, [can only be used once per turn] is being written as [Once per turn: Same
name]. “Once per game” is similar. Additionally, “this effect does not stack” is written as “unstackable.”

@ About Official rules

® Rule Revision / Renewal

Battle Spirits may adjust game balance in order to continue providing a fun game.
An announcement will be made on such occasions, so please check our official web site.

® Tournament Rules

Battle Spirits may have different rules for different formats in official tournaments.
Please check before hand on our official web site if you wish to participate the official tournaments.
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