1 30-card deck
1 playmat




HTTRIBUTES

There are 4 different attributes in the INAZUMA ELEVEN™ TCG:
power, speed, teamwork and tactic. A characters attribute teué
you which of these key skills they are best at. Powerful super
sechniques also have an attribute, and you'l need characters with
the same attribute on the field to use them! Attibute icons can be
found in the top-left corner of a card.

Power cards have a red frame and this
icon. Power characters use their strength
and can-do attitude, along with fierce super
techniques, to flatten any opponent who
gets in their way!

Speed cards have a green irame and
this icon. Speed characters and super
techniques may lack raw power, but they're
excellent for breezing by opponents before
they know what happened!

this icon. Teamwork characters are often
high level and specialize in cooperative
plays and super techniques that maximize
teamwork!

Tactic cards have a blue frame and this
icon. Tactic characters rely on brains over
brawn and use tricky moves to confuse their
opponents! Tactic cards can only be found
in separately sold booster packs.

: Teamwork cards have a purple frame and

There are also cards with no attribute. These
have a grey frame and no icon.
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GAME ZONES

are different zones ON anc:‘ off yﬁ:ru‘i'
| to place your cards. Here's a quiC

.4 the game, there
L : |
a1 in which you neex
stion of each zone.

g LD |
njaymat resembles a football field. Th

1 happens.

e field is where the

SIDES

Side The field has 2 vertical rows called
e sides. When it's your turn to attack, you
T :' ~ 1| choose which side you want to attack

. on. Only your characters placed on that

Wi ENE side can be used in the attack, and only
| . your opponent's characters placed on
» that side can be used to defend. Always
& = = attack on the side where your opponent

?
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1
elp you ove your  §
iper tec’ e cards |
also havr se card ; E
| LINES
= Your side of the field has 3 horizontal
= rows called lines, 1 for each character
. position. Starting and reserve characters
can only be placed on the field in the
line that matches their position: forward
(FW) characters can only go in the front
line, midfield (MF) characters can only
go in the middle line, and defence (DF)
characters can only go in the rear line.
Pay careful attention to a character's
position when you place their card on
the field! Each line can only have 2

characters at a time, 1 on each side.

SO you can never have
more than 6
characters in total on the field.
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During the game, place your deck of cards in
the section labeled ‘deck’. Whenever the rules
or a card's text tell you to draw a card, take the

top card from your deck and add it to your hand.
Your deck is always kept face-down.

DISCARD PILE

Cards that have been used, and are no longer

In play, are placed in the section labeled
'discard pile’. For example, after playing a super
technique or assist, place the used card here.
Discard piles are always face-up, and you can

look through either player's discard pile at any
time.

STARTING CHARACTERS PILE

Your 10 starting characters are placed in the
section labeled ‘starting characters’. The cards

In this pile are always face-down during the
game. - |

OUT PILE

When you remove starting characters from the
field at the end of each round. they go in the
section labeled ‘out pile’. Starting characters in
the out pile are not used again during the same
game. Cards in the out pile are always face-up,

and you can look through either player's out pile
at any time.
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Note: You have to s Starting characters out over
3 rounds. O many in 1
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cAME PHASES

'St Chooge - PHRSE

| jead you 10 victory'!

W Starting 4 good stratégy wil

| 1-Place Starting Characters
> your side L Atthe peginning of tUrMS « 3 and 5, both players must place
re © new starting characters on the field. (See previous page.) |

7-Draw a Card
Each player takes the

‘ their hand.

top card from their deck and adds it 10

. 3-Play a Reserve Character

th:E;;t' hthe attacking player can choose 1 reserve C
and and place it face-up on their bench. Then the defending

|
player can do the same. If you don't have a reserve character 10

la |
play, or don't want to play one, you can pass — but this is your
this turn. When you

Fmemm——————t el
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<7 E{"‘a}z;:ance to play a reserve character
| Charact:?ﬁwe character on your nench. if you already have a
1 Rt o ere with the same name, you must place the new
| | op of the old one. That character then becomes fired-up.
our starting |
Pay attentio’ | Fired-up characters use their fired-
haracter I 2 up skill points (FSP) instead of their
t characte’ S regular skill points gp), and many
characters have abilities that can
er only be used if they aré fired-up-
.ractefsr,iow \ 4} stacked cards are treated as one
r extra tips s card, and you only use the abilities,
‘ ESP. attributes, etc., of the top card.
t gye! Characters can pecome very powerful
when fired-up; S© you should always
portunities to get

be looking for OP |
them fired-up during & gerne:
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After the strategy phase, move
on to the attack pnase. During

the attack phase, the attacking
player will attempt to break through
their opponent’s defence. If they
succeed. they'll get to take a shot at

the opposing goall

1 - Choose the Action Side

The attacking player chooses which
side of the field to attack on. The
attacking player will use characters
on that side (‘the action side’) to
attack, and the defender can use
only their characters on the same
side to defend.

Only FW and MF characters on
the attacker's side can participate
in the attack, and only MF and DF
characters on the defender's side
can participate in the defence.
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Al the end of 1t J phase, there is one final opportunity
O make or brez. - Each player flips over the top cardof
Bir deck. The = /er adds 100x the level of the card
¥ flipped to the and the defender does the same .
2ir goalkeepe:
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END PHASE
The tables have turned!

I - Ready Your Characters
First, ready all of the exhaus
turning them upright. These ch

1- Return Characters to the Bench
Take all of your reserve ¢

them sideways on your benc
cxhausted characters cannot

use avilities that require
characters on the fi
the field, move oni
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penalty shootout, follow these steps:
benc ,.” ol

b
. Qy . Flip a Card .
‘?‘Qa:n‘ _ 1[I } ﬁ:'gwﬁ,- tips over the top card of their deck.

1 Qng .., g - Compare Levels
: Sxhay,c, 0 The player with the higher-level card SCores a goal. If both have
d ang -f*ec;- ame level, neither player Scores a goal.
Ve o 2N
“Iaf;{: 9 at this 5 times. The player With the most goals after 5 flips
oD o . 0 the game. If the game s stij| tied after 5 flips, continue tg
- e ver cards one at a time until one player's card is higher than
opponent's. That player wins the game. If 3 player ever flips
the last card of their deck during a Penalty shootout that
ver immediately loses the game
:‘:"“ }; -HARACTER ABILITIES
E -' Viost characters have abilities, These can be very powerful. so
You should be sure to read them carefully to learn how to use our
Characters most effectively. Unless the carg says otherwise, an
——— Increases in SP or other effects from abilities last only until the end
of the phase the ability is used in.
Some abilities can be used only while a Character is on the
layers bench. These abilities are marked with the & icon. Also, some <3
it pile. 'eserve characters have abilities that can be used only when the
Character is fired-up. These are marked with the & icon.
pe Some abilities have a cost. For example, ‘Jude Sharp's’ ability .
- Says 'Discard 1 card: While this character Is your kicl:e;':o:jt ‘
with gains +200 SP’. In this case, ‘Discard 1 card’ is tt?me ;05- N
2r is Must pay the cost of abilities like this in order to use them.

y

Unless the card says otherwise. you can use these abilities more

~than once in the same turn, as long as you can pay the cost each
~ time.
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3 - There's no point in including more than 6 of the same position
N your starting characters pile — you can't use them all in 3
game!

Make sure you have a good mix of FW, MF and DF Characters
PNG your starting Characters, and

: you'll be ready for anything
‘Our opponent throws at you! i
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@& Common cards are the easiest to get
-~ Rare cards are harder to find They have s order and

their illustrations have a foil background.

o£) Super rare cards are the hardest of all to get. They ha /€ amazing
gold foil — you'll know a super rare when you see one
(2 Starter cards can only be found in a starter set.

These are the different teams represented in the INAZ{LT%;
ELEVEN™ TCG. Sometimes a card's text will refer to a 'tea
name, so study this chart to know who you're up against

the field.
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GLOSSARY

. The side of the field the attacking player has chosen to attack on

Mgtor the SP of their FW S
ACUY . player uses the oF O their and MF characters on the acti
° : tghg attack. The defending player uses the SP of their MF and [?E

806" nthe same side.

Assis: “laying an assist means discarding a reserve character from your hand
o increase the SP of one of your characters on the field. The character you
giscard and the character who receives the assist must have the same attribute
or team. For the rest of the phase the AP of the character you discarded is added

1 the SP of the character receiving the assist. A goalkeeper cannot receive an
assist.

Assist points: AP is used when one character assists another. The AP of the
character that is assisting is added to the SP of the character receiving the assist

Attribute: Most characters and super techniques belong to 1 of the 4 attributes:
power, speed, teamwork and tactic.

Bench: During the strategy phase of each turn, you can place 1 character from
your hand on the bench. At the end of each turn, your reserve characters on

the field are returned to the bench and have to become exhausted. The more
characters you can place on your bench, the more options yo< will have during

the game.

Card name: The name of a character or super technique card. Even it 2

| , : - jlities or stats,
cards with the same name have different illustrations, eﬁetﬁgs*sjﬁ;é card when

they have the same name, they are considered to
Getermining how many copies you can include in your deck (3)-

: -ri er
Collector's number: The number in the bottom ”Qm 1t tells you which

first part el | s card is from, and 18
_ s you which set this card Is | i
Card it is with‘ifn that set. This makes it easy to keep

ow when you've collected all the cards in @ ye rve characters and super
Deck: Your deck is made uP ot a4 9. n;?er?hﬁsg cards Wi rve character
techniques of your choice. YoU can't use M fforent /8% Blaze’
'ga?ﬁur deck. For exﬂrﬁpﬁ-ﬂ vou o8
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- | 18 where the action ha
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Fi = " Each halffield is spiit gy s ines and 2 sigs, ~ °"o2te a i
fréd-up: When YOU play a character f E
rom . |
' Move a character from your bench to theyfcljgl:jqﬁm{ ’ Jench
Character with the same lame on the bench or on }r/f o
Stack the character you're moving or playing on top Must
that's already there Then, that ¢ aracter become __»if:ﬂ?er
Up Characters use their FSP instead of their regul <.
Characters have abilities that can only be used if the - Fﬁ’
"80-Up stack of cards js reated as one card, ang ye; =3p
iies and attributes of the top card |
Fired-up skill points: While a character js fired-up, us -SP
instead of their regular SP
Flavor text: Text on a card that does not affect gameplay. It ca U
an interesting fact about the character or a fun quote.
[Goal Fever]: In each shaoting phase, you can only gain 1 ¢ ra
shooting phase from cards with [

oal Fever]. In other words, if you play
more than 1 card with [Goal Fever] during the same shooting phase, and

SCOre a goal, you only get 1 extra shooting phase after that However,
if you play another card with [Goal Fever]gdurin your extra shooting

e and score, you can get a third shooting phase after that (etc.).

- r: Your goalkeeper is kept Separate from your starting
gh%?acteike?gepﬂe and 30!.1:’ dec?(. Goalkeepers can't receive assists from
other players, but have powerful abilities and protect your goal from your
opponenizs shots. Goalkeepers are not considered to be on the field.

and ou draw from your deck and hold. As you
o Thesﬁﬁgrﬁutr?‘%gf g:fiscgrds in your hand will increase; and as you
v qu’ d them, the number of cards in your hanﬂ w:d"! decrease.
pfay'ﬁ;td;iﬁgppon ent see what cards you have in your han
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Remember the phases of each turn!
Check inside for a more detailed explanation.

Strategy Phase

1 - At the start of a round (turns 1, 3 and 5), each
places new starting characters on the field.

2 - Each player draws 1 card. |

3 - Each player can play 1 reserve character from their hand

#- Each player can move reserve characters from the |
bench to the field.

player

Attack Phase

1 - Choose which side will be the action side.

2 - Power up. Play super techniques and assists.
3 - Compare SP.

Shooting Phase

1 - Each player draws 1 card.

2 - Choose which character will be the kicker.

3 - Power up. Play super techniques and assists.

8- Last chance. Each player flips over the top card of their
; deck.
1 5-Compare SP. If the shooting side's total SP is higher,

1 - Ready exhausted characters.
2- m reserve characters back to the bench and exhaust
3-If it's the end of a round (turns 2, 4 and 6), each player
moves all of their starting characters from the field to
their out pile.
8- Your turn is over. Now it's your opponent's turn.
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