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The Caster Chronicles Rules Guide

@Game Principles = : .

* If card text contradicts the rules, the card text takes precedence.

* Whenever you do any kind of game action, if you cannot resolve the entire action. resolve 2s much 25 can be done. This does not applhy
W0 card and abality costs
Ex: If a card says 10 “Dascand rwo cands™ and you osly have coe cand = your hand you discand cne cand

* If a game achon 1s prohibried and something would canse Bt probibeed game acuos © MDren. ¢ doesz !
Ex: If you would draw 2 card while m offect that sttes “Plavers camnot &ow cmds ™ s @ «Sact, vou do oot dow thar cand

* If something would cause an ATK or DEF valuee 1 become 3 valne that 1 not 3 multiple of 100. round #t up 1o the nearest value of 100.

* You cannot have multiple copies of face up casters with the same name iIn your caster zome, even if the two casters with the same name
have different abilities or levels

@Deck Construction

* Players must construct a deck of exactly 50 cards, no more and no less. | Each player should shuffle ther deck, then allow
) thexr opponent 1o shuffie ther deck. Dev order

should be random and unknown w all players |
| Randomly choose a player (coin toss, rock
| paper scissors) and that player must go first
Players cannot choose (o go first or second,

* You may not include more than four non-caster cards of the same name.

* You may not include more than four caster cards of the same name and level.

....................................................................... T LT

@Win Conditions
* When an opponent loses, you win the game. If both players lose at the same

| Each player draws seven cards from
o their deck to form their starting hands.

. Each player puts the top seven cards
time, the game ends in a draw. o, R AT A e
* If a player with no orbs takes an attack, they lose. z00e You cannot Jook af these cards
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If a player cannot draw the required number of cards during their draw i e

phase, they lose
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2. Choose a target

1 [f the card or ability requires a target, you must choose a valid one at this ime .

\ Pay the cost of the card or ability. Card costs are denoted in the upper left of the card. The number identifies the required
|

| number of aether needed®. ‘

[ * Aether used to pay for a card must include at least one aether of the same ¢lement as the card

Resolve the card or ability depending on the type as detailed below;

' « Conjure cards or abilities: Perform the effect listed on the card/ability. Then, put the conjure card in its owner’s |
| ’ : ; |

graveyard. If it’s an ability, erase it from the chase after resolution. I
| * Servant cards or barrier cards: Put the card into the servant zone of the one who played the card. If its a servant, the one 1

| who played it can choose to have the card enter the servant zone either recovered or reversed.

---------------------------------------------------------------------------------------------------------------------------------------

@®Other Rules Processes

If the following condition is fulfilled at any time, immediately perform rules process
« If a player fulfills one or more of the conditions for losing the game, that player loses and the game immediately ends.

...................................................................................................................................

@Frequent Asked Questions

Q. During the recovery phase, can 1 rest casters to produce aether hefore I recover my cards?

| A. No. The only priority sequence in the recovery phase is after your cards have been recovered. II

Q. Does the Tirst plaver draw a card on their first turn?

A. No.

Q. Can | play a separate caster card with the same name as another caster already in my caster zone?

Q. Can 1 play a separate caster card with the same name as another caster already in my opponent’s caster zone?

A Yes,

Q. During my call phase, if | play a card face down as a caster, can I use a non-caster card?

A. Yes, any card may be played as a face down Lv1 caster of no element. You do not need to show your opponent the card. ||

@Anatomy of 2 Turn

Tums proses = & llosme phases m the order listed below.
proe E]

« The tum player twns all rested cards in their servant and caster zones to the recovered position.
« “Al begmmng of um” and “At beginning of recovery phase” processes happen. If it is the first player’s first turn “At

begmning of game™ processes happen.

* Prnionty sequence happens

» The turn player draws a card from their deck.
+ “Al beginning of draw phase™ processes happen,
+ Prority sequence happens. }

» The tumn player may put one caster card from their hand into their caster zone.(See Call Phase Details for more
information. )

» “At beginning of call phase™ processes happen.

= Priority sequence happens.

they please, m any order.
| *Play a servant, conjure, or barrier.
*Switch an allied servant. Each allied servant can only be switched once per turn this way, and only if it did not enter I,
the field this turn. |.

+ “At beginning of battle phase™ processes happen. |

« Priority sequence happens.

» The turn player chooses a servant that is able to attack and attacks with it. As long as there is still a servant that can attack, the /
furn player must attack.

« “At end of battle phase™ processes happen.
* Prionty sequence happens.

6. End Phase

« “Al beginning of end phase™ processes happen.

* Prionty sequence happens. g .

* “Al end of turm” processes happen.

* Priority sequence happens.

* As a final step the following things occur in the order listed below;
*“Until end of turn™ effects end.
*All unused aether is erased.

* The non-turn player becomes the turn player, and a new turn starts.

_—mnnm— —e——,—— .

(). Can I choose not to play a caster during my call phase?

). If my opponent has a reversed servant, Can | still attack theiy other servants?

| A. Yes. Reversed servants only prevent that player from being attacked, not their other servants.

0T have a yecovered servant during my battle phase, can 1 end my battle phase?

| A. No. As long as you still have servants that are still able to attack. you must attack with them. Servants that can't attack
gasy )

| would be servants that are rested, reversed, or have | Slow Start 'that you did not control from the beginning of the

turn.

J. Is there a hand size maximum?

A. No.

2- When two orbs are corrupled from . how do you deal with the order of adding them fo vour

hand?

A. They are both added to the hand at the same time. [f one or more of them has you may play them to the chase

zone in any order you wish.

3. H amy opponent enly has one orh, ar

A. No. (Doub{e Gnrrggt) only corrupts two orbs, you would need a separate attack to the player in order to win

). When my orh is corrupted, de | need to show that card te my opponent?

). If my attacking servant’s ATK is lower than the ATK of the rested or recovered servant 1'm attacking, what happens?

A. Nothing. The attack ends with neither being destroyed.

J- If my attacking servant’s ATK is lower than the DEF of the reversed servant 1'm attacking, what happens?

| A Nothing. The attack ends with neither being destroyed

- If my attacking servant’s ATK is equal to the ATK of the rested or recovered servant I'm attacking, what happens?

A. Nothing. The attack ends with neither being destroyed.

- If my attacking servant’s ATK is equal to the DEF of the reversed servant ["m attacking, what happens?

| A.Nothing. The attack ends with neither being destroyed.
PR T A S
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@Game Principles

If card text contradicts the rules, the card text takes precedence

L

+ Whenever you do any kind of game action, if you cannot resolve the entire action, resolve as much as can be done. This does not apply
to card and ability costs
Ex: If a card says to “Discard two cards™ and you only have one card i your hand  vou discard one card

+ If a game action is prohibited and something would cause that prohibited game action to happen, it doesn"t happen.

Ex: If you would draw a card while an effect that states “Players cannot draw cards ™ is in effect, you do not draw that card.

+ 1f something would cause an ATK or DEF value to become 2 value that is not a multiple of 100, round it up to the nearest value of 100.

* You cannot have multiple copies of face up casters with the same name in your caster zone, even if the two casters with the same name
have different abilities or levels.

................................... L L T T e L T T T T T T T T T T T T T "

@Deck Construction @Game Preparation

* Players must construct a deck of exactly 50 cards, no more and no less. Each player should shuffle their deck, then allow
thetr opponent to shuffie their deck. Deck order

should be random and unkmown 1o all players

Randomly choose a player (coin toss, rock
paper scissors) and that player must go first.
Players cannot choose to go first or second.

* You may not include more than four non-caster cards of the same name.

* You may not include more than four caster cards of the same name and level.

--------------------------------------------------------------------------------

Each player draws seven cards from
their deck to form their starting hands

@Win Conditions

« When an opponent loses, you win the game. If both players lose at the same

Y

Each player puts the top scven cards
from their deck facr down mio thewr orb
zone. Y ou cannot look af these cards.

time, the game ends in a draw.

« If a player with no orbs takes an attack, they lose.

« If a player cannot draw the required number of cards during their draw
phase, they lose.

AlNAWInY Ul a turn

Turns progress in the following phases in the order listed below.

* The turn player turns all rested cards in their servant and caster zones to the recovered position.
“At beginning of turn”™ and “At beginning of recovery phase™ processes happen. If it is the first player’s first turn “At
beginning of game” processes happen.

* Prionty sequence happens.

*» The tum player draws a card from their deck.
« “At beginning of draw phase” processes happen.

* Priority sequence happens.

B e € o TN

+ The tum player may put one caster card from their hand into their caster zone.(See Call Phase Details for more

mformation.)
= “At beginning of call phase™ processes happen.
* Priority sequence happens.

D e e

» “At begmning of main phase”™ processes happen.
* Prionity sequence happens. If the chase zone is empty at this time, the turn player may perform any of the following actions as
they please, in any order.
*Play a servant, conjure, or barrier.
*Switch an allied servant. Each allied servant can only be switched once per turn this way, and only if it did not enter
the field this turn.

« “At begmnning of battle phase” processes happen.

* Pnionity sequence happens. [

* The turn player chooses a servant that is able to attack and attacks with it. As long as there is still a servant that can attack, the
tumn player must attack.

+ “At end of battle phase” processes happen.

+ Priority sequence happens.

* “Al beginning of end phase™ processes happcn

Priority sequence happens. ’ .
“At end of turm" processes happen.

Priority sequence happens.

L] - L]

* As a final step the following things occur in the order listed below;
**Until end of turn” effects end.
‘ *All unused aether is erased.
* The non-turn player becomes the turn player, and a new turn starts.

2. Choose a target
| |

If the card or ability requires a target. vou must choose a valid one at this time.

Pay the cost of the card or ability. Card costs are denoted in the upper left of the card. The number identifies the required
number of aether needed®.

*Acther used to pay for a card must include at least one aether of the same element as the card.

4. Resolve the effect

i
|  Resolve the card or ability depending on the type as detailed below;

= Conjure cards or abilities: Perform the effect listed on the card/ability. Then, put the conjure card in its owner's

graveyard. If it’s an ability, erase it from the chase after resolution.
« Servant cards or barrier cards: Put the card into the servant zone of the one who played the card. If its a servant, the one

who played it can choose to have the card enter the servant zone either recovered or reversed.

.....................................................................................................................................

® Other Rules Processes
If the following condition 1s fulfilled af any tme mmmediately perform rules process

« If a player fulfills one or more of the conditions for losing the game, d:.alpl.x\cr loses and the game immediately ends.

.......................................................................................................................................

@Frequent Asked Questions

Q. During the recovery phase, can I rest casters to produce aether hefore 1 recover my cards?

A. No. The only priority sequence in the recovery phase is after your cards have been recovered.

(). Doces the first player draw a card on their first turn?

A. No.

Q. Can | play a separate caster card with the same name as another caster already in my caster zone?”

A. No. .

Q. Can | play a separate caster card with the same name as another caster already in my opponent’s caster zone?

| A Yes.

Q. During my call phase, il 1 play a card lace down as a caster, can | use a non-caster card?
A. Yes, any card may be played as a face down Lv1 caster of no element. You do not need to show your opponent the card

Q. Can | play a separate caster card with the same name as another caster card already in my caster rone if #s a 2

and 1 play it on a separate face down caster?

A. No. You cannot have two or more face up casters with the same name n your caster zone, regardiess of keve

Q. Can | choose not to play a caster daring my call phase?
Q. If my opponent has a reversed servant. Can | still attack their other servants?
A. Yes. Reversed servants only prevent that player from being attacked, not their other servants.

Q. If I have a recovered servant during my battle phase. can | end my battle phase?

A_ No. As long as you still have servants that are still able to attack vou must aitack with them Servants that can't attack
would be servants that are rested, reversed, or have | Slow Start ' that you did not control from the beginning of the

turn.

Q. Is there a hand size mavimems*

wider of addimme them to vour

A_ They are both added to the hand at the same time. If one or more of them has:r'ou may play them to the chase
zone in any order you wish.

4 No. ( Double Corrupt ) only corrupts two orbs, you would need a separate attack to the player in order to win

D = cwrTapicd. de [ aevd 1o Jheow thet card e m eppeacatl T

ftacking, what happens?

img. what happens?

red servant I'm attacking. what happens™

ersed semvast |'m sftacking, what happens”

O I my attackin

A Nothmg The attack ends with nesther bemg deszoved
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@Call Phase Details

During the call phase the tum player can choose to do only one of the following actions and only once per tum.

Play a Lv1 caster face up in your caster zone. You cannot play a face up caster with the same name as a face up caster card

already in your field.

Play a Lvl Caster face down

Put any card from your hand mto your caster zone face down 25 2 level one caster card Thes card can only be rested 10

produce aether of no element

Put a caster from your band ou top of mother camier coe lovel lower B = cther e down or face op vl e sane mamme I
there is already 2= alhed caster face @ £ Voo sy Zooe wTR S SEme EEme VoD maasl puf B ome Som vour hand on top

[

of it if vou choose o play » caster

@ Barttle Phase Details

hattis phase Yo TS - g Sy S ardc —~

1. Beginning of Battle Phase Step

“ﬁ-_ R T [T g S ey T
|

« “Al beginning of battle phase™ processes happen.

* Priority sequence happens.

» “At beginning of attack declaration step™ processes happen

» The tum plaver chooses a recovered servan be e SIaCkeT

« The amacking servant may choose 0 aitack cither an cnemny servamt or the enemy player. However, if there are any reverse
position cpemmy servants, the attackmme servant cannot aitack the enemy player

* Change the amackong recovered servan e resicd posHon |

* Pnionty sequence happens |

« [f the servant is attacking the enemy player, choose an enemy orb to corrupt. If there are no enemy orbs when a servant
declares an attack on the enemy player, you win the game.

« If the servant is attacking a servant not in the reverse position, compare its ATK to the attacked servant’s ATK. If the
attacker’s ATK is higher, destroy the attacked servant.

« [If the servant is attacking a servant in the reverse position, compare its ATK to the attacked servant’s DEF. If the attacker’s

ATK is higher, destroy the attacked servant.

 Priority sequence happens.

| = “Atend of battle” processes happen

» Prionty seguence happens
« [f there is still an albed scrvant that s able to attack. return to the Attack Declaration Step

» “At end of battle phase™ processes happen.

* Priority sequence happens.

@Chase Details

Any player may perform the following actions at any time.

» Play an activated ability of an allied card by paying that ability’s cost.

« Play a card with Quickcast from your hand by paying that card’s cost.
During the game, players gain priority and may perform an action permitted at that time. After that action has been declared, the other
player has the ability to respond to that action and chase to it with a legal action of their own. This can continue until both players take
no further actions. Then each action resolves with the last action played to be the first resolved, then the second to last resolved and so
on. Players may again chase after the resolution of each individual action.
If both players do not take actions and there are no remaining unresolved actions, the game proceeds to the next phase/step.

@Priority Sequence

The turn player gains priority.

At this time, perform all actions necessary by the mules Repeat as lomg &s any rule process remains unperformed.

If any abilities are triggered, choose one of them and play it. After playing one of them, repeat the priority sequence from the

beginning. Repeat this until all automatic abilities are played.

Actions while they have priority

The player with priority may perform any one action that they can do at this time. If they choose to do nothing, they ‘pass’.

End of priority sequence

« If both players choose to pass consecutively, resolve the most current played action, then the turn player gains priority and

the game returns to performing rule process. If there are no remaining unresolved actions, the game proceeds to the next
phase/step.

+ If the player with prniority passes but it 1s not a consecutive pass by both players, the player without priority gains priority,
and the game returns to performing rule process.
+ If the player with priority takes any action other than passing, that player retains priority and the game retumns to

performing rules process.

.........................................................................................................

@Playing Cards and Abilities

Cards and abilities are played as follows.

Reveal the card and put it into the chase zone. If it’s an ability, put it into the chase zone as a pseudo-card.

ATK § 8 | Aservant’s aftack power Thus 15 used during battle

DEF - ‘ A servant’s defense power. This 1s used during battle.

Lv _ A caster's level. The number printed here is the amount of acther a caster produces.
. Conjure Cards with one time effects that are put in the graveyard afier they are used

e a‘*_faa w‘&.a =

”“*‘W «s . The resource of this game. Aether is divided into seven different attributes
ﬁ;ﬁim‘giﬁgw To take the top card of your deck and add it to your hand.
' '.'Suni_n't b Magical servants. They attack enemies and defend the player.
Barrier Cards placed in the field that provide a constant effect
Reveal [ ' Show a card’s information to all players.
Coin | The player to go second gains this item. It has the ability “Banish this coin: Produce @ ." Aether
S produced by this coin has no element

A number in the upper left comer of a card. It indicated the number of aether needed to play

that card.

Cards with trigger that automatic ability when they enter the field.

Every card in the game is controlled by one of the players. As a general rule, unless otherwise
stated, only the controller of a card or ability may use it. Unless otherwise stated, the controller
of a card, is that card’s owner
e e
' éﬁ»ﬁss-w"s :: «°~J i .
: = | The player that controls a card in question
| A trait of servants, They do not have any impact on the rules on their own. However, certain cards
= = = | and abilities may refer to them for their own effects.
e e e T T e e e o
o e : AR " - “ P
¥ “mﬁ”““ s The card types are “Caster”, “Servant”, “*Conjure”, and “Barrier”.
l-%*_;i? Cit ' = sT«essv; F 5
ff;’{QkaCEBt R Cards with [ Quickcast | can be played anytime you have priority.
o = o
o ; — == gL i ) e : -
é?g@]nw Startjigif.:;iiigs Servants with [ Slow Start ) cannot attack unless you’ve controlled them from the beginning
i S
R e
2 sk s s -
L of the turn.
i - '
 Activated Ability Abilities you can play by paying a cost.
Continuous Ability Abilities that are in constant effect. They become active as soon as any requirements for them are
- fulfilled.
=82 v
33 LRERSEEEe i 3 _—
Switch | To switch means *“To change a non-reversed servant to the reversed position, or to change a
i i b o
L | reversed servant to the recovered position”.
" e e
A 1§ ot :
M Discarding means to put a card from one’s hand into their graveyard. Unless otherwise stated, a
. i e
R &”9@&&635&’@’»&%’3: . . i . 2 ~ i
| player may choose which card in their hand to discard. If an effect states “discard your hand” it

Chase » ' As a response to a player’s action, playing an activated ability or card with ( Quickcast 1o |

the chase area.

.- -—,unbu 'E o

A card with ( Double Corrupt) corrupts two orbs instead of one when it attacks a player.

Text on cards that causes actions to occur,

An instruction to put a non-conjure card in the field into a graveyard. '

An instruction to put a card into a graveyard. Players may only banish cards they control

When a servant attacks an enemy player or enemy servant

When a card with is put from an orb area into your hand, you may immediately play

that card without paying its cost.

Any servant, conjure, or barmier card in the chase zone counts as a ‘spell’ while retaining its

existing card types. Ex: Servant Spell

Cards that can be rested to produce aether to play other cards. By resting a caster, you produce a
number of aether equal to that caster’s level of the same element as the caster. This ability does

not use the chase zone.

The owner of a card is the player who brought it to the game.

Abilities that have a condition followed by an arrow. When the condition is met, the controller

et TR PR
e e of that ability performs the action after the arrow.
9@?8&;&& o] i _.__'11-.-

A vertical upnght card orientation that denotes the card is unused.

A vertical upside down orientation that denotes a servant is defending the player from

incoming attacks.

A horizontal onentation that denotes that a card has been used.

Text to the left of this symbol is a tnigger condition for an automatic ability. The text to the right

of this symbol 1s the effect of an automatic ability. |

: ng?wl@mw S This icon denotes the action of resting the card with this icon.

L il OO 35 e L R+ e Al
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During the call phase the turn player can choose to do only one of the following actions and only once per turn.

« “At end of battle phase™ processes happen.

Play a Lv1 Caster face up « Priority sequence happens.

Play a Lv] caster face up in your caster zone. You cannot play a face up caster with the same name as @ face P CaStEr CAIA | o | e ea——aa
already in your field. :

@Chase Details
Play a LviGaster face Gown Any player may perform the following actions at any time.

» Play an activated ability of an allied card by paying that ability’s cost.

» Play a card with Quickcast from your hand by paying that card’s cost.
During the game, players gain priority and may perform an action permitted at that time. After that action has been declared, the other
player has the ability to respond to that action and chase to it with a legal action of their own. This can continue until both players take
no further actions. Then each action resolves with the last action played to be the first resolved, then the second to last resolved and so

Put any card from your hand into your caster zone face down as a level one caster card. This card can only be rested to
produce aether of no element.

Put a caster from your hand on top of another caster one level lower that is either face down or face up with the same name. If on. Players may again chase after the resolution of each individual action.

there is already an allied caster face up in your caster zone with the same name, you must put the one from your hand on top If both players do not take actions and there are no remaining unresolved actions, the game proceeds to the next phase/step.

ofitif youchoose toplayacasterthsway. s R R
"""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""""" @Priority Sequence
@Battle Phase Details

The turn player gains priority.

The battle phase progresses in the following steps i the order listed below.
At this time, perform all actions necessary by the rules. Repeat as long as any rule process remains unperformed.
* “At beginning of battle phase™ processes happen.

2. Attack Declaration Step If any abilities are triggered, choose one of them and play it. After playing one of them, repeat the priority sequence from the

beginning. Repeat this until all automatic abilities are played.

« “At beginning of attack declaration step™ processes happen.
Priority sequence happens.

The furn plager chidoun § SRS SR B BRI : The player with priority may perform any one action that they can do at this time. If they choose to do nothing, they ‘pass’.
The attacking servant may choose to attack either an enemy servant or the enemy player. However, if there are any reverse

position enemy servants, the attacking servant cannot attack the enemy player. End of priority sequence
+ Change the attacking recovered servant to the rested position.
Priority sequence happens.

Actions while they have priority

« If both players choose to pass consecutively, resolve the most current played action, then the turn player gains priority and
the game returns to performing rule process. If there are no remaining unresolved actions, the game proceeds to the next

3. Battle Judgment Step phase/step.
» If the player with priority passes but it is not a consecutive pass by both players, the player without priority gains priority,
« If the servant is attacking the enemy player, choose an enemy orb to corrupt. If there are no enemy orbs when a servant and the game reurns to performing rule process.
declares an attack on the enemy player, you win the game. = If the player with priority takes any action other than passing, that player retains priority and the game returns to

If the servant is attacking a servant not in the reverse position, compare its ATK to the attacked servant’s ATK. If the

attacker’s ATK is higher, destroy the attacked servant.
If the servant is attacking a servant in the reverse position, compare its ATK to the attacked servant’s DEF. If the attacker’s

ATK is higher, destroy the attacked servant.
Priority sequence happens. @Playing Cards and Abilities

performing rules process.

.....................................................................................................................................

Cards and abilities are played as follows.

« “At end of battle” processes happen

 Priority sequence happens

« If there is still an allied servant that is able to attack, return to the Attack Declaration Step Reveal the card and put it into the chase zone. If it’s an ability, put it into the chase zone as a pseudo-card.

@Glossary

A servant’s attack power. Thus is used during battle. As a response to a player’s action, playing an activated ability or card with ( Quickcast | to
A servant’s defense power. This is used during battle. the chase area.
A caster’s level. The number printed here is the amount of aether a caster produces. A card with (Double Corrupt) corrupts two orbs instead of one when it attacks a player.
i Cards with one time effects that are put in the gravevard after they are used. Text on cards that causes actions to occur.
= The resource of this game. Acther is divided into seven different attributes. An instruction to put a non-conjure card in the field into a graveyard. |
To take the top card of your deck and add it to your hand. g : : . [
An instruction to put a card into a graveyard. Players may only banish cards they control.
-4 Magical servants. They attack enemies and defend the player.
When a servant attacks an enemy player or enemy servant.
Cards placed in the field that provide a constant effect.
When a card with is put from an orb area into your hand. you may immediately play
Show a card’s information to all players.
that card without paying its cost.
Dy ALV : i o ; 5 ol
e 3 l: | The player to go second gains this item. It has the ability “Banish this coin: Produce I} .” Aether sl
i, Dol S Any servant, comjure, or bamer card n the chase zone counts as a “spell’ while retaining its
| produced by this coin has no element. :
. b 8T — existing card types. Ex: Servant Spell
BEL AEg W e T A -
| ;J”.% ol sl ""dﬁf A number in the upper left corner of a card. It indicated the number of aether needed to play
&y - 23 2 o8, i Cards that can be rested to produce acther to play other cards. By resting a caster, you produce a
o —"q — J number of aether equal to that caster’s level of the same element as the caster. This ability does
- (Enter} o Cards with ( Enter ) trigger that automatic ability when they enter the field PR thie: iliatc Soms:
_;:_' ‘h.f-r_’ :.’\ i_."": e iy . 2 e e - . . - -
|:: L= _.«‘ ?.s.*' = E'-CT'_- :-ﬂfd I e £2mT 15 controliec :"_- one of the ?..I'—f:-) Asa g-..-::::n.. e, unaess ol wise T'he OWner ofa Cﬂ.l'd '15 thc Pla},’er Whﬂ brnught j{ to Th.f‘." garne_
—~— stated only the comtroller of 2 card or abshity may use it Unless othervse stated, the Sontrolles
i Abilities that have a condition followed by an arrow. When the condition is met. the controller
of a card, is that card’s owner. o
of that ability performs the action after the arrow.
ks A The player that controls a card in question. A vertical upnight card orientation that denotes the card is unused.
- 3 b 4 A trait of servants. They do not have any impact on the rules on their own. However, certain cards Aoutiasl o — ion that d a servant is defending the player f
- and abilities may refer to them for their own effects. :
incoming afacks
The card types are “Caster”, “Servant”, “Conjure”, and “Barrier”. ;
ik i i A borzontal onentaton that denotes that 3 card has been used
Quickcast ! Cards with [ Quickcast ) can be played anytime you have priority. Text 10 the It of this 9 Es - etomsntic. shility: The text o the right
Slow Start] ' Servants with  Slow Start ) cannot attack unless you've controlled them from the beginning of this svmbol is the effect of an automatic shility
| of the tumn.
This icon denotes the action of resting the card with this icon.
ok Abilities you can play by paying a cost.
£ 5 - Abilities that are in constant effect. They become active as soon as any requirements for them are
e fulfilled. ;
X |
To switch means “To change a non-reversed servant to the reversed position, or to change a
reversed servant to the recovered position”.
Discarding means to put a card from one’s hand into their graveyard. Unless otherwise stated, a
player may choose which card in their hand to discard. If an effect states “‘discard your hand” it
means to put all cards in your hand into your graveyard.
This manual is a general explanation of the core rules.
To put a barricr inko the fickl For a full account of the rules please visit the official website.
Cards with  Last Words ) trigger that automatic ability when they enter the field. English Website: http://en.caster-chronicle-tcg.com
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