Xena: Warrior Princess™
—An ARC System“" Game

If Xena: Warrior Princess is your first trading card game, welcome
aboard—you've picked a great game to start with! ARC System games
are designed to gel you playing quickly, even if you've never played a
trading card game before. And if you've already tried other trading card
games like Magic: The Gathering®, you'll leamn to play Xena:

Warrior Princess even faster!

What You Need to Play il

All you need is a deck of cards for you and a deck of cards for your
opponent.

The World of Xena

In a time of ancient gods, savage warlords, and mythical kings, a land in
turmoil cried out! In the Xena: Warrior Princess trading card game,
you assume the role of a powerful warrior king or queen. Battling with
other monarchs for control of these ancient lands, you command char-
acters and use amazing actions to outwit your opponent. Use this deck
to challenge a friend. . . and Battle On!

OBJECT OF THE GAME
RUN YOUR OPPONENT’S DECK OUT OF CARDS—
YOU WIN IF YOUR OPPONENT'S DECK HAS NO CARDS!

You start the game with a deck of cards that represents the armies fight-

- peder you Your acall To conguer vour opponent's-armies by-discandine

cards from his or her deck until every card is gone. Most of the time,
you'll do this by attacking your opponent’s deck with cards called charac-
ters. Terms that are in red in the rules appear n the glossary.

GAME SETUP
» Put your deck of cards on the table. When the game starts, this is all
you'll have in front of you.
 Be sure to leave room for your discard pite! All of your cards that
get discarded during the game, no matter how they get discarded, will
go there.
* During the course of the game, you'll put other cards on the table. Al
cards on the table other than those in someone’s deck or discard pile
are referred to as being im play. Be sure to leave yourself room for the

cards you'll put in play.

Yuur Setup

-___,_
-

« The cards you have in play and i your discard pile should be face up
all the time,

TYPES OF CARDS
There are four different types of cards in this game. Search your deck for

an example of each type of card before you continue.

. Resources don't do anything on their awn. Once you put them in
play, though, they act like bank accounts to store “money” that you use
to pay for your other cards.

2. Characters are your main tools. You put them in play and then
use them to attack your opponent’s deck. Every character has a power
that indicates its strength. This power will be important later on.

3. Actions are one-shot cards that do something once and are then
discarded.

4, Combat cards are like action cards, but they're played as a sur-
prise when either player attacks.

Most of your cards are either characters and resources, since it's tough
to win without characters and you can't put characters in play without
resouirces,

PUTTING CARDS IN PLAY

Resources and characters don't do anything untf you put them i play on
the table. Once a resource or character is in play, you can use it over and
over again. 50 how do you put a card in play? This is where your resources
will come in handy!

Tapping Your Resources and Characters
Resources (and characters) can only be used once each turn, and you'l
show you're using them by tappimg them. You tap resources in order to
pay for other cards.

 Whenever you use a card, you show that it can’t be used again until
your next tum by turning it sideways. This 1s called tapping it

« When your next turn starts, you show that you can use your
resources and characters again by turning them upnght (untapping
them)



Tapped

PAYING FOR CARDS

Characters, actions, and combat cards have a cost that you have to pay
before you can do anything with them. The better a card 15, the more it
costs. To pay for a card, simply do the following

» Find the card’s cost. A card’s cost 15 the number in its upper-iefthand
COITHET,

}

1

» Pay the card's cost by tapping (turning Sideways) that number of your

OWN Fesources in play

» (ards come in three colors (red, green, or blue). When you tap your
resources to pay for a card, at least one of these resources has to match
the color of the card you're paying for. The rest can be of any color. For
exampie, you can pay lor a green ( ard that costs 4 by USINE one green

resource and three red ones

* |t you've paid for an action or combat card, tollow the instructions i

the rules text, and then discard it.

« |f you've paid for a character card, put it face-up on the table in front
f you (in play). You pay this card's cost only once, when you put it in

play
Sometimes you simply won't have resources in play that match the co
s of the cards in your hand. If this happens, you'll have to wait until
you draw-the nght resources to-play those cards.

What’s on a Card?

“

LS
CARD COLOR

PICTURE

TYPE OF CARD

POWER
{Characters Only)

OTHER TYPES OF CARDS

RESOURCE CARD

STARTING THE GAME
Befare the game begins, you and your opponent need to decide wh
goes first. If the two of you just played a game, the loser gets to go hirst

lecde randgomiy. Fip a com, piay rock-scissors-paper

ptherwise
whatever works for you. Now you're ready to play!

« Shultle your deck several imes, then put it face-down in front of you
and draw a starting hand of seven cards

« |f your starting hand has fewer than two resources, you won't be able
to do much, so shutfle vour hand back into your deck and draw a new
Ef!el_.l' Ol seven cards.
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PLAYING THE GAME

As you play, you and your opponent take tums. During your opponent’s

irn, vou! don't do anything unless vour deck s attacked. Durnng your
- L |

1
turn, g0 through the steps below In orgder

If you can't do anything duning a step, that's okay

just go on to the next one

YOUR TURN
1. Untap your characters and resources.
2. Draw a card.
3. Put one resource in play.

4. Play action(s) and/or put character(s) in play.
5. Attack with your characters.
6. Your turn is over. Your opponent’s turn begins,

IF YOU’RE NOT PLAYING YET,
YOU’RE READY TO START NOW!

Let's look a httle closer at each of the steps In vour turn:

1 Untap your characters and resources.
* If you have any tapped characters and resources on the
table (in play), tum them upnght (untap them). This

i % F T O THam 303iMm F A i AT
S L kal YO Call U Nem kil I O G 1 1aWE

inything to untap, 2o on 1 the next step

2 Draw a card.
®You have to do this each tumn. If your deck runs out of
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cards, you've lost, and you should start a new game
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3 Put one resource in play.
B

You may put one resource in play from your hand but only one
each turn. This doesnt cost anything, so you should put a
resource in play every turn if you can. If you can't put a
resource in play, go on to the next step.

4 Play action(s) and/or put character(s) in play.
L

You may play as many actions as you like and put as many
characters in play as you want, as long as you have enough
resources to pay for all of them. You may play these cards in
any order.

« |f you decide to play an action card, pay its cost, follow the
instructions in the rules text, then discard it

= |f you deade to put a character in play, pay its cost, then put
it in play untapped. Once it's in play, it stays in play unti
something discards It. You never pay its cost again.

» Most characters have special rules wntten on them (rufes
text) that change how those cards work. Some of those
rules apply when a character 1s put in play, so be sure to
read every character before you play it.

« Remember that your action cards and characters just sit in
your hand doing nothing until you pay their cost. If you find
yvou don’t have enough resources to pay for any of the cards
in your hand, you can't do anything else during this step of
your turn.

* |f you don't have any actions or characters you can play, go
on to the next step,
s Attack with your characters
L

If you have a character in play, read “How to Attack” to the nght
and follow steps A through E

« |f you don't have a character in play, go on to the next step.

6-"!’nur turn is over.

Now it's your opponent’s turn.

STOP!

Don't read any further until you have a character in play with
which you can attack. Remember that each player gets to play
just one resource a turn, so it may be a few turns before either
of you can afford to do much.

HOW TO ATTALCK
Atladang your opponent 15 as easy
aABCDE

Attack: You choose your attacking characters
Block. Your apponent chooses his or her blocking
characters
Combat: First your opponent and then you can each
play a combal card
Discard: higure out what happens
End combat: Your tum’s over now, so go oh o your
opponent s tum (this 15 siep 6, abow

(See below for more detals on each sten)

During step 5 of your turn, you should look
over all the characters in play, your own and
your opponent’s, and decide whether attacking
would be a good idea that turn. Generally, the
only bad attacks are the ones where you lose a
character and your opponent loses nothing

5a. ATTACK

You choose your attacking characters.

» Tum your attacking characlers sideways
(tap them) to show that you're using them.
This also lets your opponent know what 15 and
sn't attacking.

» Characters that were already tapped can't
attack since they've already been used.

= Attacking doesn't cost anything.

sb. Brock

Your opponent chooses his or her
blocking characters.
Your oppanent looks the situation over and
decides whether or not to have any of his or
her characters block your attacking characters.
» Each of your opponent’s characters can
block one of your attacking ones
« Your opponent taps his or her blocking
characters to show that they've been used.
Your opponent also lets you know which of
your characters each of his or hers is blocking.
» (Characters that were already tapped can't
block since they've already been used.
» Blocking doesn’t cost anything



ATTACKING AND BLOCKING: WHAT HAPPENS

UNBLOCKED ATTACKING CHARACTERS

BLOCKED ATTACKING CHARACTERS

Power of Attacking Character Is:
* Ay poveer

What Happens?

« Discard @ number of cards
from your opponent’s deck
equal to that characler's

DO,

Power of Attacking Character Is: What Happens?

= More than its blocker's power + Discard the blocking character

* Less than its blacker's power
= Same a5 ils blocker's power

= Discard the attacking characier.
« Discard both characters.

5. These are the characters in play when you decide
whether or not to attack.

=

=

£ DECK
o} (20 cards)
c 4

EXAMPLE OF ATTACK

(Only your attacking characters, your opponent’s blocking characters, and your apponent's deck are shown,
The numbers shown on the cards are the characters’ powers.)

5¢. Combat: You and your opponent each decide not to
play a combat card this turn.

| DECK
_:‘.. — (2“ ca.rdsj
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OPPONENT
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5a. Aftack: You have more and stronger characters than

your opponent, so you attack your opponent’s deck
with both of them.

OPPONENT

s * T T TR -

5d. Discard: Your unblocked character discards 4 cards
(its power) from your opponent’s deck and , . .

OPPONENT

Y?U

5b. Block: Your opponent thooses to block one of your
characters.

OPPONENT

-

YOU

5d. Discard: Your attacking character has more power
than your opponent’s blocking character, so discard
your opponent’s characler.

OPPONENT

-

s¢. ComBar

First your opponent and then
you can each play a combat card.

*  Your opponent chooses first whether or not
to play a combat card.

«  Next, you choose whether to play a combat
card, even if your opponent chose not to play
one.

= Playing a combat card works just like play-
ing an action card. You pay its cost, follow the
instructions in the rules text, and then discard it

sd. DiscarD
Figure out what happens.

The exact results depend on which of your
characters are blocked by your opponent’s
characters.

* A character that isn't blocked discards from
your opponent’s deck a number of cards equal
to its power,

» A character that is blocked checks its power
against that of the character blocking it. The
character with the smaller power is discarded; if
the characters have the same power, discard
both of them,

se. END comBAT

= This ends your tumn. Now it's your oppo-
nent’s turn

if one of your characters discards all of the cards
from your opponent's deck (even if it could
have discarded more), YOU WIN! You also win
if your opponent’s deck runs out of cards for
any other reason (so you win if your opponent
draws his or her last card, or if you play a card
that makes your opponent draw more cards
than he or she has left),

This, of course, is the whole point of attacking-
to run your opponent out of cards. If it feels like
you're smashing your opponent’s deck to bits ...
good! Keep going! A warlord never rests until
every opponent is defeated!
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