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Components and Cards Information 
 

The game is entirely composed of 1 type of cards which has 3 different functions. It can either be used 

as a creature, a spell or a mana crystal. Spells are cast upside down. 

 

 

Regular Cards 
 

Creature 

1. Summon Cost: Cost to use the card as a creature 

2. Creature Name: Name of the creature 

3. Race: Race of the creature 

4. Keywords: Other keywords related to the creature type 

5. Creature Type: Various type of creatures. (maybe use an icon) 

60. Strength: Combat strength of the creature 

7. Ability: Special ability of the creature. 

 

Spell 

8. Casting Cost: Cost to use the card as a spell 

9. Spell Name: Name of the spell 

10. Spell Type: Various type of spells. (Maybe use an icon) 

11. Effect: Special effect of the spell 

 

Other 

12. Mana type: The crystal color of the generated mana. 

 

Additional Components 

 
Crystal Marker: Any kind of token that can be placed on the crystal cards to keep track of mana 

spending. 

 
Die, coin or other random element: Mainly used to determine the first player. Another option is to 

split the deck and use the highest the player with the highest creature cost, use the spell cost in cases of 

ties.  

 



Zones 
 

This is a virtual component that split the playing field into various zones to give to each card a different 

use. There are various zones available: 

 

 
 

1. Deck (Facedown)[Card]: This is the deck of cards the player will use to play the game. 

2. Hand (Hidden from opponent)[Card]: This is the cards currently in the player's hand. 

3. Discard (Face Up)[Card]: This stack contains the discarded or used cards. 

4. Groove (Face down - Sideways): Destroyed cards are placed in the groove for future. 

5. Battlefield (Face up)[Creatures]: This area contains the monsters summoned into play. 

6. Shield ?to rename? (Face down)[Spells & Shields]: This is where the shields are placed. 

7. Crystals (Face up - Sideways)[Crystals]: These cards give the income to summon and cast cards. 

 

Setup 
 

Deck Construction 

 

Before being able to play the game, each player must have designed a deck of cards with the cards he 

owns. Any card combination can be used, as long as the following rules are respected:  

 

• A deck must have 50 cards.  

• Up to 5 copies of each card can be placed in a deck. 

 



Game Setup 

 

1. Each player places their deck of cards on the table. 

2. Then they draw the top 5 cards and place them as their shield 

3. Then draw 5 cards in their hand. 

4. Select randomly the first player with a coin or a die. When playing multiple games in a row, the 2nd 

player becomes the first player in the 2nd match. 

 

Sequence of Play 
 

This is the turn order of 1 player. The process is repeated for each player one after the other until 

victory is achieved. To win the game, the player must destroy the 5 shields of his opponent and attack 

an additional time to win. 

 

1. Refresh Phase: All creatures which are exhausted (Tapped) are refreshed. 

 

2. Charge Crystal: A player may play one of his cards as a crystal. In the player placed a dual color 

card as a crystal, Skip the next step (Crystal and Casting) 

 

3. Crystal and Casting: Players may do one of the following 3a OR 3b: 

 

3a. Charge a 2nd Crystal: The player may place a second crystal in play. By doing so, it prevents the 

player to use crystals for any reasons for the rest of the turn. On the first turn, the first player will not be 

allowed to place 2 crystals. 

 

3b. Casting: The players may use cards as a creature or a spell. Each card has a mana cost and a border 

color. In order to play a card, you need to pay its mana cost as crystals, and have at least 1 crystal of the 

matching color in play. Spells are cast up side down when attached to creatures. 

 

To keep track of crystal depletion, place the crystal marker on the right most card and slide it left each 

time a crystal is depleted. 

 

Groove Trigger cards have their cost in an arrow. You may not use those cards on your turn and they 

will not require mana to place into play. Still, most card with a groove cost will also have a mana cost 

(for example, use groove as a spell, but mana as a creature). So you can use it only for its mana cost 

ability on your turn. 

 

Creatures placed into play have summoning sickness and cannot be used to attack this turn only. Spells 

are discarded after being cast. Some spell stay into play until the end of the turn, while other can be 

attached to other cards (enchantments) 

 

5. Battle: The player can now engage his opponent in battle. He will repeat all the following steps for 

each creature he wants to attack with. Proceed to step 6 when the player does not want to attack 

anymore. 

 

5a: Select attacker: The player selects a refreshed creature to attack with and selects a target. The 

target can either be an opposing tapped creature, or the player. The attacking creature is exhausted. 

 



5b: Select a defender: The opponent may choose any of his refreshed creatures to block the attacking 

creature. This will exhaust the creature. 

 

5c1. Battle Resolution between creatures: Compare the strength of both creatures, the strongest 

creature win the battle, the losing creatures in placed in the owner's groove zone. Some passive abilities 

take only effect during a battle. Any attached card ont eh creature is placed in the discard pile. 

 

5c2. Battle Resolution between a creature and a player: If a creature is not blocked by another 

creature, it will destroy a shield or a spell owned by the player. The attacker choses which shield is 

destroyed. The shield is placed in the groove and an additional card from the top of the deck is placed 

in the groove. Any attached card on the shield is placed in the discard pile.  

 

If the target is a permanent spell, it is placed in the groove. If there are no shields left to destroy, the 

attacker can target the player and win the game even if the defender has permanent spells in play. 

 

5d. Groove Trigger: When a card is added to the opponent's groove, the opposing player can play a 

card in had as a groove trigger. This is the only situation where a player can play a card in it's 

opponent's turn. Groove trigger takes effect after the attacker has completed his attack. 

 

To play a card using your groove, discard a number of cards from the groove equal to the cost of the 

card. Cards are removed from top to bottom. If it’s a creature, the opponent place it in the battlefield 

and the attacker’s turn continues. If it’s a spell, resolve its effect, and then the attacker continues. 

 

6. Discard and Draw cards: When the player finished attacking, he can discard any cards in hand, and 

then he now draws until he has 5 cards in his hand. If the player already has 5 cards, he only draws 1 

card. If the player's deck is depleted, reshuffle the discard pile into his deck.  

 

7. End of turn: The game play proceeds to the next player.  

 

Golden Rules 
 

What you pay is what you get: A card should not be powered up or powered down according to its 

color, or any other reason that does not influence the card's capabilities. 

 

A card stay in the player's area: A player's cards may never leave his playing zone. So it will always 

be impossible to move one of your cards in an opponent zone or attach a card to an opponent card. 

 

A player can only play cards during his turn: New cards can only be placed into play when it's the 

player's turn. A player can never Cast/Summon a card in an opponent's turn. The only exception is 

groove trigger which only occurs in a specific step if the player has the appropriate cards. That is the 

only situation where the turn of the active player can be interrupted. 

 

The card rules has priority over the basic rules: I a card contradict a basic rule, the card text takes 

precedence. 

 



Reference 
 

Most of this information will be transferred in the ability catalog for designing your own cards. 

 

Card Type 
 

This is the list of card types for all for all non-seal cards. New types might be added as the game 

progress. There are types for the creature part and the spell part of the card. What is important to 

remember is that card type will change the way the card is played. 

 

Creature: A basic creature. 

Creature - Evolution: An another example of creature type that might get renamed 

 

Spell: A basic spell that has a immediate effect and then discarded. 

Spell - Enchantment: A spell attached to a creature to increase it's capabilities. 

Spell - ?Blessing?: A spell that is active until the end of the turn 

Spell - ???: A spell that is active until the beginning of your next turn. 

 

Trigger Type 
 

This is the various ways a special ability can be triggered. Each trigger type will have an icons of it's 

own for easier readability: 

 

When Summoned: When the creature is placed in the battle zone. 

When Destroyed: When a creature is destroyed from the battle zone. 

When Attacking: When the creature is attacking. 

When Tapped: When the creature is only tapped for it's ability. 

When After cast: After a spell is cast (like charger ability). 

When Alone?: If the creature is alone in the battlefield. 

When Other?: When there are other creatures of certain condition in the battle field 

At the end of turn: When the turn is over, trigger the ability. 

 

Note: Not all the trigger above might be used. 

 

Random Notes 
 

 


