WHAT IS WARD?

Ward is a dice-driven trading card game where every match feels like a cinematic showdown. You
build a party of creatures, cast powerful magic, and roll dice to determine attacks, damage, and
game-changing moments, blending the strategy of card games with the thrill of tabletop RPGs. Play
intense 1v1 battles, team up with friends in chaotic multiplayer rumbles, or band together to take
down massive raid-style boss creatures that fight back and can wipe the table if you are not careful.
Ward is easy to learn, wildly unpredictable, and packed with clutch rolls, last-stand victories , and
unforgettable stories that make every game feel different and leave players immediately w anting
another battle.

What you need(per player)

x 30-card deck - B
x At least 1 six-sided die (D6jmore dice = faster game%#@
x Way to track HP (paper/phone/calculatorl

How you win
Creatures that are killed or are sacrificed go tacmetery.

al $GG XS WKH +3 RI DOO FUHDWXUH FDUGV LQ \RXU RSSRQHQW(YV
ZA If it reaches300+ total HP, you win.

Setup (do this)

1. Shuffle your deck.
2. Each player rolls 1 dige.ower roll choosesto go first or second.



3. Each player draws cards

4. First turn rule : No one can battle or cause damage dutiedirst turncycle ERWK SOD\HUV Y |
turns).
Both players mustlay 1 creatureon their first turn.

The field rule (super important)

You must always hava primary creature on the field.
If your primary creature is killed, you musplace itimmediately (no playing magic during that replacement).

, I \RX FDQYfW SOD\ D FUHDWXUH

x Reveal your hand, shuffle it into your deck, draw the same number, and try again until you can play or
x If you truly cannot play a creaturgou lose This includes none in your hand or deck.
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Your turn (5 phases every turn)

1) Draw Phase
Draw 1 card (Draw 5 on the very first turn of the game).
Max hand size i8. If over 8, discard down to 8 at the beginning of your turn before doing anything else.

2) Summoning/ Magic Phase

x You may play magic8Blue Cards
x You may normal summoonly 1 creature per turn. Tan Cards
x Only 1 primary creature is allowed on your side of the field

3) Combat Phase
<RX PD\ DWWDFN \RXU RSSRQHQWTV FUHDWXUH VHH 3%DWWOH" E
If a primary creature is killed in combat, the combat phase ends immediately.

4) 2" Magic Phase
You may play more magics. No summoning here.



5) End Turn
Your turn is over and now your opponent will take the same phases you didVayrn is over ~

Summoning (how sacrifices work)

$ F U H DAYOULHSeV (AL) tells you how many sacrifices you need to summon it.
x AL 1 #6: no sacrifice
x AL 7 #A1: sacrificel creature
x AL 12: sacrifice2 creatures

Sacrifices can come frothe field or your hand and are sent to yogemetery.

AL can never go above 12even with buffs from card effects.

Battle (do this every time you attack)

Step 1:Speed(who attacks first?)
CompareSpeed (SPD)Higher SPD goes first.
If tied: each roll 1 die, higher goes first (redo each tied battle).

MODIFIER

Step 2:Hit Roll (did you hit?) -
Attacker rolls2 dice (+ any Hit bonuses)$G G \RXU FUHDWXIU |\ \‘ w
If total is « G H 1 HQ G H UWHiiVIf Bot, you miss (O damage). ot :

Critical Hit and Miss

x Critical Hit : All 6s on your Hit Rolldouble Attack Damage
x Critical Miss: All 1s on your Hit Roll, yowauto missand takel die damage to yoursel{no bonuses)

Step 3:Attack Damage Roll(how much damage?)
, I \RX KLW UR O QAticRXDiceFH A0 Kew KHpUffs).
6XEWUDFW WKDW WRMPDO IURP WKH GHIHQGHUTYV

If a creature hit® HP, it is killed and goes to the cemetery.

Then, the slower creature returns attack VDPH VWHSYV LI LWV VWLOO DOLYH




Magics (use what the card says)

Magic can buff, weaken, heal, damage, summon, disrupt and so much more.
Some magic stays on the fieldf{nite ). You can only havé Infinite cards on your side of the field at once.
Some magic isightning DQG FDQ EH SOD\HG RQ HLWKHU SOD\HUfV WXUQ Z

Deck rules(quick)

x 30 carddNo More, No Lesp
x Recommended mix8 A2 creatures 18 22 magic
x Max 3 copiesof the same card in a deck

TKDWTV LW

Summon creatures, cast magic, battle with dice, and continue taking turns untilygiXod RSSRQHQW '\
cemetery reachex)0.
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1. Introduction
1.1. Welcome to Ward

1.1.1. Welcome to the world of Ward, a dice-fueled trading card game where players summon
creatures, roll dice, battle each other, or even team up to take on terrifying bosses.
Blending tabletop RPG combat with fast, strategic card play, Ward delivers high-stakes
decisions, explosive turns, and unforgettable moments every game.

1.2. Core Gameplay Concept

1.2.1. Ward features a hybrid combat system that fuses classic trading card strategy with
tabletop RPG&tyle dice combat. Players can battle against their friends, or build a party
and clash in boss-style raids to outplay their opponent andURN THE TIDES OF WARD

2. Game Setup and Requirements
2.1. What You Need to Play

2.1.1. For your first Ward match, each player must have the following: - A deck3# Ward cards
- At leastone standard six-sided die (D6) (additional dice are recommended, (3+) - A
calculator, pen and paper, or digitalmethod to track creature Health Points (HR)

3. Building Your Deck
3.1. Deck Construction

3.1.1. Deck building is a critical aspect of Ward. A well-balanced deck can determine victory or
defeat.

3.1.1.1. Creature Cards: Thetan colored cards used to battle opposing creatures.
Recommended:8-12 cards.

3.1.1.2. Magic Cards: Theseblue colored cards provide buffs, debuffs, damage, healing,
utility and much more. Recommended:18-22 cards.

3.2. Card Limits
3.2.1. A deck may containno more than three copies of any card of the same name.

3.2.2. Certain cards may bebanned or limited during official gameplay for balance and time
considerations. Refer to the current Banned and Limited List it
(WWW.WARD-CARDGAME.COM)

3.2.3. Banned or limited cards may still be used in unofficial play.




4. Winning the Game
4.1. Victory Condition

4.1.1. A player loses the game when the total Health Points (HP) of all creature cards in their
cemetery reaches300 HP or moreatone time. This is the creature base HP listed on the
card.

4.1.2. If a player has 300 HP or more in their cemetery, theymediately lose the match.

4.1.3. Both you and your opponent are responsible for tracking cemetery HP. If you reach the 300
HP limit and your opponent does not call you out or request a cemetery check, play may
continue until they do.

4.1.4. If you exceed 300 HP and your opponent does not call you out for losing, and play
continues, you may still call them out when they reach 300 HP in their cemetery. In that
case, you win, even if you had already reached 300 HP earlier.

4.1.5. If an action taken by a player would cause themselves to lose the match, this play cannot
occur if called out by the opponent.

- Example: A player sacrifices a creature to summon another, but this would put
them over their 300 HP limit. They do not lose for this mistake, however, the action
or play, cannot occur, and they must reset prior to the attempted action.

4.2. Adjustable Game Length

4.2.1. Players may agree before the game begins to increase or decrease the HP threshold for
longer or shorter matches.Standard official matches play to300 cemetery HR

4.3. Cemetery Integrity

4.3.1. If a creature is removed from the cemetery by a card effect, its HP no longer counts toward
the total.

432. ,+1...6X\UljleUeXie'Ue 6 XU:UU:2062e \U&616e6X...UF, Ui27U1I
any time.

4.3.3. Effects of creatures and magics in the cemetery are no longer active. Some exceptions
may exist. See card for more detalils.




5. Creature Cards Explained

5.1. Creatures are theTAN cards and the primary combat units in Ward. They are the driving force

behind battles.

ARMOR LEVEL
THE NUMBER YOUR

CREATURE NAME OPPONENT MUST
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HOW MUCH DAMAGE
THIS CREATURE
CAN SUSTAIN

SPEED
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HOW THIS CREATURE
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THIS CREATURE
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ATTACK ROLL




5.2. Creature Card Elements
5.2.1. Each creature card contains the following components:
5.2.1.1. Creature Name: Identifies the creature. Some effects reference specific names.

5.2.1.2. Creature Type: Categorizes the creature (e.g., Beast, Demon, Undead). Certain
effects interact with specific types.

xBeast &
xBug @&

XxCosmic
xDemon ¥
xDragon

XElemental &%
xHumanoid @
xDinosaur .
xUndead @
xMechanical @

5.2.1.3. Creature Artwork : Visual representation of the creature. Artwork may be relevant to
card effects.

52131 E,I1U+&atUree UI2 + ¢ée\UQ,U eeie'U"i1li addnghiReapdre X6l e
| U(2eUeXd0U Thtlezie 8+ePUj+TU 2 + éeUQ,UTiLli sUI\U"
holding asword. Seeextended card descriptionsif the weapon on the art is
unclear.




5.2.1.4. Card Rarity: Indicates availability and collectability.
. Common - Very easy to obtain in any pack.
“@» Uncommon - Easy to obtain in any pack.
Rare - Easy to obtain but only appear in rare slots of a pack.
Epic - Hard to obtain and only appear in rare slots of a pack.
* Legendary - Very hard to obtain and only appear in rare slots of a pack.

“ Mythic *There is only one card of this rarity per generation.

* Promo +Only available through special events or promotions

5.2.1.5. Attack Name: * 6U2i16U: Ue 6UeéX6iejXd \Uieeie'R
5.2.1.6. Attack Dice Rolls: The number of dice rolled for damage after a successful hit.

5.2.1.7. Armor Level (AL} The value an opponent must meet or exceed to hit this creature.
AL may never exceed 12. This includes additions from magics/creature effects.

5.2.1.8. Speed (SPD) Determines which creature attacks first during battle. (Highest)

5.2.1.9. Health Points (HP): The amount of damage the creature can sustain before being
killed.

5.2.1.10. Modifier : Bonus applied to Hit and Attack Damage Rolls.

5.2.1.11. Creature Effect Area: Special abilities unique to the creature. Effects may typically
be used once per turn unless stated otherwise.

5.2.1.12. Card Generation: Indicates the release set the card belongs to.

5.2.1.13. Creature Biography: Flavor text and lore information.

5.3. Attack Damage Multipliers

5.3.1. This is when a creature inflicts damage that is multiplied at the end of calculation. Follow
PEMDASmathematics.

X Example: “ 06 Wssassin creatureinflicts 3x Attack Damageif it hits first during a
battle. This means the Assassin hits first, rolls its Attack Damage, and then applies any
modifiers or buffs from effects. If the total Attack Damage after modifiers and buffs is
20, that total is then multiplied by3, resulting in60 HP of Attack Damage.



5.3.2. If multiple Attack Damage multipliers affect the same Attack Roll, calculate the damage
normally, then apply each multiplier sequentially, multiplying the total by the first
multiplier, then the second, then the third, and so on.

X Example: “ 6 Wssassin creature hits and calculates its total Attack Damage. If the
total Attack Damage is20, it is first multiplied by 3, resulting in60 HP of Attack
DamageBRUIl U...:jU i}6UI+\:UU+I... Badksald Unhich enultiphesittack
Damage by3, you then multiply the60 Attack Damage bys, for a final total of180 HP of
Attack Damage.

5.4. Field Example

5.4.1. Below is an example of a Ward play field. Take note of the single creature in front and the 5
magic slots behind them. There is also an area on both sides of the primary creature for
Limited Summons. Seesection 13for more on limited summons.
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6. Magic Cards Explained

6.1. Magic are theBLUEcards and provide powerful effects that can dramatically influence the
battlefield.

POWERS/MAGICS

TYPE
WHAT TYPE OF
MAGIC THIS IS

POWER/MAGICS NAME
WHAT THIS CARD IS

\J

(25 NGHTHARE CLAW

" e R

HOW HARD IT IS TO By
OBTAIN THIS CARD

FLAVOR TEXT

POWER/MAGICS

EQUIP/FIELD
DETERMINES IF THIS )i
CARD AFFECTS A

SINGLE CARDOR JI —— :
MANY 20, yLec) us:F nerd How -r"ls CARD
EFFECTS THE MATCH

SUMMARY

POWERS AND MAGICS ARE JUST AS IMPORTANT AS THE CREATURES ON THE
FIELD. THESE CARDS CAN DO ANYTHING FROM POWERING UP YOUR CREATURES
TO GAIN THE EDGE IN BATTLE, WEAKEN YOUR OPPONENT, COMPLETELY REMOVE
ALL CARDS FROM THE FIELD, AND SO MUCH MORE. THERE IS ALMOST NO LIMIT
TO HOW THESE CARDS CAN CHANGE THE MATCH.



6.2. Playing Magics

6.2.1. The method of playing a magic card is the act of taking the card from your hand and placing
it to the field. This activates the cards effect. There iso cost for playing magics in Ward.
You may play as many card as you like during yomagic phasesof your turn. This includes
single use, infinite, and hybrid magics.

6.2.2. Play/Activation Cost : Some cardsrequire a cost to be paid in order to be played or
activated. This cost must be attempted before the card is played or activated. If the card is
negated, cancelled, or prevented from resolving, the original cost does not apply.

Example: A player attempts to play Mysterious Door aewhichrequires inflicting 10 HP
damage to their primary creaturebefore activation. If the opponent responds with

Haunted Tree sewhich negates a Magic card when playedJysterious Dooris negated.
Because the card is negated before resolvingho damage is inflicted , and the activation
cost does not apply.

6.2.3. Hybrid Magics: A magic that also acts as a@reature while on the field. These cards
typically do not count toward your total cemetery HP. See specific card for details.

6.3. Magic Card Elements
6.3.1. EachMagiccontains the following components:
6.3.1.1. Magic Card Name: Identifies the card. Some effects reference specific names.
6.3.1.2. Magic Card Artwork: Categorizes the card and represents the effect.
6.3.1.3. Card Rarity: How hard or easy this card is to obtain

6.3.1.4. Magic Sub-Type: Indicates whether the effect applies to aingle card ( ) or
multiple (Field).

6.3.1.5. Magic Effect Box: "6\éX & 06\Ue 6Ue&IiX7 \Ud o0éeR
6.3.1.6. Magic Type: Standard, Infinite, or Lightning.
6.3.1.7. Card Generation: Which set this card is a part of.
6.4. Magic Sub-Type
6.4.1. Field: Affects multiple creatures or areas as specified.

6.4.2. . Attaches to a single creature. If the equipped creature leaves the field or changes
control, the equipped card is destroyed.

6.4.3. None: Normally targets a creature or magic and then is discarded after effect resolves.



6.5. Magic Card Types
6.5.1. Standard: Single-use cards sent to the cemetery after resolution]

6.5.2. Infinite : Remain on the field until destroyed or resolved. A maximum of five may be active
at once on your side of the field. /™ -

6.5.3. Lightning: May be played at almost any time when conditions on the card are met. Sent to
the cemetery after resolution unless stated otherwise. ;

6.6. Equipping to Other Creatures

6.6.1. In Ward you may equip magics to youspponents andallies creatures. Some cards
specify which creature they may be equipped to.

6.6.1.1. ® 62UO6Wj UU 2 Ue:U...:jXU:UU:262e \UeX0I&pPURaitdeefo U oW
the field and will occupy one of your magic slots if it is an infinite magic. The
equipped card will be sent toyour cemeteryif destroyed or removed from the field
unless otherwise stated by card effect.

6.6.1.2. When equipping magics to youpartner in a team match the equipped card will take
up a magic slot onTHEIRside of the field but will return toyour cemeteryif it is
destroyed or removed from the field, unless otherwise stated by card effect.

7. How to Play

7.1. Game Start
7.1.1. Each player rolls one six-sided die. Thiewer roll chooses whether to go first or second.
7.1.2. Each player drawdfive cards. Only on turn cycle 1, during your turn.
7.1.3. During the first turn cycle of the game, players maMOT initiate battle or cause damage.

7.1.4. All players must summon one creature during their first turn.



Turn Explained-Draw

DRAW YOUR CARDS
The first step of your

turn is to draw a card
from your deck and
place it in your hand.
During your first turn of
the match you will draw
5 cards. Every turn
following, you will only
draw 1 card at the

After drawing a card, the next
part of your turn is to use
magic and summon a creature.

There must always be a
creature on your side the field
at all times. However, in WARD,
you can only have ONE single
creature on the field.

You can play as many magics
during your turn as you like.
There is NO cost for using
magic.




Battle!

Once the player declares battle, the ‘
creature with the higher Speed (SPD) will
begin the battle. If the SPD match, roll a
die to determine who starts the battle.

Starting Player will roll 2 dice to beat

their opponent’s creature’s AL. If they
match, or beat the AL number, the
player then rolls their attack damage
roll to lower their opponents creature
Health Points (HP)

Add the MODIFIER to the end of both
your HIT and ATTACK dice rolls for that
creature.

lllllllll

Both you and your opponent’s
creature will engage in combat

(@ during each battle.
IF YOU MISS YOUR HIT ROLL, YOU DO NOT GET TO ROLL FOR ATTACK DAMAGE

Turn Explained-Magic Again

After you have battled, you now have
another chance to use any magics in
your hand before ending your turn.

vasvnonnns aasimi

This can be a great time to play magics

that may protect you now that your

opponent is about to begin their turn.
You cannot summon/sacrifice
creatures during this portion

of your turn. Only Magics.

--------

ONLY 5 INFINITE MAGICS CAN BE ON
YOUR SIDE OF THE FIELD. SINGLE USE
AND LIGHTNING MAY STILL BE PLAYED.



7.2. Mandatory Creature Rule

7.2.1. A player mustalways have a creature on the fieldlf a creature is killed, it must be
immediately replaced. The match pauses until the player replaces their creature. This may
occur outside of the normal summon rules for the turn. Normasacrificing rules still apply.

7.2.2. If no creature can be played, the player shuffles their hand into their deck and redraws the
same number of cards they shuffled in. They will continue this process until they have a
playable creature in their hand.

7.23. | UlUU+IT...06X \WlléXanbeheythavend cards in their hand they will draw one card
at a time until they have a playable creature and shuffle the remainder back into their deck.
Normal sacrificing rules apply.

7.2.4. If the player has no playable creatures in their hand or deck, they lose the match. This may
happen even without 300 HP in their cemetery

8. Summoning/Sacrificing

8.1. In Ward you will summon creatures to the field and battle your opponent. During your turn you
may normal summon one creature as your primary creature. You may only ha@&E primary
creature on the field at a time.

8.2. Sacrifice : The method of sending creatures to your cemetery to summon a creature of Armor
Level7-12to the field.

8.2.1. To summon higher Armor Level creatures, sacrifices are required. This is determined by the
base Armor Level(AL) of the creature being summoned.

X AL 1®: No sacrifices required.
X AL 7d.1: One sacrifice required.Field or Hand.

X AL 12 Two sacrifices required Field and/or Hand.

8.2.2. <léX eodiUexodiejXo6\Uli..Ue:16U X:1Ue §HndaresentXoitee 6U U +1 ..
\ieX @& 2 UU+i..06X \UeWNToosvand thelt t@alltemetery HP.




8.3. SUMMON REQUIREMENT CREATURES

8.3.1. Some creatures may haveadditional requirements to normal summon them to the field.
See the specific card effect for further details on how to play these creatures. Summon
requirements areNOT considered acreature effect.

SUMMON REQUIREMENT.

This creature can only be summoned by
placing "Sharkling™" under this card on the
field. If this card is removed from the field,
changes control, or is killed, "Sharkling”
follows it.

2nd Edition © 2025 Ward Trading Card Gompany LLe020/150 | lllus. Fabricio Vainer

8.4. Killing Own Creature

8.4.1. During a players 2 phase (Summon/Magic) they may choose thill their own creature and
send it to their cemetery. The killed creature counts toward the 300 HP limit. They will then
need to follow the same rule as if their creature was killed by their opponent. Seection

7.2.

8.4.2. The act of killing your own creature, and summoning a new onepunts as your 1 standard
summon per turn limit that is normally taken during your 2 phase of the turn.

8.4.2.1. You may do this onlyone time per turn

9. Turn Structure/Turn Cycle

9.1. Each turn consists of five phases:

1. Draw Phase: Draw one card. Draw 5 cards on the first turn of the match.

X Maximum hand size iight cards. If you have more than eight cards in your hand,
discard down toeight only at the beginning of your turn, immediatelgifter the draw
phase. You cannot play magic/summon until you have discarded down to eight cards in

your hand.



2. Summoning and Magic Phase:
X Summon creatures.
x Play magics.
X Only oneprimary creature may be summoned per turn by standard means.

3. Combat Phase:
X Initiate battle. (Optional)
x Combat Phase ends immediately if a primary creature is killed.

4. 2" Magic Phase
X Additional magics may be played.
x No summoning or sacrificing.

5. End Turn: You are done with your turn and your opponent will now take the same phases you
did.
9.2. Turn Cycle

9.2.1. A Turn Cycle is the act of all players taking their respected turn and completing all phases
within it. Some cards will specify exactly when an effect starts, and ends in a turn cycle.

DRAW, MAGIC/SUMN




9.2.2. Aturn cycle always starts at thébeginning of a players turn.

9.2.3. Card effects that state they last forXamount of turn cycles will end at the beginning of the

turn cycle in which they were played, following the amount specified. This is regardless of
what phase of your turn the card was playedsee DOT and HOT section 11 for exceptions

9.2.3.1. The phase of the turn a card was playedoes not affecte 62U e \Ud 0eéeUs ++1

9.2.3.2. Example: YouU+1i..Ue &UasiXdrh U:2 U 2:iixdit phase of your turn
Ghost Form makes your creature immune to damage fd turn cycles. You will have
e 6U6 06eeU: U@ :\eU>:X1U :XUe 6UX01i 276XU: U...:jXUe
..1jXU02e X6U206,eUejX2aU..:jXUb62e X06U:UU:262e \U20,¢
at the beginning of your upcoming turnpbefore you draw Thus,2 Turn Cycles
completed.

10. Battle

10.1.

10.2.
1.

4.

Abattle in Ward is always a back and forth between the two creatures and occurs during the
Combat Phase Both creatures involved in the battle will be rolling their Hit and Attack Rolls.

Battle Steps- Both creatures engaged in battle will take these steps:

Battle Declaration :

X Verbalize you want to battle.

X You must declare which creature is battling and their target creature for that battle.
Speed Determination :

X Which creature attacks first in battle.

X The creature with the higher speed stat goes first in battle.

x If two creatures have the same speed stat or a magic card creates an ambiguous
scenario, roll a single die each to determine who goes first for that battle.

Hit Roll:
x The act of Hitting the opposing creature.

X The Hit Roll isALWAYS2 dice ieU e \Ueaei\6RU* \Uil:j2eUli. ceatdeli+ed
and magic effects.

X To perform the Hit Roll, roll two six-sided die and add the creature Modifier to the value

of the Hit dice rolled. MODIFIER

X The value of the Hit Roll must meet or beat the attacked creature

proceed to the Attack Damage Roll step. “l\‘

.m-yu-mﬂi_";."‘l" L3 +3

TRIDENT IMPALE EY 7.
[ ——
X The act of causing damage to the opposing creatures Health Points (HP).

x If you Hit, youMUSTnow roll your Attack Damage Roll.

x To perform an Attack Damage Roll, Roll the Attack Dice as indicated on your creature
card then add the Modifier to the value of the Attack Dice rolled.

Attack Damage Roll:



X Subtract the value of the Attack Dice + Modifier (and any other effects that might
increase the attack dmg) from the targeted creatures HP.

5. Slower Creature:
X The second/slower creatures Hit/Attack rolls.

X The creature you are battling wittMUSTnow respond with steps3-4 against the
creature that attacked it.

6. End Battle:
X Concludes the battle between 2 creatures.

X Once both creatures involved in the battle have rolled against each other, the battle
between them is over.

X More battles may take place during th&Combat Phasewith the use ofLimited
Summons or magics(SeeSection 13.

10.3. Critical Hit/Miss

10.3.1. Critical Hit : Rolling all sixes during the Hit Roll. Attack Damagde doubled after all
modifiers/buffs have been calculated.

10.3.2. Critical Miss : Rolling all ones during the Hit RollYou automatically missyour Hit Roll
X6 IXT+6\\U: U...:jXU:UU:206 2 e debl dng b&idd flat: gahiagesto yourself.
This is the damage shown on the die. Does not include any modifier, effects, buffs, etc.

10.3.3. You cannot critically Hit or Miss if rolling only one Hit die.

10.4. Types of Damage
10.4.1. There are 4 types of damage that can be inflicted in Ward.

Attack Damage: The damage inflicted by a creature during battle.

Damage Over Time Damage inflicted over multiple turn cycles/turns. (See sec. 11)

Instant Damage : Damage inflicted outside of battle through the use of card effect.
Percentage-based damage: M612\Ue 6U6 o6eéeU+::"\Uleldentdd gtiedi e j X €
removes a percentage of it instead of a fixed number. The damage calculation of
percent-based damage is still numerical and therefore has a whole number of damages
assigned to the damage inflicted on a creature.

X X X X

11. Damage Over Time (DOT) and Healing Over Time (HOT)

11.1. Unless specified otherwise on the card textDOTand HOT effects apply once per turn cycle,
beginning at the end of the combat in which they were applied.

11.2. Common DOT effects read as follows: Inflict X HP damage once per turn cycle, foX turn
cycles RlIftead this way, specified damage is normally taken at the end of the Combat Phase.
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OF cu M BnT 2 When this creature hits, the targeted creature

},

receives 10 damage once per turn cycle, for
2 turn cycles.

11.3. DOTs cannot stack. This means if you apply a DOT to a creature, the effect must resolve prior
to the application of another DOT.

11.3.1. EXAMPLEAUi2U ... : j X U ¥ Ay BearjX Ue\U ... :j X U : IBdarBdtfeRU) \Uaed 2
his 2-Turn Cycle DOT EffectBear Wolf takes the initial 10 HP DOT damage at the end of
e 6Ueé:1aeieUU I\6RUIeU \U2:eU...:jXU:UU:262e \UejX2Ui2iUe
Bear Wolf. Your Grizzly Bear Hits again, however, since Bear Wolili®ady under the
effect of your DOT they do not take any additional DOT damage.

11.3.2. The Turn cycles now switches to your turn, Bear Wolf will have to take 10 HP DOT damage
at the end of this combat phase and complete the 2-turn cycle DOT effect of Grizzly Bear.
Your Grizzly Bear will now have to Hit Bear Wolf again to activate his DOT effect.




12. Anchoring Effect

12.1. An anchoring effect is any card effect that allows a card to remain on the field outside of
normal play rules. This can be done through creatures and magics.

12.2. If the anchoring effect that is holding a card on the field is negated or destroyed, the anchored
creature is removed from the field. See card specific details for where the creature is sent
upon anchoring effect ending.

X1

12.3. Theanchoring effect takes priory over all other card effectsR U>: XU 6,11 U + 6Rdvigaldo U e |
o+TUI

Priest U \UU+1...617WBeh&mothe PXXLU...:jXU&06106e6X...Ue:Ue 6U
creature. Behemoth may now be used as normal for battle, sacrificing, equipping magic etc.
“ijUe 02UU+I ... lead®Boad X)QU 6 61:e RU][d&bulas:a erebture and make it
\:Ue 6...Uei22:eUxe6UX061:}61U X:1Ue 06U EVI-QUBdN AjXU: @ UTDORX 1L
magic card on the field, and they chose Revival Priest. Revival Priest is destroyed and because

it was acting as ananchoring effect for Behemoth Behemoth is also sent back to the cemetery
regardless of Lead Boots effect.

Summon a creature from your
cemetery to the held If this card is

ANCHORING EFFEGT



13. Limited Summons

13.1. Limited Summons are creatures summoned while a primary creature is already on the field. In
simple terms, they are an ally to aid your primary creature in theéombat Phase Limited
summons can ONLYbe played through specific card effects.

13.2. LIMITED SUMMONS:
13.2.1. Cannot receive HP damage.
13.2.2. Lose their card effects while limited.

13.2.3. Cannot be used as a sacrifice.

13.3. OTHER LIMITED SUMMON RULES:

13.3.1. Max of4 Limited Summonsmay be on your side of the field at one time.

13.3.2. Limited Summons rely on amAnchoring Effect to stay on the field. Exceptions may exist.
(See Section 12)

13.3.3. A player controlling limited summons may choose to battle with their limited summon(s)
and not with their primary creature. They act as separate battles during the Combat Phase
of a turn.

13.3.4. Limited Summons can be equipped and receive the effects &quip and Field Magics.



13.3.5. Limited summons cannot be removed from the field by either player unless by
magic/creature effects.

13.3.6. If a U + I ... @rdhary creature iskilled, if possible, one of their Limited SummonsviUST
become the new primary creature. The player chooses which limited summon on their
side of the field becomes the new primary and regains their creature effect if they have
one.

14. Card Activation and Effect Resolution
14.1. CARD ACTIVATION SEQUENCE

14.1.1. Card effects are resolved in the following order:

1. Cardis played or activated.
2. Lightning cards and responses are played.
3. Effects resolve in reverse order of play.

4. Chain ends.
14.2. CARD EFFECT RESOLUTION SEQUENCE

14.2.1. When a creature is summoned, there is a briedctivation window before its effects begin
to apply. During this window, existing card effects on the field or effects that trigger in
X6\U:2\6Ue:UfU\j11:2U1i..U206 febaluUXod}b62ealU:XU\juUUXob\\U
e 0..U\jéeod\\ j++..Ulee }iedRUI Uhkgaedalerytbis\ddtivatiore e \U [ X 6
window, the creature enters the field without those effects, and any immunity, protection,
extra damage, or other effect the creature would normally gain from its effectsoes not

apply.

14.2.2. Example: A player summonsHive Lord whose effect destroys one Magic card on the field
when it is summoned. During the summon activation window, the opponent playslind
Sap, which negates creature effects. BecauséMind Sapresolves before F }0 R [: X1 \
summoning effect activates, F } 0 B [ : Xffett is negated and no Magic card is destroyed.

14.2.3. Conditional Activation Requirements

14.2.4. Some cards require a previous action in order to play thent : X U 6, | 1 Ol#l 6@gging
Road U X 6 WplaXdis t inflict 5 HPdamage to their primary creature in order to play a
magic. The player must pay this cost prior to playing the card.

1. If an activation cost or required action under Sectiori4.2.3is prevented, negated, or
ignored by another card effect, the cost is considered fulfilled and does not apply.

EXAMPLE Old Logging RoadU \Uiée }6U:2Ue 6U 6+7aUXO0Wj X 2 UU+I.
e 6 XUUX 1iX..UeéXo6lejXo6U 2U:X16XUe:UU+i..Ual eGmsXI\RUI
Form Ue:Ue 6 XUeéX6lejXx6aUli' 2 U eU 11j26Ue:UTI1l 6aUe 6...1



without inflicting damage , since Ghost Form prevents the required damage from being
applied.

However, a Magic card suchas <e 61 1R X 1doés not prevent the effect of Old

Logging Roadaesince Old Logging Roadapplies its requirement to theplayer and not
directly to the creature.

14.3. Magic Effect Chains

14.3.1. The act of playing several magic cards in succession of each other in response to an initial

activation of a U + [ ... @xgid card. This is commonly done through the use of lightning
cards.

14.3.2. Example: “:jUU+1...Ue 06U oBMiflel e el:alJ2e Xo6i\oU ...:jXUeXodiejXo \
:UU:2062eUMetddy.afihe Deep Us & Urfatdla magic when playedYou then
X6\U:27Ue:Ue 6 XUad+:7...U: Ukauwldd 6éUalde.. &) U++\: U2 & ied\U
magic when played. Because you negated the card that was going to negate your Battle
Axe, your Battle Axe plays as intended. The rest of the cards are sent to the cemetery
following the resolution of theMagic Effect Chain



14.4. Chain Order Advanced

14.4.1.

14.4.2.

14.4.3.

A player may only respond witlone cardin the response to a card being played, activated,
summoned, etc.

Example AU " :jU Batile. Ae U ...:jXU:UU:262e Welodpd) tie-DeepWlie: U206 (ed
..1jXU lee+6U ,0Bhdmijkbld Peerman Ui2Hdunted Tree U 2U ...:jXU (121R L
of these cards may be played in response to Melody of the Deep; however, you can only
choose one of them to be used until it is your next turn in the chain again.

In an event that allprimary creatures have been removed from the fielcdthe player who
initially played a card to start this effect must be the first player to summon a creature
after the effect resolves.




15. Game Conclusion

15.1. Thereare 4 ways to lose in Ward:

1.

300 HP Cemetery - Your cemetery has a total 0800 creature HPor more at one time.
Your opponent must call out that you have hit 300 HP for you to lose.

Creature Out - You haveno more playable creatures This includes the field, your hand,
or your deck.

Time Out - The event set time limited runs out. Player with the most creature HP in
cemetery loses.

. Disqualification 6During some events players may be disqualified during events. These

are event specific and include but not limited to:

x Stalling- The act of intentionally slowing the match down in order to draw out the time
limit. Includes but not limited to, over reading cards you obviously know the effect of,
asking questions repeatedly that are obvious and intentionally slowing the match
down, intentionally taking very slow turns or thinking.

x Cheating olntentionally taking actions outside of the rules or break them.

X Harassment-Making other players unconformable intentionally

X There are many more and are not taken lightly. See event host for disqualification
details.

16. Additional Rules
16.1. Unaffected by Magic and Creature Effects

16.1.1.

16.1.2.

16.1.3.

Some creatures are completely unaffected by all Magic and creature effects. A creature

with this trait cannot be equippedwith Magic cards, does not receive effects from Field

cards, and ignores any Magic or creature effects that would damage it or change its stats,
abilities, position, controller, dice rolls, modifiers, negate its Attack Damage, or any other
aspect of that creature. This immunity applies only to effects that would affect the
eX0iejXoU e\do+ Ui2iUT:6\U2:eUUX06}062eU igpglyiddeifeéi@®md \UeXobl
themselves, such as increasing their own stats through magic/creature effects.

The effect of this type of creature may only be negated at the time it is initially activated,
before the creature successfully enters the field and its effect begins to apply.

Example: A player attempts to summonSteam Rex a creature that is unaffected by Magic
and creature effects. The opponent already has the Magic catdon Rangeactive on the
field, which negates all creature effects on the field. Becausé&on Ranges already active
at the time Steam Rexs summoned, <e 6 [ 1 R t &ffett attempts to activate upon

entering the field and is immediately negated. As a resul§team Rexenters the field
without its effect, since effects that negate creature abilities, and are already active, apply
@0 :X0Ue 60Ue&X0biegnKiaka hoid. 6ee



16.1.4. Example 2: A player summonsEnt Treg a creature whose effect makes it unaffected by
Magic and creature effects. During the summon activation window, the opponent plays
Mind Sap which negates creature effects. BecauseMind Sapresolvesbefore (2e3“X 0606 \
effect activates upon entering the field, ( 2 e 3 “ X&fféct\is negated, and it does not gain
its immunity. Seesection 14 for more information.

16.2. Ambiguous Situations
16.2.1. If an action is not explicitly permitted by the rules or a cardi is prohibited.

16.2.2. If there is an effect or scenario that isontradicting and cannot be determined within a
reasonable time by the players, judge, or hosting party, both players of the conflicting
event will roll a die each. The player with theigher result will receive the benefit of the
conflict in question. This does not determine an official ruling. This is to keep the match
flowing and avoid a time-out.



16.2.3. Tournament rulings are at the discretion of the assigned official and hosting party as long
as it does not conflict with Ward standard ruling.

17. Notes

17.1. Armor Levelmay never exceed 12This includes increases from magics and other effects.
17.2. Creature HPcannot go below Q
17.3. Cemetery HPcan go below 0O

17.4. Running out of cards in your deck does not immediately cause a loss. Continue play even
without drawing during the turn.

17.5. All creatures sent to the cemetery have theibase HPwritten on the card count toward
cemetery HP.

17.6. Anything that ispercentage (%) base damage is considered damage. Example: A card that
reduces a creature currently at 30 HP bigalf, inflicts 15 damage to the creature.

17.7. Anytime a shuffle is made in the match, your opponent may cut your deck immediately
following the shuffle.

18. Definitions

18.1. Activate: The method of a card effect beginning. Some cards apgayed to the field, and
activated fleUTU+ledXUe 16 UEXWeWarierRWIE RUaysaurus R U

18.2. Anchoring EffectaU[ 1 ediU«j11:2\UIX6U 6+1U:Rdeoringefféet Mie2.eU:R 2 U
effects come in many different forms, such as magic card effects and creature card effects.
Anchoring effects are the effect that is holding the Limited Summoned creature, or in rare
situations, the primary creature on the field.

18.3. Armor Level The Armor level or (AL) of your creature is their ability to resist getting Hit in battle.
This value is the total your opponent must match or beat during their Hit Rolllax AL can
never exceed 12 even with AL buffs.

18.4. Attack Roll The process to determine how much damage is inflicted on the target.

18.5. Banned Cards These cards are game breaking and are not allowed in your deck at any time
during official game play.

18.6. Base Attack The Attack Dice Rolls and Modifier physically printed on the card. Does not
include creature effect, such as buffs, increases, and multipliers etc.

18.7. Base Stats The numbers/words that are physically written on the card.



18.8. Creature Card Ward creature cards have a tan card frame and are the driving force behind
Ward battles. Creatures are summoned during your turn and used to battle and kill your
'UU:2062e \UeéXobiejXod\RU

18.9. Magic Card The blue framed cards that are used to aid your primary creature, and bend the
rules of the match.

18.10. Critical HitaU"jX 2 U...:jXUF eUt:++aUX:++ 2 Ui++UU \RU*“ \U \UI
result is multiplied by 2.

18.11.Critical MissaU"jX 2 U..:jXUF eUt:++aUX:++ 2 Ui++UP \RU* \U \UIL
target regardless if the value of that roll was higher than or equal to the AL of the targeted
eX0iejX6BU edXUX:++ 2 Ui++UP \Ue 06U U +iof da¥hbige aghMstthed 1 U e
creature who missed.

18.12. Destroy: The act of a magic being removed form the field and sent to the cemetery.
18.13.Kill: The act of a creatures Health Points being reduced to O.

18.14. Sacrifice: The act of sending a creature form your hand or the field to your cemetery to
summon a creature AL 7-12.

18.15. Draw Phase The beginning of the player turn cycle. During this turn the player draws 1 card.
18.16. Damage Over Time (DOTRamage that occurs over the course of multiple turn cycles.

18.17.Speed The speed or (SPD) of your creature decides which creature attacks first during battle.
There is no max limit to speed. Tied speed stats require a dice roll to determine who goes first
in each battle.

18.18. Health Points: The health points or (HP) is amount of damage your creature can sustain
before being sent to the cemetery. Creatures cannot be healed above their original HP value
printed on the card.

18.19. Limited Summon: Limited Summons are any creature(s) that are summoned to the field while
you have a primary creature already on the field.

18.20. Magic Card Ward magic cards have a blue card frame and are supplementary cards that vary
greatly and have a variety of effects. These cards are played to the magic section slots on the
battlefield.

18.21. Hit Roll: The process of rolling two dice to determine if you have successfully beaten the
armor level of the target.

18.22.Healing Over Time (HOTHealing that occurs over multiple turn cycles.

18.23. Limited Cards: These cards only allow one copy of that particular card in your deck at a time
during official game play.

18.24.Summoning <j11:2 2 U \Ue 6UiéeU: UU+ié 2 UlUeXxodiejXxoU X:1UiUL
cemetery onto the field. Process of playing creatures to the field.



18.25. Turn Cycle One full revolution of the game from any specific time. Consisting of both/all
players turn.

18.26. Turn: Phases 1-5 of a players turn.

18.27.Negate: The act of cancelling or preventing the effect of a magic or creature effect prior to
activation. See specific card details for more information.

18.28. Played- The act of playing a magic from your hand to the field causing it to activate.
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