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The game takes place at the second genesis of the world after the humanoid races failed to overthrow 
the gods. The gods decided to repopulate the world after the cataclysm using the 5 sphere of magics 
and creatures were built according to those sphere. Those creatures eventually banded together to create
various kinds of civilizations to increase their survival capabilities. They were eventually ruled by lords
imbued by their gods power who would lead their civilization at war against each other. Player's play as
one of those lords.

Warning: This game is an early prototyping, so expect buggy rules and unbalanced cards.

Components and Cards Information

The game is entirely composed of 1 type of cards which has multiple functions according to the zone it 
it located in. Basically, each card contain information about the creature and about a spell which are 
two ways to use a card: 

Regular Cards

Creature
A. Summon Cost: The amount and type of mana required. 
B. Creature Name: Name of the creature
C. Race & Keyword: Race and Creature type keyword
D. Strength: Normal Combat strength & Afflicted strength 
E. Text Ability: Special ability of the creature.

Spell
F. Casting Cost: Cost to use the card as a spell
G. Spell Name: Name of the spell
H. Spell Type: Type of spell defining how to use it
I. Effect: Special effect of the spell

Other
J. Artist: Name of the artist
K. Unique ID: Identification code unique to every card.

Back of the card
A. Sphere: The color of the card math the color of it's face. There is an icon to identify the sphere 
when the card is placed in the vault.
B. Groove arrows: Used to display how many cards are available in the groove.
C. Generic Creature Strength: Face down card can be used as generic creatures which has minimalist
stats. This information is displayed on the back of the card as a reminder.
D. Generic Creature Cost: Defines the casting cost of a generic creature if was to be used. 



Additional Components

Some additional optional cards will be supplied to make gameplay easier but they are not mandatory to 
play.

Crystal Marker: A card placed over the crystal cards to keep track of mana spending. It's not essential,
but makes keeping track of mana spendings easier.

Creature Cover: A card that can be placed over to the top section of the card to hide the creature as a 
reminder that the card in play is not a creature. Again, not essential, could help make the game less 
confusing.

Turn Order Reference:  A reference card with all the things a player can do in a turn. 

Set identification card: a special cards used during deck assembly to identify each set of 12 cards. 

Zones

Each lord has a playing field split into various zones. This is where the cards are placed and each zone 
will give each card a different use. Here are various zones available with their name and in bracket how
we name a card part of this zone.

Deck (Facedown) [Card]: This is the deck of cards the
lord will use to play the game.
Hand (Hidden from opponent) [  Hand   Card]  : This is
the cards currently in the lord's hand.
Trash (Face Up) [  Trash  ]  : This stack contains the
disposed or used cards.
Groove (Face down - Sideways) [Energy]: Destroyed
cards are placed in the groove for future use.
Battlefield (Face up) [Creatures]: This area contains
the monsters summoned into play.
Ready: A sub section that contains creatures ready to be
used.
Engaged   or Exhausted  : A sub section that contains
creatures which has already being used.
Fortress (Face up & down) [Spells & Towers]: The
Towers are face down and cast spells face up.
Vault (Face Down - Sideways) [Crystals]: These cards generate the mana to summon and cast spells.

The information on the card will only be considered in zones where the cards are placed face up.



Setup

There are various deck construction methods explained after the main rules. I'll assume that all players 
have a deck ready to play in hand. 

Game Setup

1. Shuffle and split the deck of card, reveal the split card. The player with the highest creature casting 
cost will start first. In the case of a tie, use the spell cost. When playing multiple games in a row, the 
next player in clockwise order will become first player.
2. Each lord shuffle and place their deck of cards on the table.
3. Then they draw the top 5 cards and place in a row in front of them as their Tower.
4. Then they draw 5 cards into their hand.

Sequence of Play

This is the turn order of a lord. The process is repeated for each lord in clockwise order until victory is 
achieved. To destroy a lord, the must lose his 5 Towers and be attacked a 6th time by his opponent to 
lose. The last lord to survive wins.

1. Regroup: All creatures who were engaged/exhausted are brought back ready into the battlefield.

2. Cure: Afflicted creature may be cured by discarding a crystal to the matching color from the vault.

3. Crystal: A lord may play one of his hand cards as a crystal in his vault. If the lord placed a dual 
sphere card as a crystal, Skip the next step (4. Crystal and Casting)

4. Crystal or Casting: lords may do one of the following 4a OR 4b:

4  a. C  rystalise   a 2nd   Hand   C  ard  : The lord may place a second crystal in play. By doing so, the lord 
cannot use his crystal to generate mana for the rest of the turn. On the first turn, the first lord is not 
allowed to crystalize a 2nd card. A lord cannot place 2 crystals of the same color on the same turn.

4  b. Casting  : The lords may use cards as a creature or a spell. Each card has a mana cost and sphere 
type. In order to play a card, you need to pay its mana cost and you need to have at least 1 crystal of the
matching sphere in the vault to be able to complete the casting. 

Each crystal can generate 1 mana per turn. To keep track of crystal depletion, you can use a crystal 
marker on the right most card and slide it left each time a crystal is depleted. Else, considering you will 
be only using mana in this phase, you can calculate immediately the total mana you are going to use by 
setting aside all the cards you want to use and making sure the total does not exceed the vault.

Summoned creatures are placed on the battlefield an are considered to be dizzy which prevent them 
from attacking this turn. Spells are discarded to the trash after being cast while other spells will stay in 
your fortress. Some spells can be attached to other cards, in that case, it is placed under the other card 
so that only the spell text can be seen.

Some spell or creature have an inverted color cost, in that case the spell or creature is placed into play 



face down. So the content of the card is a mystery and to prevent cheating, the cost is always 3. 

5. Battle: The lord 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 lord does not want to attack anymore 
or when all his creatures are engaged/exhausted.

5a: Select the attacker: The lord selects a ready creature to attack with and selects a target. A target can 
either be an opposing engaged creature or the lord's fortress. The attacking creature is moved forward 
in the engaged/exhausted zone.

5b: Select a defender: The opponent may choose any of his ready creatures to block the attacking 
creature. This will engage/exhaust the blocking creature.

5c1. Battle Resolution between two creatures: When 2 creature fight each other,  compare the strength 
of both creatures, the strongest creature wins the battle, the losing creatures is destroyed and placed in 
the owner's groove. Any attached card on the creature is placed in the discard pile. Some passive 
abilities take only effect during a battle and can change it's outcome.

5c2. Battle Resolution between a creature and a fortress: An unblocked creature attacking the fortress 
will destroy a tower or a spell in the lord's fortress. The attacker choses which tower or spell is 
destroyed. The tower 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 tower is placed in the groove. If a spell is destroyed, it is placed in
the groove. When there are no tower left to destroy, the attacker win the game.

5d.   Retaliation  : When energy is added to the opponent's groove after an attack, the opposing lord can 
play a card from his hand as retaliation. This is the only situation where a lord can play a card in it's 
opponent's turn. Retaliation takes effect after the attacker has completed his attack.

Only spells can be used as retaliation using groove energy. Discard a number of energy equal to the 
cost of the spell where 1 of them must match the spell's sphere. Resolve the spell effect and then the 
attacker can continue. Some spells allow summoning the creature on the card on the battlefield. In this 
case, you summon the creature and this creature can now block successive attacks.

6. Discard: When the lord has finished attacking, he may trash his whole hand if want to. A lord cannot
discard only a part of his hand. 

7. Draw cards: The lord draw 1 card. If the lord has no card in hand, he draw 5 cards. If the deck is 
empty, the lord reshuffle his discard pile into his deck and destroy one of his Tower. If a lord has no 
tower, he reshuffle his deck with no penalties.

8. End of turn: The game proceeds to the next lord in clockwise order.



Text ability language

There are a couple of guide line to follow regarding the rules of the cards.

Keywords Zones : Cards have multiple function since besides being in hand, it could be placed on the 
battlefield, in the vault or even cast as a spell. The location of a card in a zone changes it's personality. 
Zones has a name, a keyword identifying the card in it's zone, and a keyword to indicate movement 
toward this zone.

Zone Name Card Name Movement Name
Deck Card Recover
Hand Hand Card Return, Draw
Vault Crystal Crystallize
Groove Energy Energize
Fortress Tower Fortify

Spell Cast
Battlefield Creature Summon
Trash Trash Trash

Examples:

Return a crystal (Move a card from the vault to the hand)
Destroy a creature (Move a card from the battlefield to the groove)
Energize 3 cards (Move 3 cards from the top of the deck to the groove)

Some notes about the keywords above.

Destroying and   Trashing   cards  : When an effect destroys a card, it will be placed in the groove. If a 
Tower is destroyed, you add a second card from the top of your deck in the groove. Trashing cards will 
place them directly into the trash which is less advantageous because the lord will not be able to use 
them as energy.

Draw and Return: Draw is a special keyword that implies moving a card from the top of the deck to the
hand. It is used only to make the vocabulary more intuitive. Return consist in moving any card from 
any zone into the hand.

Fortify and Cast: Fortify is used when adding towers to the fortress, while cast is used when casting a 
spell and leaving it active face up in the fortress.

Cards: Refer to the cards in the deck. Any operation on the cards will take them from the top of the 
deck unless specified otherwise. So “Trash 3 cards” means take 3 cards from the top of the deck and 
place them in the trash.

Zone Functions: Here is a summary of what each zone is used for.

Battlefield: Only the ability text and the stats of the creature are active. Ignore any other information on
the card, like spell abilities, unless a creature ability allow you to use it's spell ability. So if an effect say
“Destroy a creature”, you know for sure that it's any card on the battlefield. Creatures cannot be in any 



other zone than the battlefield. In some advanced rules creatures can be placed face down as a generic 
creature. In that case it use the stats on the back of the cards.

Vault: In this zone, all cards are crystal. The only thing you consider is the sphere type of a card. Any 
effect that refer to “crystals” is a card in this zone. Crystals cannot be in any other zones than the vault.

Fortress: This zone is particular because face down cards make them act as Tower, while face up cards 
makes them act as active spells. Towers Ignore all information on the card, while spells only use the 
spell section of a card. Again, spells cannot be placed in any other zone than the fortress. You can use 
creature cover to hide the top portion of the card to make it less confusing.

Groove: In this zone, each card is considered to be an energy that can be discarded to cast spells during 
retaliation. The content of the card is not used. 

Trash  , Hand and Deck  : In these zone, all cards are considered to be only cards. Only the trash is face 
up and any text ability are not active. The deck is hidden to all lords, while the hand is only visible to 
the owning lord.

Ability types: Creatures have various type of abilities which could be categorized as follow.

Passive Abilities: Those kind of abilities are special abilities that are active without the need to be 
activated. They are mostly used during combat resolution. For example, if a card say “This creature 
cannot attack”, well it's a permanent effect that will always be active.

Conditions: Still there could be some conditions for the passive ability to take effect or not. For 
example, you could have “This creature cannot attack IF there are no other creatures.”. This means that 
while the creature is alone on the battlefield, the passive ability takes effects. But as soon as another 
creature would enter the battlefield, the condition will be broken and the passive ability will not apply.

Trigger Abilities: Those kind of abilities are activated when a certain event occurs. Then it is resolved 
and the game continue. There are no ongoing effects. Trigger abilities are composed of: Triggers, 
Effects and Conditions (optional). For example:

“When Summon, draw a card”

Summoning the creature is the trigger that will happen once through the game and drawing a card is the
effect. Triggers will be expressed as icons instead of text to increase readability. Conditions restrict the 
execution of the effect. For example:

“When summon, draw a card IF you have no other creatures in the battlefield.”

In that case, the trigger will only be activated if you have no other creatures on the battlefield. 

Creature Status 

Engaged   or Exhausted  :   The engaged zone is a subsection of the battlefield. Card in this section are 
considered as engaged. Attacking creatures will be pushed into the engaged zone when attacking.

Afflicted: Creatures can also be afflicted, in that situation the card is turned sideways. Afflicted 



creatures are weaker and cannot use their trigger abilities. Afflicted creature will use half of their 
strength during battle. All bonuses given from spells or special abilities will also be divided by half.

Variables: Some text abilities can refer to various variables. They will be indicated in [brackets].

[CreatureCost] : Value to summon the creature.
[SpellCost] : Value to cast the spell.
[Strength]: Strength value of the creature. Afflicted creature will use weak strength.
[Race]: Some rules could refer to the race of the creature.
[Sphere]: Reference to the color of a card.
[CreatureType]: Reference to the type of creature if there is one.
[SpellType] : Reference to the type of spell if there is one. 
[This]: Reference to the current card.

Targeting: The target of a spell is always determined by the lord who cast the spell. Any movement 
from a zone to another will take place in the zone of the targeted lord. So for example, a spell effect 
like “Return a crystal” can be used in 2 different ways.

1. Make an opponent return one of his crystals to his hand.
2. Return one of your crystal to your hand.

The choice of the card is by default the caster's choice.

Other Keywords

Shuffle: The cards in the zone are shuffled.
Search: You may look at all the cards in the zone and select the card you want.
Random: The cards are selected randomly.
Opponent Choice: The opponent will chose the target of the card.
Replace: Switch cards from a zone to another.
Matching: A card that is has same or lower cost or same color. If not specified, both must match.

Deck Assembly

There are various way to assemble a deck. I strongly suggest that both players use the same method, 
else the results could be unfair. But the game would still be playable.

Pre-Design: Cards are distributed as pre-designed ready to play decks. You can use those deck, or 
recreate those pre-designed decks if the cards get mixed up.

Set Selection: Cards are organized in groups of 12 cards named as a set. At the beginning of the game, 
layout on the table all the set flavor cards. In clockwise order, players chose a set card to add to his 
deck until he has 4 set. Then distribute the selected set to the players. 

Custom Design: Players can design their own deck of cards any combination of cards may be used as 
long as the deck contains 48 cards and no more than 3 copies of each card.

Random Design: Distribute randomly 48 cards to each player and that makes their deck. Players could 



or could not be allowed too look at their cards before playing. It could also be possible to distribute 
more than 48 cards and make players chose which 48 cards to keep.

Mirror decks: Requires to have multiple copies of the same game. The idea is that all players has 
exactly the same deck constructed using any other method they like.

Open Draft: Shuffle all the cards available for drafting, Flip face up a number of cards equal to the 
number of players + 1. In clockwise order each player select a card, and the last card is discarded. 
Rotate the first player to chose the card and continue until everybody has a deck of 48 cards. To 
accelerate the process, you can draw twice the amount of cards and make players pick 2 cards at a time.

Closed Draft: Distribute randomly 13 cards to each player. They each take 1 card, add it to their deck 
and pass their hand in clockwise order. When done, the 13th card is discarded, another set of 13 cards is 
distributed, and players now exchange hand in counter-clockwise order. Continue until everybody has a
deck of 48 cards. To accelerate the process, players can take 2-3 cards at a time. 

Blind Draft: Use the same method as open draft except that the cards are placed face down on the 
table. So only the colors can be used as an indicator of deck construction.

Card Distribution and Identification

Cards are designed, distributed and packaged in a very specific way. Each card has also an unique 
identification coding system that could be useful to sort cards when needed.

Collection: A collection of cards is composed of 80 unique cards with 3 copies of each cards. There are
16 cards for each sphere of magic and 2 card for each creature race.

Deck: A collection is packaged as 5 decks of 48 cards. If you get all 5 decks, you get all the cards in the
collection.

Set: A set is composed of 12 cards. Each deck has 4 set of cards.

Identification

The identification system follow this pattern:

AAAA-BC-D  EF For example: 0001-2B-3  3J

Thee left part is called the identification value. It assign a unique code to each card. The right section is
the composition value. It is used to sort the cards in order to recreate the original deck and card sets.

AAAA: This is the collection number. Each collection released officially or by the users will have a 
unique collection number ID.
B: Identifies the sphere of the card with a number: 1=Science, 2-Ether, 3=Spirit, 4=Chaos, 5=Nature
C: Identifies each of the 16 card in a sphere with an hexadecimal number (0 to F)
D: Version number of the catalog version used to design the card.
E: Deck number from 1 to 5.
F: Letter identifying the card set. The set ABCD goes into deck 1, EFGH into deck 2, etc.



Multi-Player Rules

There are various multiplayer gameplay possible. I'll explain the basic rules and then the various 
gameplay.

Basic Rules

Destroying a lord: When you destroy a lord, he is eliminated from the game and you add a Tower from
the top of your deck into your fortress.

Spell and Attack Range: Each multiplayer gameplay will have a different spell and attack range. This 
determines which lord can be attacked or targeted by a spell. Attack range is used for attacking lords 
fortress and creatures while spell range is use for spell effects.

Game Play Mode

Free for All: All lords can attack and target any lords. The last lord to survive is the winner. This is 
normally recommended for a low number of lords like 4.

Limited attack Range: Each lord can attack and target lords sitting adjacent to him. So a lord will 
always have at most 2 opposing lords in range. When a lord is destroyed, he leaves the table now 
changing the lords in range. The last lord to survive wins. Recommended when you are 5 or more lords
to avoid all lord targeting the same lord.

Team Play: Lords play together in teams of 2 people. The team members must sit in face of each other 
and the lords have a attack and target range limited to their adjacent left and right lords. The last team 
to survive wins. Plays well at 4 and 6 lords.

Tag Team: ?? requires testing?? 1 player on the same team fight at a time, other players cannot draw 
cards while outside battle. The first player or both players must be destroyed. 

Citadel: ?? requires testing??, teams of 2 players which each has 5 tower each. Both players play their 
phases at the same time. Crystals and groove cannot be shared, but creatures, towers, active spells are 
shared by both players.

Golden Rules

These are a series of golden rules that are enforces thought the design of the rules and the cards.

What you pay is what you get: A card should not be powered up or powered down according to its 
sphere, race or any other reason that does not influence the card's capabilities.

A card stay in the lord's area: A lord'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 lord can only play cards during his turn: New cards can only be placed into play when it's the 
lord's turn. A lord can never Cast/Summon a card in an opponent's turn. The only exception is during 
retaliation by casting spells with groove energy which only occurs in a specific step of combat 



resolution. That is the only situation where the turn of the active lord can be interrupted by his 
opponent.

The card text has priority over the basic rules: If a card contradict a basic rule, the card text takes 
precedence.

Glossary

List of useful keywords mostly used on the card’s text. This list does not contain the abilities.

Active Spell: Spell permanently in effect located in the fortress.

Afflicted: A creature placed sideways. It's trigger ability is not effective while afflicted and it strength 
is reduced by half.

Battle: A creature is considered to be in a battle if it is fighting another creature whatever the reason 
(attacking, blocking, being attacked, etc.) Attacking the fortress is not considered as a battle.

Battlefield: Zone where the creature are placed.

Creature: A card placed in the battlefield is called a creature whatever its orientation.

Crystal: A face down cards placed sideways in the vault. Placing a crystal in a vault is called charging 
a crystal. They generate mana to be spent on spell casting and creatures. Each crystal is affiliated to a 
type of sphere.

Cure: Action of placing an afflicted creature in Normal status. 

Deck: Stack of card owned by each lord.

Destroy: A destroyed card is placed as energy in the groove. When a Tower is destroyed in the groove, 
a 2nd card from the top of the deck is also placed in the groove.

Trash A trashed card is placed in the trash pile. So a trashed card does not pass through the groove.

Dizzy: A creature placed in the battlefield is dizzy until the turn is over. A dizzy creature cannot attack. 
This status is not marked in any way since it’s a temporary status. As a reminder you can place those 
cards on the right or left side of the battlefield.

Energy: A card placed face down and sideways in the groove.

Engaged or Exhausted: Using a card for attacking, blocking or other abilities will make it move 
forward in the engaged section of the battlefield. Creatures in that section are considered engaged.

Evoke: Use by some card abilities as “Evoke [This]spell”. It simply means to execute the effect in the 
spell section of this card. 

Groove: The zone where energy is placed.



Hand: Group of cards hold into the lord’s hand

Lord: A character representing the player. He lives in the fortress and his protected by his Tower. To 
destroy a lord, you need to break his 5 Towers and make an additional attack on the fortress to win the 
game.

Mana: This is the resources generated by crystal to cast spells and summon creature. It's a temporary 
resources that cannot be carried over the turns.

Ready: A card ready to be used. They are placed in the ready zone of the battlefield. Ready creatures 
can be used for attacking or for their abilities.

Regroup: The action pulling back engaged creatures back into the ready zone.

Retaliation: A phase in your opponent's turn when you can casting spells from your hand using your 
groove. This generally happens when an opponent add energy to a lord's groove.

Siege: When a creature attacks the fortress, it's called a siege.

Sphere: The magic is composed of 5 different sphere which are like 5 different flavors to how magic 
can be used. The spheres are: Science, Ether, Spirit, Chaos and Nature.

Tower: A face down card placed in the fortress

Fortress: A place where active spells and Tower are placed. Tower are face down cards while spells are
face up.

Vault: The zone where crystals are placed.

Reference

Random Notes

Other possible Sphere codes: Science = S, Chaos = C, Nature = N, Spirit = I, Ether = E


