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��The Universe of Ani-Mayhem

Introduction

If you are familiar with Japanese animation, then you know that you are going to have lots of fun with Ani-Mayhem. If not, you are about to be introduced to an incredible art form. Ani-Mayhem was created and produced for the love of Japanese Animation, known to its fans and the Japanese as "anime" [an-ne-may]. Subjects that attracted AnimeCafe, the game's designers, to anime are now part of the game mechanics of Ani-Mayhem. With the publishing and distribution power of Pioneer Animation, AnimeCafe is able to share this experience with you.

Manic hunts through Ani-Mayhem's interfused worlds will give you a taste of anime's magic and variety. Each new game will plunge you into an "Aniverse" of your own creation. AnimeCafe and Pioneer Animation hope you have as much fun playing Ani-Mayhem as they had in creating it.

Object of the Game

Ani-Mayhem is a collectible card game in which you and your opponents marshal various anime characters in a race to retrieve the most number of valuable items that have been scattered throughout the diverse locales of the Aniverse. While searching for these items, you must do battle against disasters who try to interfere with your mission and opposing characters who are also on the same mission. Find the most items before your opponents or the disasters does the same!

The object of the game is for you to get as many item cards as you can from the field. You do this by using your characters to scavenge locations on the board. While your characters are doing this, they must compete against opposing characters and disasters. When more than half the item cards are retrieved or removed from play, the game immediately ends and players tally the number of item cards they have retrieved. If the players retrieve more than half of the item cards, then the player with the most item cards wins. If the disasters retrieve or remove from play more than half of the item cards, all players lose. Thus, Ani-Mayhem is the first card game to work with many players or one player, because the disasters are the real opponents.

The primary strategy of Ani-Mayhem is based on determining when to play your cards and when to use your characters to scavenge locations, attack opposing characters, or ward off disasters. More complicated strategies require you to combine your cards to make them increasingly powerful and deciding which cards to use in your deck to make it more effective. The most complicated strategy of Ani-Mayhem is perhaps the most subtle as well. This strategy involves determining when to cooperate with other players against disasters and when to end such alliances.

�Summary of Play

You will construct a playing field composed of location cards. Underneath the location cards, you will hide item cards and disaster cards. Using your selected character cards, you will attempt to retrieve as many item cards from these locations as you can. Power cards are used to strengthen you characters. Disaster cards, however, will attempt to hinder you by stealing item cards, destroying item cards, or incapacitating your characters.

When playing with other individuals, the playing field will be composed of location, item, and disaster cards owned by all players. In addition, each player will use her own deck of selected character and power cards.



Lexicon

These are general definitions. Exceptions in the rules and the cards may apply in specific situations.



Abilities

These words refer to the collection of values consisting of damage, defense, movement, charm, and energy.

Active Player

This is the player whose turn it is. If an effect instructs multiple players to do something, the active player goes first.

Ally Disaster

This is the ability of a combat disaster to give ability bonuses to other disasters at the same location. (See Advanced Character and Disaster Traits)

Attack 

This is the sum of all damage abilities, including all bonuses, of all characters or disasters assaulting a single target. An attack of 0 damage is still a successful attack. This is also one assault by a character or disaster on a single target.

"Attack affects all characters at location" or (Frenzy)

This term applies to combat disaster cards. When this type of disaster attacks opposing characters, it will inflict damage on every character opposing it. Characters who are not fighting the disaster are not affected.

Base Abilities

The values of the abilities directly written on the character or disaster card. Contrast with current abilities.

Bonked

A character is bonked when it reaches 0 health during combat. For example, Nabiki Tendo starts combat with 1 health. Nabiki Tendo will be bonked if she reaches 0 health or less. The bonked character must be removed from play for 1 complete turn of character's owner. Nobody can attack a bonked character while it is out of play. After the bonked character has been out of play for that amount of time, its owner may place it back in her hand during her reload phase. Once back in the owner's hand, the character is completely healed.

Cancel

This is to nullify a card or effect. A nullified card or effect is considered never to have occurred, except that the card or effect has been used. For example, to cancel damage is to have something deal no damage. To cancel an attack is to say that the attack is not successful. To cancel a flash effect card being played is to stop that flash effect card from happening, although that flash effect card is now discarded.







Captured

A character that is captured by a captor card, usually a disaster, is incapacitated and cannot be a part of any combat. A captured character is still in play, however. A captured character can be freed by satisfying some condition stated on the captor card.

Carrier

Any card that can pick up cards. This is usually a character, combat disaster, or a vehicle.

Categories

Most cards have 1 or more categories listed between triangular brackets at the bottom of the text box, in the form of "<< Category, Category >>". When a card states that it affects a certain category of cards, look for that matching category on cards in play or in your hand. For example, a card may state, "This card allows you to scavenge any 'Hot Tub' location." Therefore, you will look for the category, << Hot Tub >>, at the bottom of the text box of any location card.

Controller

This is the player who currently possesses a card. It is usually, but not always, the card's owner. Compare with owner.

Current Abilities

The values of a character's or disaster's abilities after counting the effects of all other power cards. Contrast with base abilities.

Cycle

A cycle is the time it takes for a disaster card to make its way from its starting place on the field to the place where it exits the field. 

Defeat

When a disaster's health is reduced to 0 or less, it is considered defeated. Discard the defeated disaster.

Destroy

This is to remove a card from play entirely for the current game. 

Discard 

This is to take a card from play and place it in its owner's discard pile.

Duration

The duration is the amount of time a card or effect remains in play for the player who plays it. The duration includes the turn or round in which the player plays a card or effect. For example, Yasmin draws and plays a disaster card that lasts 2 turns. The disaster card remains in play through the end of her current turn and through the end of her next turn. She discards this disaster card when the duration expires. In a multi-player game, this duration may be quite lengthy.

Effect

This is the impact on game play from a card being played or a card already in play.

Fail

This is when a card or effect does not achieve its desired intention. This often happens when the target of an explicit card or effect is removed from play. Contrast with cancel.

Field

This is defined as all location cards. Haven cards are not location cards.

Free or Freed

This is to rescue a captured card.

Full Movement

A card has gone through its full movement if it uses up its maximum allowable movement in a given turn. For example, the character card, Detective Kiyone, has a movement ability of 2. If she uses up all 2 movement in 1 turn, then she has made a full movement.

Full Turn

A player has gone through a full turn if she has gone through all her phases. This becomes relevant when dealing with cards or effects that express duration in terms of turns.



Hand

All cards that you are holding in your hand.

Health

A character or disaster's health is equal to its basic defense ability. Bonuses to the defense ability do not increase health. Loss of health is cumulative during combat. After combat ends, any characters and disasters still in play are healed completely.

Horde

If a disaster card has a << Horde >> category, every other disaster of similar category in play gains +1 damage and +1 defense. For example, if a Bugrom Horde and a Bugrom Type 1 are in play, then the Bugrom Type 1 gains +1 damage and +1 defense. If two Bugrom Hordes are in play, each gains +1 damage and +1 defense. If two Bugrom Hordes and one Bugrom Type 1 are in play, each Bugrom Horde gains +1 damage and +1 defense. The Bugrom Type 1, however, gains +2 damage and +2 defense.

In Play 

All faced-up cards that are on the field, off the field, or in any havens. Bonked characters, any cards in a player's hand, and cards not revealed underneath a location are not considered in play.

Incapacitated (formerly "Cannot Do Anything")

The affected character cannot move, scavenge, and deal damage in combat. In addition, the character's discrete or continuous traits cannot be used. The affected character, however, can still receive damage from combat. A character's defense ability does not go to 0.

Killed

A character is killed if that character receives damage from a single attack of at least 3 times its health value at the beginning of combat and is at 0 or less health after that attack. For example, Nabiki Tendo starts combat with 1 health. Nabiki Tendo will be killed if she receives 3 damage in a single attack and is at 0 or less health. A killed character is discarded.

Movement

This is the maximum number of locations a card can move each turn as indicated by its movement ability. Cards move up to and including the movement number. Moving a card from one location to another requires 1 movement. Moving a card to or from a haven requires 1 movement. Moving a disaster card from the draw pile to a location on the field requires no movement points. Moving a disaster card from a location to off the field, however, requires 1 movement.

Magnet Disaster

This term applies to disaster cards. It is any disaster that moves a card type immediately. (See Advanced Character and Disaster Traits)

"Moves N" Disaster

This term applies to disaster cards. If a player draws this type of disaster from her draw pile, it will enter play and complete N full movements during that player's maintenance phase. After it has made N full movements, this disaster remains at the destination for the rest of the game, unless it is removed by some card or effect. If this disaster is revealed from a location, however, it does not move.

Non-targetted or Implicit

This is a card or effect that affects something on the field without any reference to specific things. A non-targetted card or effect does not have the words "any," "target," and "nearest" or specific numbers. Instead, such a card usually has the word "all" or cites something about general card types in the text box, such as the statement, "Characters have their movement ability reduced to 1." Contrast with targetted or explicit.

Off the Field

Any card that is not played on anything that are on location cards. Such a card, however, is in play. Examples include global effect cards and certain disaster cards.

On the Field or In the Field

Any card that is played on anything that is on any location cards. 

Owner

This is the player who started the game with the card. Compare with controller.

Party

This is a group of characters travelling together. A party can move only as fast as its slowest character.

Play Off Field

This term applies to disaster cards. When revealed at a location or drawn from a player's draw pile, this type of disaster card is placed off the field and affects all applicable cards in play.

Resurrect

To take a character from a player's discard pile and bring it into play.

Reveal

This term applies to cards in play hidden from a player's view. It is to take a card that is faced down and turn it over, so one or more players may see it.

Round

A round is the time it takes for characters and disasters to each get one attack on a target during combat. There is no limit to the number of rounds in a turn.

Skills

Character and location cards both have skills listed on them. The skills of a character or group of characters must match the skills listed on a location for those characters to enter and scavenge the location for items.

Steal

Stealing is an ability of a character or disaster to take an item card or equipment card from another character or disaster and be able to move away from the location of the steal. (See Advanced Character and Disaster Traits)

Targetted or Explicit

This is to direct a card or effect on specific things. Usually, a card or effect that targets something has the words "any," "target," and "nearest" or a specified number preceding a card type in the text box. Contrast with non-targetted or implicit.

Traits

These are attributes on a card that describe what it can do once it is in play. Sometimes, a card's trait is always in effect while it is in play. This is called a continuous trait. Other times, the card's controller must declare that she is using the card's traits. This is called a discrete trait. In specific times, a trait only happens when something else happens. This is called a triggered trait. A trait, when active, is considered to happen with the speed of a flash effect.

Transformation Card

This is any card that forces one, some, or all transforming characters or disasters to change to their alternate forms. All affected characters and disasters will be unable to transform back without another transforming card.

Turn

A turn is the time it takes for a player to go through all her phases.

Unique

If a card has the << Unique >> category, you can only have 1 of that card in your draw pile.



















Symbol Description

[Symbol Description Image]

Part I: Identifying the Cards

The First Rule of Ani-Mayhem

The rules in the rulebook are for general game play. If a card conflicts with the rules, the card always takes precedence.



�Character

A character card has a purple border on the front. The character's name is in the upper left corner of the card. The character card is distinguished by 5 abilities listed in buttons on the lower left side of the card. In addition, the character card has 2 text boxes at the bottom of the card.

The character's 5 abilities are damage, defense, movement, charm, and energy. The lower text box contains information about the card. The upper text box contains the character's skills. Characters are either female, male, or gender-neutral.



A sample character card is presented below. 

[Image of character card, Linna Yamazaki]



Name

Each character has a name. This character is called Linna Yamazaki.

Image

The image depicts what the character represents.

Damage

The character's damage ability is represented by a fireball icon. The value next to the icon is the amount of damage that the character can inflict in one attack.

Defense

The character's defense ability is displayed as a shield with an infinity symbol for a coat of arms. The value next to the icon is the amount of damage a character can safely absorb before losing health. At the beginning of combat, a character starts with health equal to its basic defense, which is the defense ability printed directly on the character card. Bonuses that raise defense will not change the maximum health. Any character or disaster's attack must inflict damage greater than the recipient's defense in order for the recipient to lose health.

�Movement

The character's movement ability is denoted by a six arrows pointing outwards from a common origin. The value next to this icon is the number of locations the character can move during her or his movement phase. Of special note, there are characters whose movement icon is represented by an arrow traveling in a circle. In this instance, the character has special movement conditions which are specified on the character's card. Ryoga Hibiki, for example, has this type of movement icon.

Charm 

The character's charm ability is distinguished by a pair of thick, red lips. The value next to this icon represents the character's charisma. The charm ability is used in charm battle and is important for determining combat initiative.

Energy

The character's energy ability is featured as a blue four-pointed star. The value next to the icon indicates the amount of energy the character has available to activate special effects provided by enhancements or flash effects.

Gender

A character's gender icon is located in the lower right-hand corner of the character card. The icon appears as one of two Roman mythological symbols: Mars for males, Venus for females. Certain cards in Ani-Mayhem only affect one gender. If there is no gender symbol, the character is considered gender-neutral.

Skills

The character's skills determine which locations the character can scavenge. Moreover, the character's skills also indicate which items and power cards it can utilize and if the character is capable of fighting a disaster. A character may have a skill in the form, "skill x N." This indicates that the character has N instances of that skill. This is important as some location cards require multiple instances of a particular skill. A character may have a skill in the form, "skill -N." A character with this skill negates N instances of the same skill on another character at that same location.

Text Box

Additional traits of the character are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the character and does not have any influence on play.



Transforming Characters

Transforming characters have 2 sets of abilities and an inset in the bottom right corner of the main character image. The main character image indicates the primary form of the character. The inset indicates the alternate form of that character. If you are using the primary form of the card, use the primary abilities on the left side of the "/". If you are using the alternate form of the character, use the alternate abilities on the right side of the "/". When the character transforms from one form to another, you simply swap the two forms of the card and use the primary abilities. If you lack the alternate card, use the alternate ability skills on the card you have, but you cannot use any of the character's skills. If you voluntarily change a transforming character, that character cannot move that turn except by the effects of a disaster card. If a transforming character is forced to change form by a card or an effect, however, that character is "locked" in the alternate form and cannot change back without another card that causes a transformation. You cannot have both forms of a transforming character on the field at the same time. 

The two facets of a transforming character count as a single card for deck construction purposes. Simply put one form of the character aside and the other form in your deck or as one of your starting characters.

You can choose to change any number of your transforming characters during any phase of any player's turn, provided that the character still has full movement. After transformation, the character loses all its movement. Even if the character transforms inside a vehicle, that character is still not permitted to move. Transforming a character happens with the speed of a flash effect.



Combat Card

A combat card has a red front. The lettering and border on the back of a combat card is red. The symbol used for a combat card is an eye. A combat card is either played during charm or physical combat. There are two halves on the front of a combat card. One half of the combat card generates a combat modifier. This half is used during combat. The other half of the combat card generates a charm modifier. This half is used during charm battle. Combat cards are designed to add random elements in the game.

Your combat cards are played for your characters during charm battle or combat. In addition, when your characters are in charm battle or combat with a disaster, your combat cards are also played on the disaster.

If a combat card does not specify a target, then it affects the recipient of the combat card. Effects generated by combat cards last until the end of a combat round.



A sample combat card is presented below.

[Combat Card Image of Great Service / Slam]

Name

Each combat card has two names. One name is for the charm ability modifier, and the other is for the physical ability modifier. The charm modifier is called Great Service and the physical modifier is called Slam.

Image

The two images of the combat card depict what the charm and physical modifiers represent.

Modifier

The modifier usually changes the current value of a character or disaster ability, but this is not always the case. An asterisk symbol indicates that the modifier affects something other than a character or disaster ability.

Text Box

The text describes what effect is to be played on the target character or disaster during charm or physical combat.

�Enhancement

An enhancement card is a power card that has a blue front. In the upper left side on the front of the enhancement card is a blue chevron insignia enclosed in an orange sphere. A single text box is positioned at the bottom of the text box.



A sample enhancement card is presented below.

[I’m Buyin’ Image]

Name

Each enhancement card has a name. This enhancement is called I'm Buyin'.

Image

The image depicts what the enhancement represents.

Energy Cost

An enhancement card may have an energy cost. This will be indicated in the lower left corner of the picture window.

Text Box

Additional traits of the enhancement are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the enhancement and does not have any influence on play.

Modifier

The modifier changes the current value of a character ability.



An enhancement card is played on your characters. An enhancement card can have positive or negative effects on characters. Once an enhancement card is played on a character, it cannot be transferred to another character, except by a card or effect. In addition, an enhancement card stays on the targetted character until the character is bonked or killed, or the enhancement card is removed by a card or effect. When the enhanced character is bonked or killed, the enhancement card is discarded.

�An enhancement card may have an energy cost to use its effect. The energy cost is positioned in the bottom left corner of the picture window. The enhanced character must pay the energy cost of the enhancement each time it is used. A character can only activate an enhancement card once per phase or once per combat round. If the effect modifies a character or disaster ability, it lasts until the end of the phase or combat round. Otherwise, the effect is considered permanent. If an enhancement card has no energy costs, its effects are permanent until the character is bonked or killed, or the enhancement card is removed by another card or effect.

Ability modifiers on the left side of the text box indicate changes to the affected character's current abilities. If the ability modifier is preceded by a mathematical symbol, such as addition, subtraction, multiplication, or division, then the character's current ability is adjusted in the indicated manner. If the ability modifier is not preceded by a mathematical symbol, then the character's current ability is replaced by the value indicated by the modifier.

An enhancement that modifies abilities is always applied to the target character's base abilities, not its current abilities.

Equipment

An equipment card has a multicolored front. In addition, an equipment card is identified by a blue wrench insignia in an orange sphere that is located in the upper left corner of the card. Positioned at the bottom, the equipment card has a text box that may list skill bonuses. Furthermore, an equipment card can have ability modifiers. These modifiers are placed on the left side of the text box. A character who is carrying an equipment card is affected by the card's modifiers and skill bonuses.



A sample equipment card is presented below.

[Image of Tsunami equipment card]

Name

Each enhancement card has a name. This enhancement is called Tsunami.

Image

The image depicts what the equipment card represents.





Text Box

Additional traits of the equipment card are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the equipment card and does not have any influence on play.



Modifier

The modifier changes the current value of a character ability.



If a character carrying equipment is bonked or killed, each equipment card is dropped above the location where the character fell. Other characters and disasters can come along to pick up the equipment cards. Ability modifiers on the left side of the text box indicate changes to the affected character's current abilities. If the ability modifier is preceded by a mathematical symbol, such as addition, subtraction, multiplication, or division, then the character's current ability is adjusted in the indicated manner. If the ability modifier is not preceded by a mathematical symbol, then the character's current ability is replaced by the value indicated by the modifier.

A character can use any equipment card that it is carrying as long as the character fulfills the equipment's requirements. If the equipment card does not list any requirements, any character can use it.

Equipment cards may have one of two symbols located toward the lower left corner of their pictures. 



Planetary Equipment Card

A planetary equipment card has a planetary symbol in the lower left corner of its picture window. The character who is using this card gains the ability to interact with other cards with the matching symbol.



Dimensional Equipment Card

A dimensional equipment card has a dimensional symbol in the lower left corner of its picture window. The character who is using this card gains the ability to interact with other cards with the matching symbol.



Equipment Cards With Usage Limits Versus Equipment Cards Without Usage Limits

There are two types of an equipment card:

one without a usage limit

one with a usage limit

An equipment card will affect the character who is carrying it. An equipment card with a usage limit is denoted by the wording, "N uses" where N is the number of times the equipment card's effect can be activated. Characters can only activate this type of equipment card once per phase or once per combat round. If the equipment card modifies a character or disaster ability, then the effect lasts until the end of the phase or combat round. Any other effects are considered to be permanent, such as Transmitter Bra. Once the maximum number of uses has been reached, then equipment card is discarded.



Using Equipment Cards

Although a character can carry any number of equipment cards, a character may not use any two equipment cards that modify the same ability. For example, if a character has Leon's Boomer Rifle, which gives +2 damage, that character cannot simultaneously use Linna's Hardsuit, which gives +1 damage, +1 defense, and +1 movement, even though your character may desire the defense bonus. If your character obtains an equipment card that only gives +1 defense, your character can use it with Leon's Boomer Rifle, because no modifiers affect the same ability.

�Weapons

An equipment card may be categorized as a weapon. A weapon is an equipment card that has a usage limit and a "discard or reload" option. Once a weapon has reached its maximum number of uses, it is either immediately discarded or returned to its owner's hand. Bringing a weapon back to its owner's hand does count towards the owner's seven card hand limit. Once the weapon returns to its owner's hand, the weapon is restored to its full number of uses.



Vehicles

An equipment card may be categorized as a vehicle. A vehicle has a movement ability that replaces the movement abilities of all characters aboard the vehicle. A character is considered aboard a vehicle if the character is using the vehicle to move or as a place to store items or to equip other things. All characters aboard a vehicle will move as one party using the vehicle's movement ability. Unless otherwise stated, a vehicle cannot carry another vehicle. A character can carry only one vehicle. In addition, a character can be aboard only one vehicle at a time. A vehicle that has damage and defense abilities is a combat vehicle that can be used in combat. 

If a combat vehicle is in combat with an opposing target, no other character in the combat vehicle's party may attack that target until the combat vehicle is removed from combat. An attacker must attack the combat vehicle first before being able to attack the character aboard it. The attacker, however, can attack any characters that are not aboard the combat vehicle but are in the vehicle's party.

All damage done to a vehicle is cumulative while it is in play. When a vehicle has taken damage equal to its defense rating, the vehicle is discarded. Any cards in the vehicle are unaffected. 

A damaged vehicle can only be repaired by cards or effects that removes damage from a vehicle.

Flash Effect

A flash effect card has a blue front of the card. In the upper left corner of the flash effect card is a blue lightning bolt insignia enclosed in an orange sphere. A single text box is positioned at the bottom of the text box.

A sample flash effect card is presented below.

[Training Partner card]

Name

Each flash effect card has a name. This flash effect is called Training Partner.

Image

The image depicts what the flash effect represents.

Energy Cost

A flash effect card may have an energy cost. This will be indicated in the lower left corner of the picture window.

Text Box

Additional traits of the flash effect card are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the flash effect and does not have any influence on play.

Modifier

The modifier changes the current value of a character ability.



Any number of flash effects may be played at any time during any player's phase, except the reload phase. After a flash effect is played, it is immediately discarded.





�A flash effect card may have an energy cost to use its effect. The energy cost is positioned in the bottom left corner of the picture window. The targetted character must pay the energy cost of the flash effect card when it is played. If the energy cost is not paid, the flash effect is immediately discarded and no effect is generated. If the effect modifies a character or disaster ability, it lasts until the end of the phase or combat round. Otherwise, the effect is considered permanent. If a flash effect card has an energy cost, it can only be paid for once. The targetted character cannot pay the energy cost more than once to generate cumulative effects. Flash effects resolve in a last-in, first-out order. If more than one player wishes to declare flash effects, the active player declares them first.



Global Effect

A global effect card has a blue front. In the upper left corner of the card is a blue sunburst insignia enclosed in an orange sphere. A single text box is positioned at the bottom of the text box.

�A sample global effect card is presented below.

[Kasumi card image]

Name

Each global effect card has a name. This global effect card is called Kasumi.

Image

The image depicts what the global effect represents.

Text Box

Additional traits of the global effect are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the global effect and does not have any influence on play.



Play global effect cards on your side but off the field. Unless otherwise stated, a global effect card you play only affects your characters. Global effects that modify abilities are applied to current abilities of characters or disasters.



Global Effect Cards With Usage Limits, Without Usage Limits, and With a Specified Duration

There are three types of a global effect card:

one without a usage limit

one with a usage limit

one with a specified duration

When you play a global effect has no usage limit or duration, it remains in play until removed by another card or until 5 of your turns have elapsed, whichever happens first. Your global effect card is then discarded to your discard pile.

A global effect card with a usage limit, however, is denoted by the wording, "N uses" where N is the number of times the global effect card's power can be activated. You can activate this type of global effect card once per phase or once per combat round. If the global effect card modifies a character or disaster ability, then the effect lasts until the end of the phase or combat round. Any other effects are considered to be permanent. Once the maximum number of uses has been reached, then global effect card is discarded to its owner's discard pile.

When you play a global effect card with a duration, it lasts for that length of time from your perspective and then is discarded to your discard pile.

Any global effect card that you play that has neither a usage limit or specified duration lasts 5 of your turns, including the turn you brought it into play.



Haven

A haven card is a special card that you use to store equipment, items, and characters. A haven card has an octagonal picture window, a castle symbol in the bottom left corner of the picture window, and no skills listing in the text box. Since a haven card is not a location card, it cannot be scavenged. 

You begin the game with one haven that is placed adjacent to any location card. Additional havens are put into your draw pile. When you draw a haven card during the game, you can choose to have it be "built" adjacent to a location card. To build a haven, 3 of your characters must be at the location where the haven is to be constructed. For two of your turns, including your current turn, those 3 characters must remain at the location and cannot perform any actions, except receive damage from combat. 

A player's characters start in one of her havens before any of her characters can move into the field. 

You have complete control over who gets to enter your havens. Another player may move her characters through your haven with your permission, but she cannot have her characters stop there without your permission. If you do allow another player to stop at your haven, that player has full access to it and any equipment and item cards there. In addition, that player does not have to make her characters leave until she wants to or is forced out by your characters, cards, or effects.

Characters in your havens cannot be affected by other players' cards or effects, unless another player's character enters one of your havens.

Some havens confer bonuses to characters. A player must declare whether one of her or his characters leaving a haven gets the bonus. A character can only have one bonus from a given haven. If a character leaves one haven to go to another haven, that character's controller can switch haven bonuses.

Disasters do not count havens for movement.



Item

An item card has a tan front with the item's name written vertically on the left side of the card. There is also a single text box at the bottom of the card. 

Some items bestow advantages to the character carrying the item. Other items can be used to defeat disasters. There are even items which have no special benefits. The character must be carrying the item to gain the item's benefits.

Only cards that say "item" are item cards. Equipment cards are not item cards.

�A sample item card is presented below.

[Piece of Cake]

Name

Each item has a name. This item is called Piece of Cake.

Image

The image depicts what the item represents.

Text Box

Additional traits of the item are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the item and does not have any influence on play.



Location

A location card has a green front, an image enclosed in a circular picture box, and a text box. The text box lists the skills and other requirements a group of characters need to scavenge the location. Additional information and flavor text are also written in the text box. The color of the Ani-Mayhem logo and border on the back of the card is green.

Location cards cannot be discarded, but they can be destroyed by other cards or effects. If a location is destroyed, turn it face down and leave it where it is. A destroyed location is not removed from the game. A destroyed location counts for movement for characters but not for disasters. Characters cannot stop on a destroyed location and must have enough movement points to clear it entirely.



Skill Listings

The location card's text box lists the skills and other requirements a group of characters need to scavenge the location. 

If the location's skill listing is in the form of "Skill & Skill," both of the skills must be present in a group of characters for the group to scavenge the location. 

�For instance, the location, Island Restaurant, has a skill listing of "Cooking & Acrobatics." You will need a character with both the Cooking skill and Acrobatics skill to scavenge Island Restaurant. Alternatively, you can have 2 characters, one with the Cooking skill and the other with the Acrobatics skill, to scavenge Island Restaurant.

If the location's skill listing is in the form of "Skill or Skill," one of the listed skills must be present in a group of characters for the group to scavenge the location. 

For example, the location, Pioneer LDC-Mars, has a skill listing of "Music or Tech." At the very minimum, you will need a character with either the Music skill or the Tech skill to scavenge Pioneer LDC-Mars. 

If a location has a multiple "&" and "or" symbols in its skill listing, group the "&" skills first, and then group the "or" skills.

For example, suppose a location has a skill listing of "Streetwise & Celebrity or Music & Cooking." This should read as "(Streetwise & Celebrity) or (Music & Cooking)." Thus, at the very minimum, you will need a party with either of the two skill sets to scavenge this location. 



Locations with Skill Listings in the Form of "Skill N+"

A location card may have a skill listing in the form of "Skill N+." At least 1 character in the party must have the listed skill and at least 1 character in the party must have a damage ability of at least N to scavenge this type of location. 

For example, the location card, Genom Tower, has a skill requirement of "Strength 4+." The characters Ryoga Hibiki, who has the Strength skill, and Mr. Panda, who has a damage ability of 4, can scavenge Genom Tower together as a group. Ryoko, who has the Strength skill and a damage ability of 4, can scavenge Genom Tower alone.



Planetary Location

A planetary location card has a planetary symbol in the lower left corner of its picture window. A group of characters cannot stop on a planetary location unless at least 1 character in the party has a planetary symbol or a power card with a planetary symbol. A planetary location counts for the movement of characters. If a character does not have a planetary symbol, it must have enough movement points to clear a planetary location entirely to continue travelling. A planetary location also counts for the movement of disasters, but all disasters can stop on a planetary location.



Dimensional Location

A dimensional location card has a dimensional symbol in the lower left corner of its picture window. A group of characters cannot stop on a dimensional location unless at least 1 character in the party has a dimensional symbol or a power card with a dimensional symbol. A dimensional location counts for the movement of characters. If a character does not have a dimensional symbol, it must have enough movement points to clear a dimensional location entirely to continue travelling. A dimensional location also counts for the movement of disasters, but all disasters can stop on a dimensional location.



Locations with Defense

A location with defense will list a defense ability in its text box. A group of characters can scavenge the location without the required skills, if they can attack the location with a combined damage greater than the location card's defense. No combat cards are drawn for this situation.

�Locations with Damage

A location with damage will list a damage ability in its text box. If a group of characters stops on a location card with a damage ability and does not have the required skills to scavenge it, the location will attack all the characters in that group for damage equal to its damage ability. The location will attack once per turn. If characters are engaged in combat with a disaster or other characters at this location, the location will attack once per combat round. No combat cards are drawn in the battle between the characters and the location.



Locations Becoming Havens

Certain location cards can also become havens when certain conditions are met. These conditions often require players to have certain characters, equipment, and items. Haven requirements are explained on the location card's text box. In order to convert a location into a haven, all cards underneath the location must be cleared. Then, the required characters have to build the haven on the location, in the same manner as building a haven. Once a location becomes a haven, it is permanent and cannot be undone.

Once a location becomes a haven, opposing characters and disasters must count that haven for movement, but they cannot stop on it unless given permission by the haven's controller. 

When locations become havens, some of them state to "add damage abilities to characters on adjacent locations." This simply means that if characters are at a location adjacent to the haven, all characters belonging to the haven's controller gain +X to their damage abilities, where X is the damage ability of the haven. Any location which simply states, "add abilities to characters on adjacent locations," refers to the damage ability of the haven.

A sample location card is presented below.

[Tokyo Mega Dome card]

Name

Each location has a name. This location is called Tokyo Mega Dome.

Image

The image depicts what the location represents.

�Text Box

Skills required for scavenging the location are described here. Additional traits of the location are also noted in the text box. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the character and does not have any influence on play.



Major Disaster

A major disaster card is distinguished by an orange front and an insignia in the upper left corner of the card with a letter "D" and an exclamation point "!" A major disaster card can have damage, defense, movement, and charm abilities. 

A major disaster card that has damage and defense abilities is called a major combat disaster. A major disaster card that does not have damage and defense abilities is called a major non-combat disaster. 

Disaster card design

A sample major combat disaster card is presented below.

[Kagato card]

Name

Each disaster has a name. This disaster is called Kagato.

Image

The image depicts what the disaster represents.

Damage

The disaster's damage ability is represented by a fireball icon. The value next to the icon is the amount of damage that the disaster can inflict in one attack.

Defense

The disaster's defense ability is displayed as a shield with an infinity symbol for a coat of arms. The value next to the icon is the amount of damage a disaster can safely absorb before losing health. At the beginning of combat, a disaster starts with health equal to its basic defense, which is the defense ability printed directly on the disaster card. Bonuses that raise defense will not change the maximum health. Any character or disaster's attack must inflict damage greater than the recipient's defense in order for the recipient to lose health. 

Movement

The disaster's movement ability is denoted by a six arrows pointing outwards from a common origin. The value next to this icon is the number of locations the disaster can move during each player's maintenance phase. 

Charm 

The disaster's charm ability is distinguished by a pair of thick, red lips. The value next to this icon represents the disaster's charisma. The charm ability is used in charm battle and is important for determining combat initiative.

Text Box

Additional traits of the disaster are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the disaster and does not have any influence on play.



Major combat disasters can only carry one item card at a time. Whenever a major non-combat disaster, with or without movement, completes the condition described in its text box, it is discarded.

A major disaster is not affected by locations with damage abilities. Furthermore, a major disaster does not count havens or destroyed locations for movement. Lastly, a major disaster can travel through or stop on planetary or dimensional locations without the required designations.



Minor Disaster

A minor disaster card is distinguished by an orange frame and an insignia in the upper left corner of the card with a letter "D." A minor disaster card can have damage, defense, movement, and charm abilities. 

A minor disaster card that has damage and defense abilities is called a minor combat disaster. A minor disaster card that does not have damage and defense abilities is called a minor non-combat disaster. 

A sample minor non-combat disaster card is presented below.

[Old Woman card]





Name

Each disaster has a name. This disaster is called Old Woman.

Image

The image depicts what the disaster represents.

Text Box

Additional traits of the disaster are described here. The text box might also have flavor text, printed in italics. Flavor text simply provides background information about the disaster and does not have any influence on play.



Minor combat disasters can only carry one item card at a time. Whenever a minor non-combat disaster, with or without movement, completes the condition described in its text box, it is discarded.

A minor disaster is not affected by locations with damage abilities. Furthermore, a minor disaster does not count havens or destroyed locations for movement. Lastly, a minor disaster can travel through or stop on planetary or dimensional locations without the required designations.



Part II: How to Play

Game Setup

During a game, it is easy to amass several cards in play. Therefore, you will want to find a dry, flat surface with plenty of space to serve as a playing area. In addition, you will also need something to help you keep track of health totals, the number of times an equipment card is used, and other game-varying events. Tokens can be anything you want, such as spare change or a pencil and paper.

Each player begins the game with a deck consisting of power cards, character cards, location cards, item cards, haven cards, and disaster cards that will be used in the game. The deck can contain virtually any number of cards, but it must follow the following rules.



Deck Construction



Location Cards

The number of location cards you can play depends on the number of players participating in the game. 

Number of Players�Number of Locations Per Player��1�9��2�7��3 or 4�5��5 or more�4��You can only have 1 of any given location card. Choose and shuffle your location cards and set them aside face down.

�Combat Cards

You will need to construct a deck consisting solely of combat cards. There is no limit to the size of the combat pile, but you can only have a maximum of 3 of any particular combat card. Each time you need to draw a combat card, you draw a combat card. After the combat card's effect is used, place it in a separate discard pile for combat cards. Whenever the combat pile is exhausted, reshuffle the combat discard pile to make a new combat pile.

Shuffle your combat pile and set it aside face down.









�Item Cards

You will have 1 item card for every location card you are playing. You can only have a maximum of 3 of any specific item card. Shuffle your item cards and set them aside face down. These item cards will be placed underneath your locations cards.



Haven Cards

There is no limit to the number of havens you can play, but you can have no more than 1 of any given haven card. One of these haven cards will start off the game. If you have no haven cards at all, you can use a location card as a proxy. If you use a proxy, it follows all the rules of a haven card, except the proxy has no special traits.



Character Cards

There is no limit to the number of character cards you can play, but you can have no more than 1 of any particular character. The two forms of a transforming character count as a single character card. Four of these character cards will start off the game. You can have a maximum of 6 character cards on the field at any one time.



Power Cards

You can have any number of equipment, enhancement, global effect, and flash effect cards, but you are limited to 3 of any particular power card. Shuffle your power cards and set them aside, face down.



Disaster Cards

The number of disaster cards you must play is dependent on the number of location cards, power cards, character cards, and haven cards. Whatever the total number of disaster cards in your deck, you can have a maximum of 3 of any particular disaster card.

You will have 2 disaster cards for each location card you play.

Add up the number of power cards, character cards beyond the starting 4, and haven cards beyond the starting 1. Divide this sum by 2.

Add steps A and B.

Subtract 2 from the sum in step C for each player participating in the game. The final number is the number of disaster cards you need in your deck.

of the total number of disaster cards in step D must be combat disasters, rounded up. 1/3 of the total number of disaster cards in step D must be major disasters, rounded up. The two specifications can overlap each other.

Set aside the number of disaster cards in step A, face down. These disaster cards will be placed underneath your location cards as your starting disasters. The remaining disaster cards will be placed into your draw pile.



For example, if there are three players, then each player will be using five location cards. Now, suppose you will be using a total of 36 power cards, 4 character cards beyond the first four, and no havens beyond the first one. Therefore, you will need a total of 20 disaster cards. 10 of these 20 disaster cards must be combat disasters. 7 of these 20 disaster cards must be major disasters. 10 of these 20 disaster cards are set aside for your location cards, and the remaining 10 disaster cards will be placed into your draw pile.

Draw 7 power cards for your starting hand. Shuffle your non-starting character cards, non-starting haven cards, and non-starting disaster cards, and non-starting power cards to create your draw pile. 

�Field Layouts

Using your item cards, location cards, and starting disaster cards, you will construct a field where you can play your other cards. The type of field constructed depends on the number of players in the game. The following describes some generic layouts for one player (solitaire) and two or more players (multi-player).



Solitaire

Place the first location card, face up, on the field. Take the second location card and place it adjacent to the first location card, side-to-side or corner-to-corner. 

For example, suppose "1" represents the first location card and "2" represents a valid position for the second location card. Then, your possibilities look like this:

2 2 2

2 1 2

2 2 2

You will continue to place your subsequent location cards adjacent to a location card on the field until all of them have been placed. Then, place an item card, face down, underneath each location card. Place two disaster cards, face down, underneath each location card but above the item card.

Once the field is complete, place your starting haven card adjacent to one of your location cards on the field.

A character may move in any direction as long there is a location card adjacent to its current location, side-to-side or corner-to-corner. Disaster cards behave normally. Thus, disaster cards will ignore blank spaces in the layout and cannot make diagonal movements.



Multi-player: Variable Layout

Each player alternates in placing her location card adjacent to a location card on the field, side-to-side or corner-to-corner, as in the solitaire version, except all location cards' names face their owners. This is necessary to differentiate orientation. Then, each player alternates in placing her disaster and item cards on her own location cards. As an option, however, each player may place her disaster and item cards underneath another player's location cards.

A character may move in any direction as long there is a location card adjacent to its current location, side-to-side or corner-to-corner. Disaster cards still behave normally. Thus. disaster cards will ignore blank spaces in the layout and cannot make diagonal movements.



Phases of the Turn

Players alternate taking turns going through the phases that make up a player's turn. During a player's turn, that player can do any or all of the following: play a character, play a power card, play a disaster, charm with characters in play, and attack with characters in play.

As a player takes her turn, she's required to go through each of the phases described below even if she is not required to do anything during a given phase. Any player may play flash effects or traits on a card in play during any of these phases, except for reload.

The following outlines the turn structure.



Discard Phase

You may discard any number of cards from your hand to your discard pile. You may also discard any number of characters in your havens. If you discard character cards in this manner, all enhancements and equipment cards they have will be discarded.

�Reload Phase

You may do one or more of the following things in any sequence:

You draw one card at a time from your draw pile until you have 7 cards in your hand or you draw an implicit or explicit disaster card. If you draw an explicit disaster card and there are no valid targets on the field, you simply discard it. Then, you continue to draw cards until you draw a disaster that can affect the field or you have 7 cards in your hand. For example, if you draw Have a Nice Trip, an explicit disaster card that discards the nearest hardsuit or mecha, and no such targets exist on the field, you will discard this disaster card. If you draw a disaster card that can affect the field, your reload phase ends immediately, and you must proceed to the maintenance phase.

You may retrieve any number of bonked character cards and put them into your hand. Your bonked characters must have spent at least one of your full turns before you can retrieve them. Bonked characters who return to your hand are restored to full health. Each bonked character card that you return to your hand counts towards your 7-card hand limit. 

If you run out of cards in your draw pile, reshuffle your discard pile, including your defeated disaster cards, and start a new draw pile. Then, you resume drawing cards until you have seven cards in your hand or you draw a disaster that can affect the field.



Maintenance Phase

All disaster cards capable of movement will move a number of locations equal to their movement ability. Since disaster cards are also owned by players, each player will alternate in moving their disasters, beginning with the active player. Once all players have moved their disaster cards in the manner described below, the active player can then proceed to her next phase.

If you draw a disaster card during your draw phase, it enters the field at the top and rightmost location card of the field, according to your view. That disaster card will then move down the location card's "column." When it reaches the bottommost location card of the "column," it goes to the top location card of the next rightmost "column." It will then repeat the process. Each location that a disaster lands on requires 1 movement, except if it moved from a draw pile to the field. Unless its movement is interrupted by some card or effect, a disaster card will move in this behavior until it has made a full movement.

When a disaster reaches the bottom and leftmost location card of the field according to your view, it has completed a cycle. It will then move off the field, if it has any movement left, since 1 movement is required for it to move off the field. When a minor disaster card leaves the field, any item cards it is carrying are destroyed. The minor disaster is then discarded to its owner's discard pile. When a major disaster card leaves the field, any item cards it is carrying are destroyed. The major disaster then goes back to the top and rightmost location card according to your view to start its cycle again. Returning the major disaster to the field does not cost it any movement.

When there are multiple disaster cards to move, you move the disaster "closest" to completing its cycle first. Then, you move the next closest disaster. You repeat this until you have moved all your disaster cards.

Only combat disasters pick up item cards. After completing its first full movement, a combat disaster will take an item card from underneath its current location. If uninterrupted, it will attempt to complete its cycle with this item card.

Anywhere during its movement, if a combat disaster moves through a location that is occupied by a character who is carrying any item cards, the disaster will place any item cards it is currently carrying underneath the location and attack the character. If there is more than one character who are carrying items, the combat disaster will randomly attack one of these characters each combat round. 

If, after completing a full movement, a combat disaster is at a location occupied by a character who is carrying any item cards, the disaster will place any item cards it is currently carrying underneath the location and attack the character. If there is more than one character who are carrying items, the combat disaster will randomly attack one of these characters each combat round.

Any non-combat disasters with movement also travel in the behavior described above. Once the condition described in its text box is satisfied, a non-combat disaster is discarded.

Any implicit non-combat disasters without movement drawn from a player's draw pile will travel in the behavior described above until it finds a valid target. Once the target is affected, the implicit non-combat disaster is discarded.



Equip Phase

You may do one or more of the following things:

You may play one enhancement card on your characters. Unless otherwise stated, if you want to play an enhancement card on one of your characters, your character must be in one of your havens.

You may play one equipment card on your characters. You can only play an equipment card on one of your characters that are in your havens.

You may play one global effect card. 

You may put any number of character cards from your hand to one of your havens. There is no limit to the number of character cards you can have in your havens, but you can only have a maximum of 6 characters on the field at one time. If you need to switch characters when there are six of your characters already on the field, some of them must return to a haven before you can introduce new characters to the field.

You may play any number of haven cards. To play a haven card during your equip phase, three of your characters must be at the location card where you want to annex your haven card. You can annex a haven card to any location card. Each location card, however, can only have a maximum of one haven card annexed. Your three characters are considered incapacitated for two of your full turns while the haven is being annexed. If opposing characters and the disasters decide to attack your three characters while the haven is being annexed, your three characters can only receive damage until the haven is annexed. If the three characters perform an action for any reason, even to engage in combat, that turn does not count toward the completion of your haven.



Move Phase

Characters in your havens can enter the field by moving onto the location card annexed to the haven card. Entering a location from a haven costs each of your characters 1 movement.

Your character may move any number of locations cards up to and including its movement ability. If a party of characters is moving, the party can only move as fast as the character with the lowest movement ability, i.e. the slowest character.

Your character may enter one of your havens if it is annexed to the current location. Entering your haven will cost your character 1 movement. The same rule applies if another player gives you permission to enter her haven.

During your move phase, if your characters pass through or stop on a location where there is a combat disaster, the disaster will automatically attack your characters whether they are carrying item cards or not. If the characters are carrying item cards, the combat disaster will first randomly attack one of the characters who are carrying items. If the disaster has a charm ability, it will initiate a charm battle first to determine combat initiative. 

During your movement phase, if your characters pass through or stop on a location where there is a non-combat disaster, they are automatically affected by it.



Scavenge Phase

Your characters can attempt to scavenge the location they are presently on to obtain any non-disaster cards underneath it. To scavenge the location card, your characters need to pass a skills test, in which the skills of the characters are compared with the skills listed in the location's text box. If your characters have the skills listed on the location, they can attempt to scavenge the location.

�For example, suppose there is a party consisting of Mr. Panda, P-Chan, and Miz Mishtal. Mr. Panda and P-Chan have survival skills. Miz Mishtal has the water element skill. This party is currently at the location, Desert of Bleached White Bones. This location has a skill listing of "(Survival & Flying) or (Water Element)." While Mr. Panda and P-chan have survival skills, nobody in the party has the flying skill. Thus, the party cannot scavenge this location based on that skill listing. The other skill listing is the water element. Miz Mishtal does possess the water element skill, so the party passes the skill test and is permitted to scavenge this location.

Once a party passes the skill test of the location, the party is able to scavenge. To scavenge, the party's controller declares that the party is scavenging the desired location. All scavenging characters lose all their movement. To obtain the item card underneath the location card, all disaster cards underneath the location must be cleared. To clear the location of disasters, the party's controller reveals the first disaster card underneath the location. If a non-combat disaster is revealed, the party must satisfy the disaster's conditions or let the disaster take effect in order for the party to continue. If a combat disaster is revealed, your party must defeat it in combat to continue. The party repeats this process for each disaster card underneath the location until all of the disaster cards are cleared. Once all disaster cards underneath the location are cleared, the party will retrieve all non-disaster cards. One character must be assigned to carry every non-disaster that is retrieved. When one disaster card underneath the location is cleared, the party has the option of continuing to scavenge or stopping. If the party stops scavenging, it cannot scavenge the location again the current turn.



Combat

During any player's turn, you may declare that you are going to attack a combat disaster or another character. You can only attack with your characters and only against a disaster or another character at the same location as your attacking characters.

If two or more players wish to declare an attack, the active player gets priority first.



Your Characters Attacking a Disaster



A combat round consists of the following steps.



Declare Attack

You declare an attack.



Declare Retreat

No combat cards are drawn during this step. The disaster's controller chooses randomly which of the retreating characters the disaster retaliates against. The disaster then deals its current damage to that character. For the character who received damaged from the disaster, subtract that character's defense ability from the disaster's current damage ability. If the damage remaining is 1 or greater, that character loses health by that amount. The retreating characters do not get to deal their damage against the disaster. 

After damage is dealt, check the retreating characters' health values for bonked or killed conditions.

All retreating characters that survive must move one location in any legal direction.

Disasters do not retreat unless it is specifically stated in their text boxes. If a disaster does retreat, attacking characters do not deal damage against it.

If a retreat is declared, the combat ends when the retreat step ends.



Determine Attackers

You may declare a maximum of 3 characters to attack a minor combat disaster each combat round. You may declare a maximum of 4 characters to attack a major combat disaster. You can only attack one disaster at a time.

For the disaster being attacked, check to see if the disaster has a charm ability. If so, the disaster will declare a charm battle against each attacking character before combat begins. Charm battle does not count as part of combat.



Determine Retaliators

For the disaster being attacked, that disaster's controller will randomly choose which of your attacking characters the disaster will retaliate against.



Draw Combat Cards

You draw 1 combat card from your combat pile. Play that combat card's combat modifier on the disaster card. You then draw 1 combat card from your combat pile and play that combat card's combat modifier on any of your characters subject to retaliation.



Damage Dealing

Add all your attacking characters' current damage abilities. Subtract the disaster's defense ability from the total damage. If the damage remaining is 1 or greater, the disaster loses health by that amount.

For the character who was retaliated by the disaster, subtract that character's defense ability from the disaster's current damage ability. If the damage remaining is 1 or greater, that character loses health by that amount.

Damage dealing between attacking characters and the retaliating disaster is simultaneous.



Check Health

If a character has 0 health, that character is bonked. The bonked character must be removed from play for 1 complete turn of character's owner. Nobody can attack a bonked character while it is out of play. After the bonked character has been out of play for that amount of time, its owner may place it back in her hand during her reload phase. Once back in the owner's hand, the character is completely healed.

If a character receives damage from one attack that is 3 times that character's health at the beginning of combat and that attack causes that character to be at 0 or less health, that character is killed. A killed character is discarded.

If the retaliating disaster's health is reduced to 0 or less, it is considered defeated. Discard the defeated disaster.



Energy Gain

All attacking characters who expended energy this combat round gain 1 energy.



Check for End of Combat

The combat ends if all attacking characters this combat round are bonked or killed. The combat also ends if the retaliating disaster is defeated.

If neither of the two conditions are satisfied, you may either start another combat round or declare a retreat. If you declare a retreat, all your attacking characters must retreat. Go to the Declare Retreat step.



End of Combat and Revitalization

At the end of combat or a retreat, all characters and disasters in play are completely healed. All characters in play regain full energy.



Your Characters Attacking Another Player's Character



You may wish to declare more than one attack against different characters at one time. If you do, treat each combat separately.

A combat round consists of the following steps.



Declare Attack

You declare an attack.



Declare Retreat

The controller of the characters being attacked can declare a retreat.

No combat cards are drawn during this step. Each non-retreating characters deal its current damage individually to each retreating character. For each retreating character who received damage, subtract that character's defense ability from each non-retreating character's current damage ability. If the damage remaining is 1 or greater, that retreating character loses health by that amount. The retreating characters do not get to deal their damage against the non-retreating characters. 

After damage is dealt, check the retreating characters' health values for bonked or killed conditions.

All retreating characters that survive must move one location in any legal direction.

If a retreat is declared, the combat ends when the retreat step ends.



Declare Attackers & Protectors

You may declare a maximum of 3 characters to attack another character each combat round. You can only attack one character at a time. This is the latest time that charm battle may be declared by any player.

Any other non-attacking characters you have at the combat location can be declared as protectors.

Any character protecting the target character cannot deal damage this round of combat. In addition, all protecting characters lose half the amount of health that the character they are protecting loses in addition to any loss of health they have from any attacks on themselves. The minimum loss of health of protecting characters is 1. For the character being protected, that character's controller adds the current defense abilities of the protecting characters she declared to get the sum, N. The character being protected gains +N defense.



Declare Retaliators & Protectors

For the character being attacked, that character's controller chooses whether any of her non-attacked characters at that combat location will retaliate against the attacking characters or protect the character being attacked. She can declare a maximum of 3 of her characters to retaliate against any 1 of your attacking characters. In addition, one of the characters who is retaliating must be the character being attacked.

Any character protecting the character being attacked cannot deal damage this round of combat. In addition, all protecting characters lose half the amount of health that the character they are protecting loses in addition to any loss of health they have from any attacks on themselves. The minimum loss of health of protecting characters is 1. For the character being attacked, that character's controller adds the current defense abilities of the protecting characters she declared to get the sum, N. The character being protected gains +N defense. 



Draw Combat Cards

You draw 1 combat card from your combat pile. Play that combat card's combat modifier on any one of your attacking or protecting characters. For the character being attacked, that character's controller also draws 1 combat card from her combat pile and plays that combat card's combat modifier on any one of her retaliating or protecting characters.



Damage Dealing

For the characters chosen to attack the target character, add all your attacking characters' current damage abilities. Subtract the target character's defense ability from the your attacking characters' total damage. If the damage remaining is 1 or greater, the target character loses health by that amount.

For the characters chosen to retaliate against the attacking character, add all the retaliating characters' current damage abilities. Subtract the target attacking character's defense ability from the retaliating characters' total damage. If the damage remaining is 1 or greater, the target attacking character loses health by that amount.

Damage dealing between attacking and retaliating characters is simultaneous.

�Check Health

If a character has 0 health, that character is bonked. The bonked character must be removed from play for 1 complete turn of character's owner. Nobody can attack a bonked character while it is out of play. After the bonked character has been out of play for that amount of time, its owner may place it back in her hand during her reload phase. Once back in the owner's hand, the character is completely healed.

If a character receives damage from one attack that is 3 times that character's health at the beginning of combat and that attack causes that character to be at 0 or less health, that character is killed. A killed character is discarded.



Energy Gain

All characters who expended energy this combat round gain 1 energy.



Check for End of Combat

The combat ends if all attacking characters this combat round are bonked or killed. The combat also ends if all retaliating characters this combat round are bonked or killed.

If neither of the two conditions are satisfied, you or any other player may either start another combat round or declare a retreat. If another combat round is commenced, the other player will be declaring the attack. You will be the player declaring retaliation and protection. You and the other player alternate roles for each subsequent combat round.

If any player declares a retreat, all that player's characters this combat round must retreat. Go to the Declare Retreat step.



End of Combat and Revitalization

At the end of combat or a retreat, all characters in play are completely healed. All characters in play regain full energy.



A Disaster Attacking Your Character

During any player's maintenance phase, a disaster will automatically declare an attack against any character it comes across who is carrying an item. In addition, if the disaster completes a full movement and is at a location where there are any characters, the disaster will also automatically declare an attack against a character. A disaster can only attack characters at the same location as itself. If multiple disasters show up at the same location, they each attack separately in the order of their arrival.

A combat round consists of the following steps.



Declare Attack

The disaster is declared to attack.



Declare Retreat

You may immediately declare a retreat to run away from the disaster.

No combat cards are drawn during this step. The disaster's controller chooses randomly which of the retreating characters the disaster attacks. The disaster then deals its current damage to that character. For the character who received damaged from the disaster, subtract that character's defense ability from the disaster's current damage ability. If the damage remaining is 1 or greater, that character loses health by that amount. The retreating characters do not get to deal their damage against the disaster. 

After damage is dealt, check the retreating characters' health values for bonked or killed conditions.

All retreating characters that survive must move one location in any legal direction.

Disasters do not retreat unless it is specifically stated in their text boxes. If a disaster does retreat, characters do not deal damage against it.

The combat ends when the retreat step ends.



Determine Attackers

The disaster's controller will randomly choose a character to attack. Priority of a disaster's attack will be against characters who are carrying item cards. If no such characters are available, then priority of a disaster's attack will be against characters who are not carrying item cards.

For the attacking disaster, check to see if the attacking disaster has a charm ability. If so, the disaster will automatically declare a charm battle against each character at its location before combat begins. After this charm battle, if you have any non-charmed characters remaining at disaster's location, you may declare a charm battle against the attacking disaster. Each non-charmed character can engage in charm battle against the attacking disaster. Charm battle does not count as part of combat.



Determine Retaliators

You may declare a maximum of 3 of your characters to retaliate against a minor attacking disaster or a maximum of 4 of characters to retaliate against a major attacking disaster. Such declared characters must be at the same location as the character being attacked. In addition, one of the characters who is retaliating must be the character being attacked.



Draw Combat Cards

You draw 1 combat card from your combat pile. Play that combat card's combat modifier on any of your retaliating characters. You then draw 1 combat card from your combat pile and play that combat card's combat modifier on the attacking disaster.



Damage Dealing

Add all your retaliating characters' current damage abilities. Subtract the attacking disaster's defense ability from the total damage. If the damage remaining is 1 or greater, the attacking disaster loses health by that amount.

For the character who was attacked by the disaster, subtract that character's defense ability from the disaster's current damage ability. If the damage remaining is 1 or greater, that character loses health by that amount.

Damage dealing between the attacking disaster and retaliating characters is simultaneous.



Check Health

If a character has 0 health, that character is bonked. The bonked character must be removed from play for 1 complete turn of character's owner. Nobody can attack a bonked character while it is out of play. After the bonked character has been out of play for that amount of time, its owner may place it back in her hand during her reload phase. Once back in the owner's hand, the character is completely healed.

If a character receives damage from one attack that is 3 times that character's health at the beginning of combat and that attack causes that character to be at 0 or less health, that character is killed. A killed character is discarded.

If the attacking disaster's health is reduced to 0 or less, it is considered defeated. Discard the defeated disaster.



Energy Gain

All retaliating characters who expended energy this combat round gain 1 energy.



Check for End of Combat

The combat ends if all retaliating characters this combat round are bonked or killed. The combat also ends if the attacking disaster is defeated.

If neither of the two conditions are satisfied, you may either start another combat round or declare a retreat. If you declare a retreat, all your retaliating characters must retreat. Go to the Declare Retreat step.



End of Combat and Revitalization

At the end of combat or a retreat, all characters and disasters in play are completely healed. All characters in play regain full energy.



Combat Using Vehicles

Combat using vehicles will follow the normal rules of combat except for the following rules.

Characters aboard vehicles cannot be a part of combat against opposing characters and disasters. A character is considered aboard a vehicle if the character is using the vehicle to move or as a place to store item cards, to equip equipment cards, and to equip enhancement cards. If the characters aboard the vehicle wish to participate in combat, they must disembark from the vehicle.

If the vehicle only has a movement ability, opposing characters and disasters can directly attack or charm the characters aboard the vehicle as if the vehicle was not there. Characters aboard the vehicle will not be able to deal damage, although combat cards will be drawn in the normal manner. If the characters aboard the vehicle wish to deal damage in combat, they must disembark from the vehicle.

If the vehicle has damage, defense, and movement abilities, characters aboard the vehicle can use the vehicle itself to fight using the standard rules of combat, except that charm battle does not apply to vehicles. A vehicle in combat will receive combat cards in the normal manner. After the first round of combat, characters aboard the vehicle can disembark to fight the opposition, but the vehicle is removed from the current combat completely. 

If a vehicle is discarded or destroyed in combat or by another card or effect, that vehicle is discarded. All character, item, and equipment cards aboard this vehicle immediately disembark. The character, item, and equipment cards that were aboard the vehicle are unaffected.

If a vehicle is in combat with an opposing character or disaster, no other character in the vehicle's party may attack that opposing character or disaster until the vehicle is removed from combat. The opposing character or disaster, however, can attack any character in the vehicle's party, except those aboard the vehicle.

A vehicle has no health. If the vehicle takes cumulative damage equal to its defense ability, it is discarded. All damage the vehicle receives from combat is considered permanent for the duration of the game and thus does not "heal" after a combat. The vehicle must be repaired with cards or traits that fix damaged equipment or vehicle cards.



Charm Battle

During any player's turn, you may declare that one of your characters is attempting to charm a disaster with a charm ability or another character. Only one of your characters can attempt to charm any one character or disaster at a time. 

Your characters cannot combine charm abilities as is done with damage abilities. In addition, you can only declare one charm battle for each of your characters in any given turn. Furthermore, your charming character can only attempt to charm a disaster or another character at the same location as itself. Lastly, your charming character also cannot attempt to charm any particular character 2 consecutive turns.

If two or more players wish to declare a charm battle, the active player gets priority first. If the active player relinquishes that priority, any other player may declare charm battle.

A charm battle is not part of any combat, but the latest time any player can declare it is in the Declare Attack step of combat. If no charm battle is declared during the Declare Attack step, then charm battle cannot be declared for the duration of the combat. A charm battle lasts one round and only involves two participants. If more than one charm battle is declared, resolve each charm battle in the order they are declared.

�Your Character Charming a Disaster

A charm round consists of the following steps.



Declare Charm

This is the first step of the charm round. You declare 1 of your characters as the charmer. Then, you chose the target disaster to attempt the charm.



Draw Combat Cards

You draw 1 combat card from your combat pile. Play that combat card's charm modifier on the disaster being charmed. You then draw 1 combat card from your draw pile and play that combat card's charm modifier on your charmer.



Check Charm

If your charming character's charm ability is higher than the disaster's charm ability, your charmer has won the charm battle.

If your charming character's charm ability is lower than the disaster's charm ability, your charmer has lost the charm battle.



End of Charm Battle

If your charmer lost the charm battle, the charmer cannot attack the disaster it tried to charm until that disaster attacks the charmer.

If your charmer won the charm battle against a minor disaster, you may make one legal action for the disaster immediately. Any legal actions cannot last beyond the current turn. Examples of legal actions include, but are not limited to, the following:

The disaster gives one item card to the charmer.

The disaster gains 1 full movement, and you move it in any legal direction, using some or all of its movement. Any movement the disaster had remaining before charm battle is lost.

The disaster cannot deal damage for 1 round of combat.

You can make the disaster declare an attack against another character or disaster.

You can incapacitate the disaster for the current turn.

If your charmer won the charm battle against a major disaster, that disaster will ignore the charmer until the charmer attacks it. 



Special Case of a Character Charming a Disaster

If you decide to declare a charm attempt against a disaster for each of your characters at its location, and they all lose their charm battles, then the disaster will take the item card underneath its location, if available, and leave that location on the next maintenance phase. The disaster will ignore the characters if they do not attack it.



Your Character Charming Another Character

A charm round consists of the following steps.



Declare Charm

This is the first step of the charm round. You declare 1 of your characters as the charmer. Then, you chose the target character to attempt the charm.



Draw Combat Cards

You draw 1 combat card from your combat pile. Play that combat card's charm modifier on your charmer. The controller of the character being charmed draws 1 combat card from her combat pile and plays that combat card's charm modifier on her character being charmed.

Check Charm

If your charming character's charm ability is higher than the target character's charm ability, your charmer has won the charm battle.

If your charming character's charm ability is lower than the target character's charm ability, your charmer has lost the charm battle.



Declare Breaking Charm

This is a substep of Check Charm. If your charmer wins the charm battle, the charmed character's controller may declare an attempt to break the charm. The charmed character's controller may do this in one of two ways.

She may use another one of her non-charmed characters, called a breaker, to wage a charm battle against her charmed character. The breaker must win the charm battle by a difference equal to or greater than twice the difference that the charmed character lost by from the original charm battle. For example, Washu loses a charm battle against Dailey Wong by 2 charm. Amanda, Washu's controller, decides to use her Dr. Tofu to break the charm on Washu. Amanda declares that Dr. Tofu will initiate a charm battle against Washu. Dr. Tofu must win this charm battle by 4 or more to break the charm on Washu. 

She may use another one of her non-charmed characters, called a breaker, to wage a charm battle against the charmer. The breaker must simply win the charm battle to break the charm on the original charmed character. For example, Washu loses a charm battle against Dailey Wong by 2 charm. Amanda, Washu's controller, decides to use her Dr. Tofu to break the charm on Washu. Amanda declares that Dr. Tofu will initiate a charm battle against Dailey Wong. Dr. Tofu must win this charm battle to break the charm on Washu.

If a charm is successfully broken, the charmed character returns to normal as if nothing happened. Charm battle immediately ends.

If a charm is not broken, the charmed character is subject to the commands of the charmer's controller. Proceed to the Aftereffects step.



Aftereffects

If your charmer lost the charm battle by a difference less than its base charm ability, nothing happens.

If your charmer lost the charm battle by a difference equal to or greater than its base charm ability, the controller of the charmer's intended target may make one legal action for the charmer. Examples of legal actions include, but are not limited to, the following:

The charmed character gives one item card to the charmer.

You move the charmed character during its move phase.

The charmed character cannot deal damage for 1 round of combat.

You can make the charmed character declare an attack against another character or disaster.

You can incapacitate the charmed character for the current turn.

If your charmer won the charm battle against the target character, all characters in the charmed character's party cannot attack the charmer during the next turn. In addition, you may make one legal action for the charmed character immediately. Any legal actions cannot last beyond the current turn. Examples of legal actions include, but are not limited to, the following:

The charmed character gives one item card to the charmer.

You move the charmed character during its move phase.

The charmed character cannot deal damage for 1 round of combat.

You can make the charmed character declare an attack against another character or disaster.

You can incapacitate the charmed character for the current turn.



End of Charm Battle

The end of the charm battle.



Part III: Advanced Concepts

Hidden Information on Cards



Equipment Cards

When any player plays an equipment card, that card is placed underneath the character who is going to carry it. That carrier's controller does not have to reveal the equipment card being played to any other player. 

If a player needs to use her equipment card's traits, that player must reveal the equipment card to all other players. Revealing the equipment card to use its traits happens at the speed of a flash effect. Once the equipment card has been used for its trait, that carrier's controller may conceal the card underneath the character. 

The carrier's controller may look at her own equipment cards in play at any time.



Item Cards

When any player obtains an item card from underneath a location, a disaster, or character, that card is placed underneath the character who is going to carrying it. That carrier's controller does not have to reveal the equipment card being played to any other player. 

If a player needs to use her item card's traits, that player must reveal the item card to all other players. Revealing the item card to use its traits happens at the speed of a flash effect. Once the item card has been used for its trait, that carrier's controller may conceal the card underneath the character. 

The carrier's controller may look at her own item cards in play at any time.



Enhancement Cards

When any player plays an enhancement card, that card must always remain visible to all players.



Advanced Character and Disaster Traits



Ally Disaster

This is a trait of a combat disaster. An ally disaster card states that it will ally itself with another disaster, called a primary disaster. When the ally disaster is at the same location as its corresponding primary disaster, the primary disaster gains the bonuses indicated on the ally disaster. In addition, the ally disaster will move stay with the primary disaster for the remainder of the game until the primary disaster is no longer in play. If the primary disaster is removed from play, the ally disaster will return to its normal behavior.

While allied with a primary disaster, an ally disaster cannot attack any opposing characters in combat. In addition, characters must defeat the primary disaster before attacking the ally disaster. If the primary and ally disaster both have charm, then charm battle will involve the higher of the two disasters' charms. If the ally disaster is charmed by a character, the primary disaster does not gain the ally bonuses against that particular character.

For example, Kodachi Kuno is an ally disaster. Suppose it allies itself with Kiriya, The Phantom Assassin. Kodachi Kuno will give Kiriya +2 damage and +2 defense during combat against a party of characters.



"Attack affects all characters at location" or (Frenzy)

This term applies to combat disaster cards. When this type of disaster attacks opposing characters, it will inflict damage on every character opposing it. Characters who are not fighting the disaster are not affected.



Horde

If a disaster card has a << Horde >> category, every other disaster of similar category in play gains +1 damage and +1 defense. 

For example, if a Bugrom Horde and a Bugrom Type 1 are in play, then the Bugrom Type 1 gains +1 damage and +1 defense. If two Bugrom Hordes are in play, each gains +1 damage and +1 defense. If two Bugrom Hordes and one Bugrom Type 1 are in play, each Bugrom Horde gains +1 damage and +1 defense. The Bugrom Type 1, however, gains +2 damage and +2 defense.



Magnet Disaster

This term applies to disaster cards. It is any disaster that moves a card type immediately. All cards of that type with a movement ability must move immediately to the location where the disaster is at, regardless of distance. Cards that are off the field are not affected by magnet disasters. All affected cards, however, are considered to have completed their full movements. 

For example, the "Everyone’s After Me" disaster card states that "all disasters in play immediately move to this location." This means that you would pick up all disaster cards that are face up on the field and capable of moving and place them at the location where this disaster is active, regardless of the disasters' movement abilities or how far away the disaster cards are.



"Moves N" Disaster

If a player draws this type of disaster from her draw pile, it will enter play and complete N full movements during that player's maintenance phase. After it has made N full movements, this disaster remains at the destination for the rest of the game, unless it is removed by some card or effect. If this disaster is revealed from a location, however, it does not move.



Steal

Some disaster cards state that they can steal cards from characters, and some power cards will let your characters steal cards from disasters or other characters. A character or disaster can only steal a card from another disaster or character at the same location. If the stealer steals a card, it immediately receives 1 full movement before anyone can pursue or attack the stealer. Any excess movement the stealer had before the theft is lost.

For example, the disaster, Najato (Phantom Prince), steals an item according to its text box. It has a movement ability of 3, and is two location cards away from your character. During its next maintenance phase, Najato will move through or land on your character's current position. If your character has one or more item cards, Najato will steal 1 item card from your character at random and immediately receives 1 full movement. It will move three more locations. Your character may pursue Najato during your move phase and try to take the item card back. If Najato already has an item card when it steals from a character, Najato will drop the item card it is carrying underneath its current location and then steals a new item card from the character. If Najato is removed during a scavenging attempt, Najato will steal an item from a scavenging character and will move 3 location cards. You may continue scavenging, but your characters will be unable to pursue Najato, because they will have no movement from scavenging the location.

A character may steal an item card from another character in the same manner. The stealer takes the item card and receives 1 full movement before any other character can attack it. Any excess movement the stealer had before the theft is lost.

For instance, during your move phase, you move Dr. Tofu through Washu's Lab. At that location is Rokkon, who is carrying some items. You play the flash effect card, Sticky Fingers, on Dr. Tofu. Sticky Fingers gives target character the capability to steal 1 item at random. Thus, Dr. Tofu randomly steals an item from Rokkon and completes 1 full movement before he can be pursued or attacked.

If, after your character steals an item and during your 1 immediate full movement, your character moves onto a location where there is a combat disaster, the disaster will try to take the item from your character in the normal fashion.

Some characters may have the ability to steal items from disasters. If a stealing character is already carrying an item beforehand, it will not receive 1 full movement after the steal, because the disaster will automatically attack the character to try to get the item the stealing character was carrying beforehand.

Timing

The concept of timing has two intentions. First, timing dictates when cards can be played, and they arbitrate situations when many players want to do something at the same time or each player wants to see what another player does first.

When more than one player wants to do something, one of the players is given priority to do so. Typically, this will be the active player, with some noted exceptions described in the rules or card text. The player with priority continues to play cards or traits as long as she desires. When she is completed, she yields priority to the next player in the turn order, who then plays as many cards and traits as he desires. Once that player yields priority, the opportunity to play cards has ended. Once that player relinquishes priority, the players before him cannot reclaim priority, because that player has relinquished it.

The same rules apply when multiple players are required to do something. If a player is both required and permitted to do something simultaneously, she can interchange doing required actions and playing cards and traits she desires. A player can ignore instructions that cannot be followed, such as to play an effect or card when there is nothing on the field to serve as a target, but she cannot otherwise relinquish priority if she is required to do something.



Sequences and Stacks of Playing Cards, Effects, and Traits

There are two ways to play cards, effects, and traits. The first way is to play them in sequence, in which each card, effect, or trait resolves as soon as it is played. During a sequence, one player plays all his cards, effects, and traits, followed by the next player in the turn order. The active player always has priority unless otherwise noted.

The second way is in which playing effects, traits, and cards are played in stacks, which occur in a standby state, in which all players have the opportunity to play cards, effects, and traits of a certain type. A typical example of a standby state is when all players have the opportunity to play a flash effect. Each standby state begins with one player having priority in playing valid cards, effects, or traits. Unless otherwise noted, this is always the active player. That player can either play a card, effect, or trait and start a stack or relinquish priority to other players. Any other player can either begin another stack or also relinquish priority. If all players relinquish priority to begin a stack, that opportunity to play cards, effects, and traits has ended.

If any player begins a stack, any other player have the opportunity to respond to the card that started the stack. If any player responds, all players can respond to the second card, effect, or trait, and so on. Whoever had priority to begin the stack always has priority to respond this way. Once all players yield priority in responding, the stack is complete and begins to resolve itself in last-in, first-out order. At this point, no player can add another card, effect, or ability to the stack. Once the stack has finished resolving, the game is back to the standby state.

For example, Dan plays Wrath of the Eye of God on Melinda's Ryo-Ohki (Ship) on the field, which would destroy it. Dan does not want to respond to his own Wrath of the Eye of God, so Melinda responds by playing the trait on her haven, The Reversed World, on her Ryo-Ohki (Ship). This trait would bring Ryo-Ohki (Ship) back to The Reversed World. Neither player wants to respond to this trait, so the stack is finished and begins resolving. First, The Reversed World's trait resolves and returns Ryo-Ohki (Ship) to that haven. Then, the Wrath of the Eye of God resolves, but it fails and does nothing, because Ryo-Ohki (Ship) is now in a haven, and Wrath of the Eye of God cannot do anything to havens or cards in havens.

A player cannot relinquish priority during a stack or decline to begin a stack if there are any cards, effects, or traits she is required to play. If she cannot legally play such a card, effect, or trait, it is ignored. Removing the card, effect, or trait also removes the requirement to play it.

�Phase Structure

Each turn has six phases: Discard, Reload, Maintenance, Equip, Move, and Scavenge. Each phase serves a purpose, so they are never skipped, because a player expects nothing to happen.

Flash effects may be played during each phase, except reload. Every phase goes through the same steps, with the following:

Traits that apply at the beginning of the phase are played in a sequence.

The main portion of the phase. The phase begins in the standby state, in which any player, with the active player having priority, has the opportunity to play flash effects or traits. If all players relinquish the opportunity to play flash effects, move on to the next step.

Traits that apply at the end of the phase are played as a sequence.



Zones of Play and "Counts as..."



Zones of Play

In Ani-Mayhem, each player's card are separated into various zones, such as your hand, discard pile, draw pile, and cards you have in play. Other players know how many cards are in your hand but not what they are. Everyone knows the number of cards in your draw pile but not what they are. Everyone knows what cards you put into play at the time they are played, but they cannot examine cards concealed under other cards. Anyone can examine cards you have in your discard pile. Cards removed from the game are unavailable until the game ends but may be examined by anyone.

If a card leaves one zone for another, it has no memory where it used to be. For example, cards in your discard pile do not know whether they came from your hand, from play, or from somewhere else. In addition, if a card leaves play for any other zone, it loses all memory of what happened to it in play, and any effects expecting it to be in play lose track of it. Any changes made to the card are lost.



"Counts As..."

Some card state in their text box that they count as a certain category type or other characteristic. These cards have the appropriate characteristic in addition, to any other related characteristics they may have-even when they are not in play. If a card counts as having a stated characteristic instead of the normal ones, it says so in the card's text box.



Sample Combat Scenarios



Scavenging & Combat With One Disaster

In a solitaire game, Tom is playing with a party consisting of the following characters:



Little Washu

Gender�Female��Damage�2/3��Defense�4/3��Movement�2/3��Charm�2/4��Energy�6/5��Skills�Computer, Genius x 2, Mech, Tech, Teacher, Medical��Category�Dimensional��Traits�All other characters in Washu's party gain +1 health.��Transformation?�Yes��

�Nene Romanova

Gender�Female��Damage�1��Defense�2��Movement�2��Charm�3��Energy�0��Skills�Computer x2, Police, Communications��Category�Knight Saber��Traits�Nene Romanova gains +1 damage and + 1 defense when in combat against any combat disaster or character that counts as a computer.��Transformation?�No��

P-Chan

Gender�Male��Damage�1/3��Defense�2/4��Movement�2/3��Charm�4/2��Energy�0/3��Skills�Survival, Blind Luck��Category�None��Traits�P-Chan moves in a random direction every 3rd movement. P-Chan gains +2 charm in charm battle against all females.��Transformation?�Yes��

Ryo-Ohki (Cabbit)

Gender�Female��Damage�1/6��Defense�2/7��Movement�1/1��Charm�5/1��Energy�0/0��Skills�Computer, Phase, Flying��Category�None��Traits�None��Transformation?�Yes��

P-Chan is enhanced by Clean Livin':



Clean Livin'

Activation Cost�N/A��Category�None��Traits�You may only play 1 Clean Livin' per character. Enhanced character permanently gains +1 damage and +1 defense and permanently loses -2 charm. If enhanced character is Mr. Masamichi Fujisawa, Mr. Masamichi Fujisawa permanently gains +2 damage and +2 defense and permenently loses -2 charm.��

�Nene Romanova is carrying a Control Cube:



Control Cube

Damage�N/A��Defense�N/A��Movement�N/A��Category�Dimensional��Traits�You may play Control Cube on a character you control as a flash effect. Character carrying Control Cube may stop at and scavenge any dimensional locations. A character cannot carry 4 or more Control Cubes.��

The party is at Hot Springs House:



Hot Springs House

Damage�N/A��Defense�N/A��Skill Listing�3 females or Peeping��Category�Hot Tub��Traits�None��

The party can fulfill the skills listing on this location. Tom decides to declare a scavenge attempt. All characters in the party immediately lose their movement for this turn.

Tom reveals the first disaster underneath the location, and it is a Bugrom, Type 1:



Bugrom, Type 1

Gender�N/A��Damage�3��Defense�3��Movement�3��Charm�N/A��Energy�N/A��Skills�N/A��Category�Bugrom��Traits�None��Transformation?�No��

Since the disaster is encountered during scavenging, the disaster will attack. 



Combat Round 1:



Declare Attack

Bugrom, Type 1 is declared to attack.



Declare Retreat

Tom can declare a retreat if he thinks the disaster is too powerful. Tom, however, chooses not to declare a retreat and prepares for combat.

�

Card�Damage�Defense�Health��Nene Romanova�1�2�2 + 1 = 3��P-Chan�1 + 1 = 2�2 + 1 = 3�2 + 1 = 3��Little Washu�2�4�4��Bugrom, Type 1�3�3�3��

Declare Attackers

Since none of the characters are carrying item cards, the disaster will randomly attack one of the characters in the party. Since Bugrom, Type 1 has no charm ability, the disaster will not initiate charm battle. Since Tom is in a solitaire game, Tom is the disaster's controller, so he uses a die to determine randomly which character is being attacked. After the die roll, Bugrom, Type 1 is attacking Nene Romanova.



Declare Retaliators

You may declare a maximum of 3 of your characters to retaliate against a minor attacking disaster. Tom chooses Nene Romanova, Little Washu, and P-Chan to retaliate. Ryo-Ohki (Cabbit) is not declared for retaliating.



Draw Combat Cards

Tom draws 1 combat card from his combat pile. Nene receives Smash:



Smash

Combat Modifier: Recipient's damage is doubled



He plays that combat card's combat modifier on Nene Romanova. Nene Romanova now has 2 damage. He then draws 1 combat card from his combat pile. Bugrom, Type 1 receives Parry:



Parry

Combat Modifier: Recipient gains +2 defense



Tom plays that combat card's combat modifier on Bugrom, Type 1. Bugrom, Type 1 now has 5 defense.



Damage Dealing

The party and Bugrom, Type 1 simultaneously deal damage. Bugrom, Type 1 deals 3 damage to Nene Romanova. Nene Romanova's defense is 2, so she loses 1 health. The party collectively deals 6 damage to Bugrom, Type 1 (P-Chan deals 2 damage, Little Washu deals 2 damage, and Nene Romanova deals 2 damage from her Smash). With Parry's bonus, Bugrom, Type 1's has 5 defense, and it loses 1 health.



Check Health

No character has been bonked or killed. The disaster has not been defeated. 



Energy Gain

No retaliating character used energy, so nothing happens.



Check for End of Combat

Neither side is wiped out yet. Tom does not want to retreat and continues the combat.

�Combat Round 2:



Declare Attack

Bugrom, Type 1 is declared to attack.



Declare Retreat

Tom, having gotten this far in combat, decides not to declare a retreat.



Declare Attackers

After Tom rolls the die, Bugrom, Type 1 is again attacking Nene Romanova.



Declare Retaliators

Tom still has Nene Romanova, Little Washu, and P-Chan to retaliate. 



Draw Combat Cards

Tom draws 1 combat card from his combat pile. Nene receives Dodge:



Dodge

Combat Modifier: Recipient gains +1 defense



He plays that combat card's combat modifier on Nene Romanova. Nene Romanova now has 2 defense. He then draws 1 combat card from his combat pile. Bugrom, Type 1 receives Club:



Club

Combat Modifier: Recipient gains +2 damage



Tom plays that combat card's combat modifier on Bugrom, Type 1. Bugrom, Type 1 now has 5 damage.



Damage Dealing

The party and Bugrom, Type 1 simultaneously deal damage. Bugrom, Type 1 deals 5 damage to Nene Romanova. Nene Romanova's defense is 2, so she loses 3 health. The party collectively deals 5 damage to Bugrom, Type 1 (P-Chan deals 2 damage, Little Washu deals 2 damage, and Nene Romanova deals 1 damage). Bugrom, Type 1's has 3 defense, and it loses 2 health.



Check Health

Nene Romanova has 0 health. She is bonked and set aside for one complete turn. The Control Cube is dropped above the location to be picked up after combat. Bugrom, Type 1 has 0 health. It is defeated and discarded to the discard pile.



Energy Gain

No retaliating character used energy, so nothing happens.



Check for End of Combat

The disaster is defeated. This combat ends.



End of Combat and Revitalization

At the end of combat, all characters in the party are completely healed. All characters in the party regain full energy.

�Tom can now decide to continue scavenging or stop. If Tom decides to stop scavenging, that party is finished for the turn. With Nene Romanova bonked, Tom will need another female to scavenge the location in subsequent turns. If Tom decides to continue scavenging this turn, he can continue to do so, since he started the scavenging with a party that had the required skills.



Combat Between Characters

In a two-player game, we have Amanda versus Ben. Amanda is playing with the following characters:



Detective Mihoshi

Gender�Female��Damage�2��Defense�3��Movement�2��Charm�3��Energy�0��Skills�Investigation, Police, Blind Luck��Category�None��Traits�None��Transformation?�No��

Amanda knows that Detective Mihoshi is carrying the equipment, Dimensional Hammer:



Dimensional Hammer

Category�None��Traits�You may play Dimensional Hammer as a flash effect. Dimensional Hammer cannot be stolen or destroyed.

Usage Limit: 3

Declare 1 use to have character carrying Dimensional Hammer gain +2 damage for one combat round.��

Ben does not know that Detective Mihoshi is carrying this equipment.



Mousse

Gender�Male��Damage�3/1��Defense�3/2��Movement�2/2��Charm�2/2��Energy�2/1��Skills�Martial Arts, Marksman, Acrobatics��Category�None��Traits�You may equip Mousse with one enhancement or equipment card as a flash effect once per turn.��Transformation?�Yes���Mr. Masamichi Fujisawa

Gender�Male��Damage�5/2��Defense�5/2��Movement�3/2��Charm�3/3��Energy�2/2��Skills�Teacher, Climbing, Survival, Strength x2��Category�None��Traits�Every third turn of yours, Mr. Masamichi Fujisawa has the abilities listed on the right side of the / and loses the Strength skill.

Every third round of combat, Mr. Masamichi Fujisawa has the abilities listed on the right side of the / and loses the Strength skill.��Transformation?�No��

Mousse

Gender�Male��Damage�3/1��Defense�3/2��Movement�2/2��Charm�2/2��Energy�2/1��Skills�Martial Arts, Marksman, Acrobatics��Category�None��Traits�You may equip Mousse with one enhancement or equipment card as a flash effect once per turn.��Transformation?�Yes��

Amanda knows that Mousse is carrying the item, Cute Little Dolly:



Cute Little Dolly

Category�None��Traits�Character carrying Cute Little Dolly gains +2 charm.��

Ben does not know that Mousse is carrying this item.



Ben is playing with the following characters:



Magical Girl Pretty Sammy

Gender�Female��Damage�3/1��Defense�3/2��Movement�3/2��Charm�4/4��Energy�3/1��Skills�Magic, Communications, Investigation��Category�None��Traits�None��Transformation?�Yes��

Ranma Saotome (Boy Type)

Gender�Male��Damage�4/3��Defense�3/4��Movement�2/3��Charm�3/4��Energy�3/3��Skills�Martial Arts, Climbing, Survival, Student, Acrobatics��Category�None��Traits�Ranma Saotome (Boy Type) can use any equipment card to gain +1 damage. If this is done, that equipment card cannot be used for its traits. Use Ranma Saotome (Boy Type)'s trait once per turn.��Transformation?�Yes��

Sylia Stingray

Gender�Female��Damage�2��Defense�2��Movement�2��Charm�3��Energy�0��Skills�Computer, Pilot, Tech, Bureaucracy, Genius, Mech, Streetwise��Category�Knight Saber��Traits�None��Transformation?�No��

Tenchi Masaki

Gender�Male��Damage�2��Defense�2��Movement�2��Charm�3��Energy�5��Skills�Student, Savoir Faire, Royalty��Category�Jurai Royal Family��Traits�None��Transformation?�No��

Combat Round 1:



Declare Attack

Amanda declares an attack. 



Declare Retreat

Ben can declare a retreat if he thinks Amanda's characters are too powerful. Ben, however, chooses not to declare a retreat and prepares for combat.

�

Amanda's Cards�Damage�Defense�Health�Charm��Mousse�3�3�3�2��Mr. Masamichi Fujisawa�5/2�5/2�5/2�3��Detective Mihoshi�2�3�3�3��

Ben's Cards�Damage�Defense�Health�Charm��Ranma Saotome (Boy Type)�4/3�3/4�3/4�3/4��Tenchi Masaki�2�2�2�3��Sylia Stingray�2�2�2�3��Magical Girl Pretty Sammy�3�3�3�4��

Declare Attackers & Protectors

Since Amanda is attacking, Amanda chooses which of her characters attack which of Ben's characters. Amanda chooses the following:

Mousse and Detective Mihoshi attack Magical Girl Pretty Sammy

Mr. Masamichi Fujisawa attacks Tenchi Masaki

Since Amanda has not declared a charm battle at this point, she has given up priority to do so. Thus, Ben declares a charm battle. 



Declare Charm

Ben declares that Magical Girl Pretty Sammy will charm battle against Mr. Masamichi Fujisawa.



Draw Combat Cards

Ben draws 1 combat card from his combat pile. He draws Cool Dude:



Cool Dude

Charm Modifier: Recipient gains +2 charm if male, +1 charm if female



He plays that combat card's charm modifier on Magical Girl Pretty Sammy. Magical Girl Pretty Sammy has 5 charm.

Amanda draws 1 combat card from her combat pile. She draws a Handsome Lad:



Handsome Lad

Charm Modifier: Opposing character or disaster loses -1 charm

She plays that combat card's charm modifier on Mr. Masamichi Fujisawa. Mr. Masamichi Fujisawa has 4 charm.



Check Charm

Magical Girl Pretty Sammy's charm is higher than Mr. Masamichi Fujisawa and wins the charm battle. Amanda gains control of Mr. Masamichi Fujisawa and can make one legal action for Mr. Masamichi Fujisawa. Amanda chooses to Have Mr. Masamichi Fujisawa attack Detective Mihoshi.



Declare Breaking Charm

Amanda starts a stack of effects by revealing Mousse's Cute Little Dolly. Since no traits or effects are played after this, the stack resolves, and Mousse gains +2 charm. Amanda declares that she will try to break the charm. Amanda chooses to have Mousse, the charm breaker, engage in charm battle against Mr. Masamichi Fujisawa.

Amanda draws a combat card from her combat pile for Mousse. It is Shining Knight:

�Shining Knight

Charm Modifier: Recipient gains + 2 charm

She plays this combat card on Mousse. Mousse has 6 charm. Amanda draws a combat card for Mr. Masamichi Fujisawa. It is Broken Heart:



Broken Heart

Charm Modifier: Recipient loses -1 charm

She plays this combat card on Mr. Masamichi Fujisawa. Mr. Masamichi Fujisawa has 2 charm.

Mousse wins this charm battle by 4, which is more than twice the difference that Magical Girl Pretty Sammy won in charm battle against Mr. Masamichi Fujisawa. Mousse has successfully broken the charm on Mr. Masamichi Fujisawa. Mr. Masamichi Fujisawa returns to Amanda's control. Amanda has Mr. Masamichi Fujisawa attack Tenchi Masaki.



End of Charm Battle

The end of the charm battle.



Declare Retaliator & Protectors

Ben declares retaliation and protection. Ben declares that Ranma Saotome (Boy Type) and Magical Girl Pretty Sammy retaliate against Detective Mihoshi. He also declares that Sylia Stingray protects Magical Girl Pretty Sammy and that Tenchi Masaki retaliate against Mr. Masamichi Fujisawa.



Draw Combat Cards

Amanda draws 1 combat card from her combat pile for Mr. Masamichi Fujisawa. It is Bash:

Bash

Combat Modifier: Recipient gains +1 damage 



She plays that combat card's combat modifier on Mr. Masamichi Fujisawa. Mr. Masamichi Fujisawa now has 6 damage. Amanda draws 1 combat card from her combat pile for Detective Mihoshi. It is Charge:



Charge

Combat Modifier: Recipient gains +3 defense



She plays that combat card's combat modifier on Detective Mihoshi. Detective Mihoshi now has 6 defense. 

Ben draws 1 combat card from his combat pile for Ranma Saotome (Boy Type). Ranma Saotome (Boy Type) receives Punch:



Punch

Combat Modifier: Recipient gains +2 damage



Ben plays that combat card's combat modifier on Ranma Saotome (Boy Type). Ranma Saotome (Boy Type) now has 6 damage.

Ben draws 1 combat card from his combat pile for Tenchi Masaki. Tenchi Masaki receives Face Slam:



Face Slam

Combat Modifier: Recipient loses -2 damage



Ben plays that combat card's combat modifier on Tenchi Masaki. Tenchi Masaki now has 0 damage.

�Damage Dealing

Both sides simultaneously deal damage. Mr. Masamichi Fujisawa deals 6 damage to Tenchi Masaki. Tenchi Masaki has 2 defense, and loses 4 health. Tenchi Masaki is at -2 health. Tenchi Masaki deals 0 damage to Mr. Masamichi Fujisawa. 

Amanda starts another stack of effects by revealing Dimensional Hammer that Detective Mihoshi is carrying. Since no traits or effects are played after this, the stack resolves. Amanda declares 1 use of Dimensional Hammer, reducing its uses to 2. Detective Mihoshi gains +2 damage for this combat round. Detective Mihoshi and Mousse deal a total of 7 damage to Magical Girl Pretty Sammy. 

Magical Girl Pretty Sammy, being protected by Sylia Stingray, gains +2 defense. Magical Girl Pretty Sammy is at 5 defense, and loses 2 health from the attack. Sylia Stingray, who is declared as a protector, cannot deal damage. She loses half the health that Magical Girl Pretty Sammy loses, which is 1. Sylia Stingray is at 1 health.

Ranma Saotome (Boy Type) and Magical Girl Pretty Sammy deal 9 damage to Detective Mihoshi. Detective Mihoshi has 6 defense and loses 3 health. Detective Mihoshi is at 0 health.



Check Health

Tenchi, having received damage from a single attack that was at least 3 times its health at the beginning of combat and being at 0 or less health from the attack, is killed. Tenchi Masaki is discarded.

Detective Mihoshi, having received damage from a single attack that was at least 3 times its health at the beginning of combat and being at 0 or less health from the attack is killed. She is discarded.



Energy Gain

No character used energy, so nothing happens.



Check for End of Combat

Neither side is wiped out yet. Neither Amanda nor Ben decides to retreat. The combat continues. 



Combat Round 2:

Charm battle cannot be declared in this and subsequent combat rounds.



Declare Attack

Ben is declares the attack for the second combat round.



Declare Retreat

Neither Amanda nor Ben declares a retreat. Both sides prepare for combat.



Amanda's Cards�Damage�Defense�Health��Mousse�3�3�3��Mr. Masamichi Fujisawa�5/2�5/2�5/2��

Ben's Cards�Damage�Defense�Health��Ranma Saotome (Boy Type)�4/3�3/4�3/4��Sylia Stingray�2�2�1��Magical Girl Pretty Sammy�3�3�1��

Declare Attackers & Protectors

Ben declares that Sylia Stingray and Magical Girl Pretty Sammy are attacking Mousse.

Ben declares that Ranma Saotome (Boy Type) is protecting Sylia Stingray.

�Declare Retaliators & Protectors

Amanda declares Mr. Masamichi Fujisawa and Mousse retaliate against Sylia Stingray.



Draw Combat Cards

Ben draws 1 combat card from his combat pile for Sylia Stingray. Sylia Stingray receives Deception:



Deception

Combat Modifier: Recipient draws another combat card. Opposing character or disaster loses -2 damage.



The damage of the attack on Sylia Stingray will be reduced by 2. Ben draws another combat card from his combat pile for Sylia Stingray. Sylia Stingray receives Shaken Up:



Shaken Up

Combat Modifier: Recipient gains +2 defense



Sylia Stingray is at a total of 7 defense from combat cards and Ranma Saotome (Boy Type).

Amanda draws 1 combat card from her combat pile for Mousse. It is Parry:



Parry

Combat Modifier: Recipient gains +2 defense



Mousse is at 5 defense.



Damage Dealing

Because of Deception, Mr. Masamichi Fujisawa and Mousse deal 7 damage to Sylia Stingray. Sylia Stingray loses no health and is still at 1 health.

Ranma Saotome (Boy Type) loses 1 health automatically for protecting Sylia Stingray, even though she lost no health. He is at 2 health.

Sylia Stingray and Magical Girl Pretty Sammy deal 5 damage to Mousse. Mousse, having 5 defense, loses no health.



Check Health

No character has been bonked or killed.



Energy Gain

No character used energy, so nothing happens.



Check for End of Combat

Neither side is wiped out yet. Neither Amanda nor Ben decides to retreat. The combat continues. 



Combat Round 3:

Charm battle cannot be declared in this and subsequent combat rounds. 

The remaining combat is left for you to decide. During this round, Mr. Masamichi Fujisawa's special trait takes effect, and he becomes a weaker character. His health remains at 5, since he started combat at that value. If Amanda wishes to continue the combat, she will have to use the weakened Mr. Masamichi Fujisawa.

�Part IV: Other Topics

Game Variations



Solitaire: Straight Line

Place one item card, face down, next to each other in a horizontal straight line. Place two starting disaster cards, face down, above each item card. Finally, place one location card, face up, above each card stack.

Place your starting haven card adjacent to one of your location cards as long as the haven card is perpendicular to the line. Place your starting characters in this haven.

For example, suppose you have seven location cards. If "L" represents a location card and "H" represents a valid position for a haven card, your possibilities look like this:

H H H H H H H

L L L L L L L

H H H H H H H

The movement behavior of disasters works differently in this variation. A player who draws a disaster card from her draw pile puts it into play from the right end of her line. Disasters will move to the left. When a disaster reaches the leftmost location, it will then move off the field, thus completing a cycle.

A character may move in either direction on the line as long there is a location card adjacent to its current location. A character can move in or out of a haven provided the character is moving perpendicular to the line when doing this (no diagonal movement).



Multi-player: Straight Line

Each player makes a straight line layout, such that all lines are connected end to end (a closed polygon). As an option, a player may place her disaster and item cards underneath another player's location cards.

For example, suppose 1 represents player 1's location cards. 2 represents player 2's location cards, 3 represents player 3's location cards, and 4 represents player 4's cards. Then, a two-player field looks like a rectangle:

1 1 1 1 1 1 1

2 2 2 2 2 2 2

A three-player field looks like a triangle:

1          1         1         1          1

   2                                   3

       2                           3

           2                   3

               2           3

                   2   3

A four-player field looks like a square:

   1 1 1 1

  2       4

  2       4

  2       4 

  2       4

   3 3 3 3

A character may move in any direction as long there is a location card adjacent to its current location, side-to-side or corner-to-corner. 

The movement behavior of disasters works differently in this variation. A player who draws a disaster card from her draw pile puts it into play from the right end of her line. Disasters will move in a clockwise direction alone the lines. When a disaster reaches the same location it entered played, it will then move off the field, thus completing a cycle.

�Four-player: The Big Square

The big square is an extension of the multi-player layout. The layout will be a large square of location cards with no gaps. Each player selects 36 location cards to be used in the construction of the square field. Each player can have more than 1 of any given location card. Players alternate turns placing their location cards on the field until they make a the square layout, 12 location cards by 12 location cards. 

Each player must make an honest attempt to make a legal deck, based on 36 location cards per player. If a player does not have enough cards to make a legal deck, that player may be permitted to create a non-legal deck.

For example, Robert has 4 disaster cards, each called Have a Nice Trip. He finds out that he is lacking cards and cannot make a legal deck with just 3 Have a Nice Trips. Only then is Robert permitted to make a non-legal deck using 4 Have a Nice Trip.

Characters may move in any direction but cannot move off one side of the field to enter from the opposite side.

For example, the cards, Vision's Private Jet and Jump, are able to violate this rule.

Disasters behave normally.

All starting havens must be placed adjacent to location cards positioned on the perimeter of the square field. Extra havens can only be built adjacent to location cards positioned on the perimeter of the square field, since there is no room in the square field to place havens.



Two-player: Skirmish

Each player makes five piles consisting of four character cards, ten item cards, ten combat cards, twenty disaster cards, and twenty power cards. Each player cannot have more than two of any given item card, combat card, disaster card, and power card. In addition, each player can only have one of any given character card. Half of each player's disaster cards must be combat disasters.

All card types are face down. Each player draws five power cards.

Decide who goes first.

The starting player reveals one of her character cards. She may play one equipment card or one enhancement card, but not both, on a revealed character.

The opponent then draws two disaster cards. The opponent plays the first disaster card against all of the starting player's revealed character cards. The starting player's character cards must defeat the disaster card in combat. Charm battle applies normally. If the starting player's characters successfully defeat the first disaster, they must then defeat the second disaster. If the starting player defeats the second disaster card, she gains control of one of the opponent's item cards. Any item card obtained in this way cannot be used in the game. At the end of the turn, each player draws power cards up to the five card limit.

Players switch roles the next turn and repeat the process.

The game ends when all the disaster cards have been played. Whoever has the most item cards at the end of the game is the winner. If a player is unable to play a character card in any turn, that player loses the game.

If any card pile, except the disaster and character card piles, are exhausted, reshuffle them to make a new pile.
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