FOR 2 to 5 PLAYERS

AGES 6+

Duel Masters: A world of warring civilizations
and fierce creature-to-creature combat. As a
duelist, you control 7 of these mighty creatures.
Your mission: battle your way through this
treacherous world to collect a Power Chip
from each of the 5 civilizations.

Move and battle according to your creatures’
Power Numbers. Summon creatures of greater
and greater strength to aid your quest for
each Power Chip. If you're the first to

collect all 5 Power Chips, you're the winner
and a Kaijudo Master!

Object: Collect one Power Chip from each of
the five civilizations of Duel Masters.
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Figure 1 shows a sample 5-player game all :
set up and ready to play. Refer to it as you set
up your own game. g

Choose and Place Your Pawns: Starting with
the oldest player, choose and place your
Creature pawns as described below.

1. Choose 7 pawns: Choose one of the five &
civilizations: Fire, Water, Nature, Light, or
Darkness (see Figure 2). Then choose 7
Creature pawns of that civilization, with
Power Numbers from 1 to 7. Note: Your
game includes 14 pawns of each civilization
to choose from.

Place each of your 7 pawns into a matchi
color stand. Place the 7 pawns you did
choose in the box bottom, out of pl

. Place 3 of your pawns: Place your Creatur
pawns with Power Numbers 1, 2 and 3 on.
heir matching-numbered starting spaces in
ion. The colors and symbols on

wns match the colors and symbols
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of the spaces. Leave your pawns with Power
Numbers 4, 5, 6 and 7 off the gameboard.
During the game, you’ll try to “summon”
these pawns onto the gameboard.

Now every other player in turn, starting with
he player to the left, follows Steps 1 and

e color on the Power Chip space in
. See Fsgure 1

dice ngg;the gameboard.

naslre

_ : ture up to the number of
| spaces equal to its Power Number. For ex-
| ample, a Creature with a Power Number of
3 can move up to 3 spaces.

Creatures may move onto spaces in other
civilizations; in fact, they must do this so that
you can collect one Power Chip from each
civilization!

¢ You may move through a space occupied
by your own Creature; but you may not end
your move on a space occupied by your
own Creature.




* You may not move through a space occupied
by an opponent’s Creature. You may end
your move on such a space, but after doing
so you must battle the Creature See Battllng

sUmmoning d Greacure . B

Instead of moving a Creature you may try to :
summon one that isn’t on the gameboard yet.
Summon Creatures m-"__orcler from the lowest
Power Number to the _hlghest For example,
you must summeon your Creature with Power
Number 4 before you can summon your Creature
with Power Number 5

To summon a Creature roll the 12-sided die.
Then do the followrng, dependlng on what
you rolled: -

* If you rolled a'hu'rnber equal to or higher than
your Creature’s Power Number, you’ve sum-
moned that Greature Place the Creature on
any open space in your civilization, except a
Power Chip 'epace Your turn is over.

e |f you rolled a number lower than your
Creature’s Power Number, you’re not able
to summon it. Your turn is over. Better luck
next time!
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- To win the game, you
must collect one Power
~hip from each civili-
ion. enever you

Creature successfully to collect
See Battling.
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Figure 4: You move your Stonesaur onto a space with an opponent's Saucer Head Shark.
Now you must battle!

You roll 4 dice; your oppenent rolls 3 dice. You roll
one Fire symbol, one Nature symbol and two (wild)
dragons. Your opponent rolls two Water symbols
Darkness symbol. Your red symbol and
ns beat your opponent s two blue sym-

To battle, follow the steps below.

1. You roll the number of battle dice that {e - i lects his or
matches your Creature’s Power Number. (For = he has one
example, if your battling Creature has a Power n eack . The game
Number of 3, you roll 3 battle dice.) At the ds, a eris the winner!
~ same time, your opponent rolls the number of .
_ battle dice that matches his or her Creature’
Power Number.

2. Count the dice that match your Cr'ejc;=
symbol (see Figure 3), and any dragon
dragons are wild, and match any s mbof
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