Rules Sheet s w31, 2015

What s “Wei§ Schiwarz” all aiout? /4

An amazing number of wonderful characters ~ the stars of all sorts of video games, anime, and manga —
have gathered together in one spot!
« =

‘game that brings to

Whatis the object of the game? What should I do if | want to know even more advanced rules? ////
Two players face off against one another after they each prepare their own Deck. They then try to force M| To start a game of “Weif Schwarz”, all you need to do s read this rules sheet. However, if you are.
their opponent up a level by inflicting seven cards of damage. looking for more advanced rules - or exciting news about “Weip Schwarz” tournaments and products
Whotver sénds their opponent all the way up to Lievel 4 wins the game! - please visit our official website at: htp://ws-tcg.com.

Game Cards
Character Cards Event Cards Climax Cards

Meetthe stars ofa wide range of popularse ‘Witness various bappeaings from the world of your characterst scenes take e from the originalstory!
Unleash thir amazing abiliis right on Stage! They may not st long, bt these cards can eally give you a hand!, Justone of thse cards can change the etire balanee of the game!

@ Card Name: The name of the card. Use this name when referring to  card name by attribute.
@ English Name: The English translation of the card’s name. It is not used in the game. o= :
© Level: In order to play a card, your level must be equal to or greater than this number. M
| @ Cost: In order to play a card, you must send an amount of cards equal o this number from your Stock to the Waiting Room.
(3%+To play a card” refers to the action of using a card from your hand. For more information, please refer to R OS T NHT R d NI ERET on the back side of this manual.)
© Counter-Attack Ieon @: I a card or ability is marked with this icon, you can use it whenever your opponent launches a frontal attack against you.

Clock Teon <> If a card is marked with this icon, the card has an ability that can be used when it is in your clock. A
O Trigger Icon: When a card is picked up from your Deck as part of a Trigger Check, the effect represented by this icon will then be unleashed. =
@ Text: Describes the abilities that a card possesses. ‘i
© Power: Indicates a character’s strength in battle. The higher the value, the more of an advantage you will have when fighting an enemy character. :
© Soul Points: Represents a character’s willpower. The more of these icons a card possesses, the greater the damage you can inflict on your opponent.

@ Trait: Details important properties that a card possesses. These special attributes are often referred to in various card text.
@ Color: Shows a card's color. Putting a lot of cards of the same color in your Deck will help you progress through the game smoothly. =
There are four colors in all: yellow (specd), green (power), red (technique), and blue (advantage). X
% B & - = - e - & 3= :

| Use the Playmat so that you can easily recognize the areas where cards must be placed. After you have gotten used to pla
| youmay also choose not to use this mat.

| @ Deck: Your Deck should be placed here face-down. You are not allowed to
change the order of these cards in any way. Even if your Deck runs
out of cards, you will not lose the game. However, you will have to /
rebuild your Deck to continue playing. For more information, please :Center Stage
refer to RN ITRTATIEEE Hon the back side of this manual. : s
@ Level Area: Cards representing what level you are should be placed here
face-up. When a fourth card is placed here you lose the game.

® Clock Are

ards representing your game clock (how much time you have
left to play the game) should be placed here face-up.

A maximum of six cards can be set down here. For the most
part, the number of cards in this area increase as you take
damage from your opponent’s attacks. The order of these
cards cannot be changed in any way. When a seventh card is
placed here, you will be forced to go up a level. For more
information, please refor to R ST TAETaIH on the

backsls ot tsmanudl, Cards which are placed face-up on the Playmat can be checked by cither player at any time.

@ Stock Area: Cards representing what you have in stock (useful cards you can call on in various circumstances) should be placed here face-down. You are not allowed to
check what cards these are in any way. One card should be stacked on top of another, so when using one of these cards, you will always take the last card that
was put down. The order of these cards cannot be changed in any way. There i also no limit to how many cards you can place here. For the most part, the
number of cards in this area increase as your characters attack. For more information, please refer to “ @ Trigger Step” in the section *(M] Attack Phase™ on the
back side of this manual.

® Climax Area: A maximum of one Climax Card can be placed here face-up. If a card is in this area during the End Phase, it is then placed in the Waiting Room.

® stage positions: Your Characters Cards can be placed here face-up. There are a total of five different stage positions.
OStage: The area containing all five stage positions is called the “Stage.
OCenter stage: The three foremost stage positions are collectively known as the “center stage”. Characters in the center stage can conduct battle against the enemy.
character directly in front of them. Be sure to put characters with a lot of Power in these stage positions.
(OBack stage: The two stage positions at the rear are known as the “back stage”. Characters in the back stage cannot battle directly against the enemy. They can, however,
lend support to their allies on the center stage. Put characters with various special abilities in these stage positions.

@ Waiting Room: Cards whose time in the spotlight has come to a close should be stacked here face-up.

® Memory Area: Cards which have been removed from the game should be stacked here face-up.

Get your Deck ready for action! Alright! It's time to face off!
Eachp

Before starting a game, both players must put together their own Deck. IFthis is your first time playing Deck their
and you are unsure about how t0 build a Deck, it might be a good idea to purchase a Trial Deck, . For example, the winner of a
which contains everything you need to get things underway. Then, after you get the hang of things, ry

o forge your own original Deck by adding in cards from a variety of Booster Packs. When puting
together a new Deck, be sur o follow the rules lsted below.

 Each Deck must have exactly 50 cards. b4
+ No more than four cards with the same card name can be placed in one Deck. Tl 0 Clstcies Codle
(BIf two cards feature the same character but have different card names, you can have four of each o ik s o Fiyiag! The ligec b {ABERS ki o i v g i
type in a single Deck.) underway. The game then continues with each player aliemating tums, (Proceed to “{iStand Up Phase’ on the back
+ A maximum of cight Climax Cards can be used in the same Deck. side of this manuall)

» take the first tun can
R

their hand in
your cards except for any

Progressing Through a Turn

El Stand Up Phase

Getall your characters on Stage ready for their next move (tured
‘upwards)! This applis to any character who s tired (tumed
sideways) after performing an action i the previous trn.

¢

Character Status

he character hasn't made 4 move yet.

Aftersome kind ofacton is
formed, its status will change o

resting. When that characterloses in
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cardsidownys is called esting’ = ks e, il oms
[TL] Draw Phase

‘Wi e are seven or move cards i YOE Clobk Avoe; Youi 16vel vill Incieass by, 11 Seleet 6oe oF e 36veh
Draw one card from y (A card may d place it n the Level Area, Then place the other six cards in the Waiting Room. (The cighthcard ~ GECK this outill
o e o s e TR NS Wi e e

selet one of the seven cards.

and place it face-up in the.
Level Area. When you are
playing with a Deck
featuring two or more
colors, be sure 1o choose &
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Clock Phase

Place one of the cards from your hand in the Clock Area.
(You may also choose not to do s0.) And... wallah! You

)
can now draw two cards! touse!
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greater than the level of the card. ‘
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® Move a character. 4 . el m‘g:; :Dnducl' ghmso .

(Character and Event Cards only)
make sure you don’t

forget anything! ‘You must take a numiber of cards, equal to

g cd Abilty as many times as you like

and place them in your Waiting Room.
(Characer and Event Cards only)

Climax Phase Check this outl

4 You don’t have to pay a There must be a card in cither your Clock Area or Level
Play a Climax Card from your hand and place it in the Climax Area. Things will really come (o a head during that costto play a Climax Card! Arcawith the same color a5 the card you want 0 play. If
just like a famous scene straight out of the anime, manga, or video game! The Climax Card will unlcash a Italso docsn’t matter what the level of a Character or Event Card i “0° you
super powerful effect that lasts for the rest of that turn, giving you a clear advantage as the game progresses! level you are! O P o 5 e MBI B
Attack Ph Inflict damage on your opponent! The number of characters standing up Check this outl!!
ac ase ;, your center stage determines how many attacks you can make. As long as you have a character standing up, you can attack as. ]
‘many times as you want! This allows you t build up your
For more information, see the separate “Attack Phase” section which appears below. Stock and play even more powerful cards!

3. Shufling your Deck

Room

Nowi'syour
- 3
“ l End Phase opponeat’s
If you have a card in the Climax Area, send it to the Waiting Room. Also, when you have eight or -
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s goint, AN ot netvated during o e will End e b 155
phrase “until end of tumn” in their text.

¥
face-down.
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from your in the Clock Area. (Even if

Climax Card

Then,
in the Clock Area.

ey e — ———

Attack Ph Inflict damage on your opponent! The number of up in your center stage determines how many atacks you can make. Steps 1-5 below must be
ac AS€  cpcuted for cach attack. Finally, when it’s time to end your Atiack Phase, conduct Scp 6 once,

(Follow these steps when you have taken damage]
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Attack Sten Counter-Attack Step Damage Step Battle Step
Whenan enemy s directly in [ “Tum over the t0p card l [ o nhasa ] [ hep isatacked | Comp
front of the attacking character.. g0 o Deci S A I i Then changethe sttus of the
Only the player rece ing weskercharcter 0 revesa.

he atack can use  cand chrscer.
‘ during this tep.
R g 401 ‘ When a Climax Card »
is ot pcked up..

can be played

Soul Points are not affected.

okt T oonts on e o9 place each card 4 oot
ot . Then sl hat et inthe Clock Area.
Side attack Whena Climax Card
Uressh e ffn E—— is picked up... The Battl Step is not
whih maches
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a side atack aside attack.

takeall of the cards which
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When thers is no enemy directly
infrontof the attacking character...
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Regardless of whether
you make a fronta, side,
or direct attack, the Damage
Step must be conducted
for allattack types.

Regardiess of whether you

the Trigger Step must be
conducted fo al atack.
ypes

‘The Battle Step is not
conducted during
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‘The Counter-Attack Step
is not conducted during
ct attack.

a direct attach




