


INTRODUCTION

On the city-planet of Ceres Il every alleyway invites a quick and quiet death. In the lush forests of
Virenos, a single misstep could land you in the belly of a beast. And the harsh wasteland of Mithras holds
both grave danger and great treasure for those who search its stacks of discarded rubbish.

Amidst this chaos, you find yourself thriving, learning, growing. Touched by fate, discovering a new power
within. But a new danger shadows the future of all three worlds, and few can see how precarious the
situation truly is. Gather your allies and sharpen your skills, for the darkest days are yet to come...

Theres a world-ending menace that you must defeat to protect the star system and its peaple. You'll need
to level up your abilities to have a shred of hope. Train, upgrade, and become Unstoppable.
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SLEEVING GUIDE

Before your first play, you'll need to do some initial preparation by putting cards into the provided sleeves.
These sleeves streamline the gameplay and enable the game’s unique card-crafting system.

The tables in the following sections will guide you. Some cards begin each game in sleeves by themselves, while
others are sleeved in pairs. Pairs of cards should always be sleeved back to back, so that their fronts face outward.

The only cards that should not be sleeved during this process are the 100 non-starting core cards and the
36 upgrade cards:

TYPE CORE SIDE THREAT SIDE QUANTITY
Strike Ceresan Thief 12X
Starting Cards
Spare Credits Virenian Doe 2%
[Character Card A] Backalley Blademaster X
Character Cards
(level 0 in bottom | [Character Card B] Sporeling ox
right corner) ,
[Character Card (] Junker Cyelist Ix
N/A Ceres Il Threats 4T 13K
Threat Cards* N/A Virenos Threats o 13X
N/A Mithras Threats €0 13X
N/A Boss Cards #00-22 23K
N/A Order Acolyte 5X
N/A Order Archivist 5X
Boss Cards
N/A Triumvirate Informant X
N/A Triumvirate Stronghold 3%
N/A Triumvirate Enforcer 3X

* These sleeves begin with the threat card only. A core card will be added to the other side of the
sleeve during gameplay.



GAME SETUP

A - Common Setup

1. Core Decks: Divide the 100 unsleeved core cards into 6 decks by level number. Shuffle each deck
individually. Place these decks in a face-up row on the table, arranged left to right in ascending order.

2. Upgrade Deck: Shuffle the 36 unsleeved upgrade cards into a single deck. Place this deck face down
on the table. Reveal the top 6 cards of the deck and place them in a face-up row next to the deck.
Note: These cards have 2 different cutouts, but they should still be shuffled together.

3. Token Supply: Create a supply with the credit tokens and damage tokens, sorted by type
and denomination.

B - Player Setup
1. Player Mat: Find the player mat, health marker, and armor marker of your chosen player color.
Place the player mat in front of you. Set the markers at “10” on the health track and “0” on the
armor track.

2. Character Portrait: Choose 10f the 4 characters available. Find their portrait card and place it in
the portrait space on your player mat.

3. Character Deck: Construct your 10-card character deck. Each card consists of a sleeve with 2
starting cards, sleeved back to back. Your character cards are listed on the back of your portrait
card. Shuffle the constructed deck and place it in the deck space on your player mat, threat side up.

- 6x Strike / Ceresan Thief
- 1x Spare Credits / Uirenian Doe
- 1« Character Card A / Backalley Blademaster
- 1% Character Card B / Sporeling
- 1« Character Card C / Junker Cyelist
4. Starting Hand: Draw 3 cards from your deck. Hold these cards in your hand so that you are
viewing the core side, not the threat side.
5. Battlefield: Take 3 cards from your deck. Place these cards in a row next to your deck, threat side up.
6. Starting Credits: Take credit tokens with a total value of 3 credits from the supply. Place them in
the credits space on your player mat.
7. Action Point Dises: Find the 6 action point dises of your chosen player color. Place 3 of them in
the action points space on your player mat. Set the other 3 aside for now.

8. Level Dises: Find the 2 level dises of your chosen player color and stack them together above the
level-1core deck.



C - Boss Setup

1. Boss Mat: Choose 1of the 3 available bosses. Find the boss mat that matches the chosen boss and
put it in play. Note: The recommended boss for your first play is the Harbinger.

2. Boss Deck: Find the boss cards that match the chosen boss. Construet the boss deck according to
the setup steps listed on the back side of the boss mat.

3. Threat Deck: Construct the threat deck according to the setup steps listed on the back side of the
boss mat. Place the shuffled threat deck next to the core decks, threat side down.

4. Danger Marker: Find the danger marker and place it on the first “0” space of the danger track on the
boss mat.

5. Difficulty Level: Choose a difficulty level: NORMAL, HARD, or EXPERT. This will determine how quickly
the danger marker advances during play.




Core Cards (126x)

Shadowy Confidant

3
Lose 2 ,then draw1 card from
the bottom of your deck.
Conspire:

(Conspire: Requires another eard of
this faction in hand orin play,)

Cores make up the front side of sleeved
cards. They represent the powers,
resources, and support available to you.

Threat Cards (111x)

Threats make up the back side of sleeved
cards. They represent the strange monsters
and deadly foes that you will face on the
field of battle.

CARD ANATOMY

There are 3 different card types: cores, threats, and
upgrades. Each sleeved “card” consists of 1 core,
1threat, and up to 2 upgrades.

1.

Cost: This value indicates the number of action
points required to play the card. Remove that
many action point discs from your player mat.
Faction: This indicates which faction the card
belongs to. Many game effects and keywords are
linked to these faction types.

Type: This label indicates whether the card is a
tactic or an ally. Tactics are discarded after use,
while allies remain in play.

Effects: This is where the card's effects appear.
Some cards have a single effect, while some
have multiple effects.

Level: This value indicates which core deck the
card comes from (1-6). Character cards and
starting cards are level-0 core cards.

Attack: This value indicates how much damage
the threat will deal to you each turn when in play.
Defense: This value is added to the attack value
to determine the total health of the threat. You
must deal damage to a threat equal to its health
to defeat it.

Bonus: This text indicates a bonus that you gain
when you defeat the threat. Not all threats have
abonus.

Keyword: This text indicates a keyword that
applies to the threat. Not all threats have

a keyword.



Upgrade Cards (36x)

1. Cost: This value indicates the amount of credits
required to buy the upgrade. Return that many
credits to the supply.

2. Modifiers: The modifiers in effect for the card
that this upgrade is added to. Each card can have
1 matehing upgrade per cutout.

2a. Modifier added to the core side.
2b. Modifier added to the threat side.

3. Requirement: This indicates which type of card
this upgrade can be added to. Some upgrades

Costs W (e fadded toaunker card require a tactic or an ally, while others can be

e added to a card of either type.

4. Discount: This indicates a discount to the

upgrade cost that applies when itis added toa

Junker Sandtrap v o

Upgrades are sleeved between cores and

threats. They add modifiers to the core card of a specific faction.
side and the threat side.
Faction lcons
Council Junker Silver Viren

GAME OBJECTIVE

The goal of Unstoppable is to defeat the boss, a world-ending menace that threatens the very way of life
in your star system.

Even as a heroic figure with cosmic potential, you won't be capable of such a monumental task at the
start. And there are many other smaller threats that you must keep at bay in the meantime.
So train your powers, use your resources, and recruit new allies to your side.

You win the game if... you defeat the boss.

You lose the game if... your health is reduced to zero.
You lose the game if... the danger level reaches c;% 6



TURN SEQUENCE

The game takes place over a series of turns.
Each turn is broken into 5 phases that are performed in order:

A. Upkeep Phase
B. Draft Phase

C. Main Phase

D. Threat Phase
E. Cleanup Phase

This sequence repeats until you win or lose.

A. Upkeep Phase
The Upkeep Phase is when you carry out various upkeep steps:

1. Place 3 action point discs in the action points space on your player mat. Those action points are
available to be spent in the Main Phase.

2. Refresh all exhausted ally cards in play by rotating them back upright. Those ally cards are
available to be exhausted in the Main Phase.

3. Resolve all active effects that trigger during the Upkeep Phase.

B. Draft Phase

The Draft Phase is when you draft a new card and add it to your hand based on the current position of
your level dises:

1. Find the core deck where your small level disc is located.

2. Draw the top 3 cards of that core deck. Keep 1of those cards and return the other 2 to the bottom
of the same deck.

3. Take the top card of the threat deck, without viewing the threat side, and put your chosen core
card into the same sleeve.

4. Add the newly drafted card to your hand with the core side facing you.
5. Reset your small level disc back to where your large level disc is located and stack them together again.

Note: Both level discs advance permanently when you level up, and your small level disc advances
temporarily when you train.




C. Main Phase

The Main Phase is when you can play cards, exhaust
allies, and buy upgrades.

You may take these actions any number of times, and
inany order, as long as you have the cards, credits, and
action points required to do so. The phase ends when
you cannot, or choose not to, take any more actions.

Each action must be resolved fully before you can
take another.

Playing Cards

Repeatable Effects

Some interactions allow you

to repeat certain card effects.
However, if you resolve the same
effect of the same card for the
ath time in a single turn, you
must then eliminate that card.
Return that card to the box.

To play a card from hand, you must spend action points equal to its cost. Remove that many action point

dises from your player mat.

When you play a card, put it in front of you, core side up, and resolve its effects. Some cards have a single

effect, while others have multiple.

If the card has any upgrades, those may add further effects that trigger when played.

You may resolve the effects, including those from upgrades, in any order. Effects that you cannot resolve,

or choose not to, are forfeited.

Tactic Cards

Tacties are cards with one-time effects.
Once played, a tactic card remains in play
until the Cleanup Phase of the same turn
and is then discarded.

Rogue Hacker

Allies are cards with repeatable effects.
Once played, an ally card remains in play
until the next time you level up and is then
discarded.




Exhausting Allies \

To exhaust an ally in play, rotate the card 90 degrees clockwise. Exhausting an
ally is separate from playing it. You may only exhaust allies that are in play.

When you exhaust an ally, resolve the effects that follow the exhaust icon El Most allies have only1
exhaust icon, but some have multiple. For an ally with multiple exhaust icons, you must choose only 1to use for
its effects.

If the card has any upgrades, those may add further effects that trigger when exhausted.

You may resolve the effects, including those from upgrades, in any order. Effects that you cannot resolve,
or choose not to, are forfeited.

Once an ally has been exhausted (rotated sideways), it cannot be exhausted again until it is refreshed
(rotated upright) during the next Cleanup Phase.

Buying Upgrades

To buy an upgrade, you must spend credits equal to its cost. Return that amount of credits from your
player mat to the supply.

Then add the upgrade to any tactic card or ally card in your hand or in play by sliding it into the center of
the sleeve between core and threat. Each card can have up to 2 upgrades: 1top and 1 bottom.

Some upgrades have a requirement of either a tactic card or ally card.

Once you have sleeved the upgrade, refill the empty slot in the market with another upgrade revealed
from the upgrade deck.

Defeating Threats

Damage dealt to threats persists between turns and can be tracked with damage tokens (see p.12).
When a threat has taken damage equal to or greater than its health, you have defeated it. The health of
each threat is the sum of its attack and defense values.

Before resolving any bonus, draw the defeated threat and add it to your hand. Flip the card over and rotate it
so that you are viewing the core side. Defeating threats is the primary way to draw cards in Unstoppable!

Many threats have a bonus that triggers when defeated. These bonuses are mandatory and resolve immediately.
9 They can provide resources (e.g, credits, action points, health, armor) or other effects (e.g, training, damage).



D. Threat Phase

The Threat Phase is when you take damage from the
active threats.

All threat cards currently on the battlefield in front
of you are “active threats.” This does not include the
top card of your deck, which is the “on-deck threat”
Itis possible for there to be no active threats.

The amount of damage dealt by each active threat
is equal to its attack value. If the card has upgrades
on it, any attack value present on the threat side of
those upgrades is added to the threat's attack value.

For each damage you are dealt, move the armor marker
down 1space on your armor track. If the armor marker
reaches zero, move the health marker down 1 space
on your health track for each remaining damage.

If the health marker reaches zero, you lose immediately!

Note: Each active threat always deals damage equal to its attack value. The damage it has taken does not

affect the damage it deals to you.

E. Cleanup Phase

The Cleanup Phase is when you carry out various eleanup steps:

Resolving Events

An event is a mandatory game
effect. Events are usually triggered

by attacking or defeating a threat.
When triggered, an event must
be resolved immediately, even

if it interrupts the resolution of
another effect. After resolving
the event, continue with the
resolution of the effect that
triggered it. Events include...

triggering keywords
defeating threats
leveling up

1. Discard all tactic cards from play. Put them in your discard pile.
2. Remove all remaining action point dises from your player mat. Unspent action points cannot be saved for later.
3. Reset the armor marker to zero on the armor track on your player mat.
4. Rdd new threats to the battlefield until it is refilled to 3 active threats.

- Toadd a new threat to the battlefield, move the threat from the top of your deck to the battlefield.
The threat that is now revealed on top of your deck becomes the new on-deck threat.

- Ifadding new threats empties your deck, level up immediately (see p.11), then resume adding

new threats until there are 3 active threats.

5. Advance the danger marker 1 space on the danger track on the boss mat. If the danger marker

reaches the 2 space, you lose immediately!

10
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The Harbinger

Skipped Spaces

Some spaces must be skipped
based on the difficulty level you
chose during game setup:

NORMAL: Skip all spaces with a
green border.

HARD: Skip all spaces witha
yellow border.

EXPERT: Skip all spaces witha
red border.

Optional Effects
Some spaces have optional effects that trigger when the danger marker reaches them:

Wg : Spend 1 eredit to eliminate 1card in your hand, in your discard pile, or in play.
Return that card to the box; it will not be used again for the remainder of the game.
(a: Move any number of upgrades from the market to the bottom of the deck,
then refill the market.

Note: When an effect space on the danger track is skipped due to difficulty level, the effect does not trigger.

LEVELING UP

You get to level up each time your deck is empty. Leveling up is an “event,’ so the game pauses
temporarily while you complete the process.

When you level up, resolve these 5 steps in order:

1. Advance both level dises 1space to the right above the row of core decks. Each disc advances 1
space even if they are above different decks.



2. Discard all tactic cards and ally cards from play and discard
cards in your discard pile.

3. Optionally eliminate any 1 card in your hand, in your discar

down to 3 cards in hand. Put the discarded

d pile, or in play. Return that card to the

box; it will not be used again for the remainder of the game.

4. Resolve any boss-specific effects that trigger when you le
the boss mat.

5. Reshuffle all cards in your discard pile. Place the shuffled e
threat side up.

vel up. These effects, if any, are printed on

ards in the deck space on your player mat,

Leveling Up in the
Main Phase

You level up if your deck is empty
and there are no active threats.
When this oceurs mid-effeet,
interrupt the effect to level up,
then resume the effect even ifits
card is no longerin play.

Leveling Up in the
Cleanup Phase

You level up if your deck is empty
and a new threat must be added.
Complete the process of leveling up,
then resume adding new threats
until the battlefield is refilled to 3
active threats.

EFFECT ICONS

Many cards use effect icons as shorthand for important game effects. These effect icons are explained

in detail below.
Core lcons

Deal K damage.

If this damage does not defeat the target threat, take
X damage tokens from the supply and place them on
the threat to track it. You may target any active threat
or the on-deck threat. All damage from each instance
of this icon must be dealt to a single threat; you

cannot divide the damage among multiple threats.

Example: Five Meters Under is a Silver
tactic card that deals 2 separate instances
of damage when played. You can deal 3
damage to 1 threat and 2 damage to anather, or
5 total damage to the same threat.

Gain X credits.

Take X credit tokens from the supply and place
them in the credits space on your player mat. If the
supply runs out, use any suitable substitute.

Example: Gadwick Goldenhand is a Junker
ally card with an effect that lets you gain 2
credits from the supply when exhausted. 12
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Gain X action points.

Place X action point dises on your player mat.
You cannot have more than 6 action points.

If you gain action points when at the maximum,
nothing happens.

Example: Viren Solidarity is a Viren tactic
card with an effect that lets you gain 2
action points and 1 credit when played.

Gain X health.

Wove the health marker up X spaces on your health
track. You cannot have more than 10 health. If you
gain health when at the maximum, nothing happens.

Example: Medical Nanites is a Council
tactic card with an effect that lets you
gain 2 health when played.

Gain X armor.

ove the armor marker up X spaces on your armor
track. You cannot have more than 10 armor. If you
gain armor when at the makimum, nothing happens.

Example: Aid From the Resistance is a
Viren tactic card with an effect that lets
you gain 6 armor when played.

Train1level.

Advance your small level dise 1level, from its
current level to the next level. If your small level
discis already at the 6th level, nothing happens.

Example: Exceed Your Limits is a Silver
tactic card with an effect that lets you
train 1 level when played.

]
'
0
-
X

Eliminate 1 card.

Choose 1card inyour hand, in your discard pile, orin
play. Return that card to the box; it will not be used
again for the remainder of the game.

Example: Regional Target is a Council
tactic card with an effect that lets you
eliminate 1 card when played.

Level X+

Threat lcons

If Level X or higher...

This text indicates an effect that only resolves if
your large level disc is Level X or higher.

The character cards all have effects like this.

Attack Value

This value is how much damage the threat deals
to you during the Threat Phase if active. The health
of each threat is its attack value + defense value.

Example: Guard Squadron is a Silver ally
card with an effect that lets you gain 2
health when exhausted if you are Level
2or higher.

Example: Deadwood Stalker is a Bug
threat from Virenos that deals you 3
damage during the Threat Phase if active.

Defense Value

This value is how much extra damage you must
deal to the threat to defeat it. The health of each
threat is its attack value + defense value.

Example: Fugitive Gunslinger is a Viren
threat from Mithras with 2 attack and 1
defense for a total of 3 health.

Danger Level

This icon represents the current danger level.
The danger level is the number in the danger
marker's space of the danger track on the boss mat.

Example: Commhacker is a Human
threat from Ceres Il with @ defense.
If the current danger level is 2, then it
has 2 defense.



Boss Icons

Boss Damage

Some bosses must be dealt a certain amount of
boss damage. The ways you can deal boss damage
are specified on their boss mat and/or boss cards.

Example: The Harbinger can be dealt 1 boss
damage when an Order Acolyte or Order
Archivist enters your hand upon defeat.

Card Elimination

When the danger marker reaches this space,
you may spend 1 credit to eliminate 1 card in
your hand, in your discard pile, orin play.

Example: The Triumvirate has an optional
card elimination effect when the danger
marker reaches the first 2" space.

Market Cycle

When the danger marker reaches this space, you
may move any number of upgrades from the market
to the bottom of the deck, then refill the market.

Example: Duomo's Menace has an optional
market cycle effect when the danger
marker reaches the first 1" space.

Normal Difficulty

If you are playing on Normal difficulty, skip all
spaces with a green border when the danger
marker advances.

Example: The Harbinger has 2 green-bordered
spaces that you skip on Normal difficulty.

Hard Difficulty

If you are playing on Hard difficulty, skip all
spaces with a yellow border when the danger
marker advances.

Example: The Triumvirate has 3
yellow-bordered spaces that you skip
on Hard difficulty.

Expert Difficulty
If you are playing on Expert difficulty, skip all spaces
with a red border when the danger marker advances.

Example: Duomos Menace has 4 red-bordered
spaces that you skip on Expert difficulty.

Maximum Danger
If the danger marker reaches this space on the
danger track, you lose!

Example: All bosses have this icon on the
danger track.

14
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FACTION KEYWORDS

Many cards have effects that are represented by faction keywords.

These faction keywords have conditions or variables that are linked to the faction types of the cards in your
hand and/or in play. Consider all cards in your hand and in your play area when evaluating a faction keyword.

A faction keyword is displayed on a card in bolded text followed by a colon and the remainder of the
effect (e.g., “Conspire: Refresh 1ally”).

Bargain

Bargain effects, which are optional, are always
followed by a number. This is how many credits
you must spend to use it. The cost is reduced by
1for each card of the same faction as this card
in your hand and/or in play (including itself).
Costs cannot be reduced below zero.

Example: Hired Guns is a Junker tactic
card with a "Bargain 3" effect. By default,
the cost of this effect is reduced by 1
credit. But if you have at least 2 other
Junker eards in your hand and/or in play,
the cost is reduced to zero.

Conspire

Conspire effects, which are mandatory, trigger
if there is at least 1 other card of the same faction
as this card in your hand or in play. These effects
do not scale upward with the number of other
cards of the same faction.

Example: Royal Armorer is a Silver ally
card with a Conspire effect to gain 2
health. This effect only triggers if you
have at least 1 other Silver card in your
hand or in play.

Focus

Focus effects, which are mandatory, refer to an
“N" value. The value of X is equal to the number
of cards of the same faction as this card in your
hand and/or in play (including itself). X is always
at least 1 for any card that has a faction type.

Example: liren Strategy is a liren
tactic card with a Focus effect to deal
damage. If you have 4 other iren cards
in your hand and/or in play, this effect
deals 5 damage.

Unite

Unite effects, which are mandatory, refer to an “A"
value. The value of X is equal to the number of unique
factions present among the cards in your hand and/
orin play (including itself). X is always at least 1for
any card that has a faction type. There are 4 factions
now, but future releases could introduce more.

Example: Admiral Worley is a Council
ally card with a Unite effect to deal X
instances of 2 damage. If you have a
mix of Council, Junker, and Silver cards
in your hand and/or in play, this effect
deals 3 separate instances of 2 damage.

Some factionless cards, like the starting cards, have no faction type. These cards are ignored by

faction keywords.

If a factionless card receives an upgrade with a faction type, the card does not gain the faction type.
Factionless cards cannot have a faction type.



If a factionless card receives an upgrade with a faction keyword, the linked effect of the faction keyword

might still resolve.

Bargain: The effect still resolves but the cost cannot be reduced.
Conspire: The effect cannot resolve because the card is factionless.
Focus: The effect cannot resolve because the card is factionless.
Unite: The effect still resolves based on your other cards.

THREAT KEVINORDS

Many cards have effects that are represented by threat keywords.

Some threat keywords are passive effects that apply at all times while the threat is active, while others
are effects that trigger in specific circumstances.

A threat keyword is color coded and displayed on the card in ALL CAPS bolded text within a color-coded stamp.

Crazed threats become reckless when they
sense desperation. When a Crazed threat is
revealed for any reason, compare your current
health value to the Crazed “X" value. If your
current health value is equal to or lower than X,
the Crazed threat deals itself 2 damage.

Example: Virenian Stag has the Crazed 5
keyword. You defeat the current on-deck
threat, revealing a Virenian Stag on top of
your deck. If you only have 4 health when
this oceurs, it deals itself 2 damage.

Fast threats overrun the battlefield with their
speed. Fast threats do not count toward the
limit of 3 active threats. During the Cleanup
Phase, you must continue adding threats until
there are 3 non-Fast threats on the battlefield
and a non-Fast threat on top of your deck.
There can be any number of Fast threats on the
battlefield in addition to the 3 non-Fast threats.

Example: There are only 2 active threats
before you refill. The next threat, Junker
Cyclist, has the Fast keyword. After adding
it, you must also add the next threat,
Ceresan Thief. Neither the Ceresan Thief nor
the Commhacker revealed after that are
Fast threats, so the refill is complete.

Rage threats wreak havoe on your allies. During the
Threat Phase, for each Rage threat on the battlefield,
you must diseard 1ally from play and put it in your
discard pile. Both available allies and exhausted
allies can be discarded this way by Rage threats.

Example: Backalley Blademaster has the
Rage keyword. During the Threat Phase, if
this threat is on the battlefield, you must
discard 1 ally from play. If this threat is on
top of your deck, you are unaffected.

16
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Taunt threats command your attention. When at | Example: Sporeling is a threat with the
least 1 Taunt threat is on the battlefield or ontop | Taunt keyword. While it is visible, you cannot
of your deck, you must target a Taunt threat with | damage other threats. Serap Hunter, however,
any damage effect unless stated otherwise. This | is a Junker ally with a damage effect that
restriction does not apply to non-damage effects. | tells you to ignore the Taunt keyword.

Terror threats drain your stgely resolve. When Example: inespider is a threat with the Terror
you target a Terror threat with an effect that ; -
keyword. Dealing damage to the Vinespider

TERROR feals damage, you Lose L action point. [fyou will lose you 1 action paint. You can hit the

have no action points left, the effect still LT }
o ) - Vinespider without penalty if you do so when
resolves but the loss is ignored. This restriction . .
you have no action points left.

does not apply to non-damage effects.

Some upgrade cards have threat keywords on the threat side. Multiple instances of the same keyword
can stack on a single threat.

For the Crazed, Rage, and Terror keywords, the effect resolves once for each instance when triggered.

For the Fast and Taunt keywords, multiple instances have no effect.

2-PLAVER WMODE

In the 2-player mode, each player controls a separate character, and they must work together to defeat

the boss. For the most part, players play as they would in a solo game, however, players share the

ability to damage threats in either player's battlefield, meaning players can help each other draw cards.

Syneing up with your ally on when to kill threats and how to efficiently allocate your damage will be key.

Game Setup

Common setup and boss setup remain the same, but each player performs player setup individually for
their chosen character and color.

LA




Game Objective

The players still must defeat the boss, who is usually twjge as difficult. The players lose if either player's
health is reduced to zero or if the danger level reaches ¢,

Turn Sequence

Observe the following changes to the turn sequence:

« Upkeep Phase: The players complete this phase simultaneously.
Draft Phase: The players complete this phase simultaneously. If they are drafting from the same core
deck, they decide together who drafts first. They may discuss which card each player should draft.

- Main Phase: The players may take actions in any order, as long as each action is resolved fully before either
player takes another. It might be useful for the players to take alternating actions, but this is not required.

- Threat Phase: The players complete this phase simultaneously. Each player is only dealt damage by
the threats on their own battlefield.

- Cleanup Phase: The players complete this phase simultaneously. The danger marker only advances
1space total.

Clarifications

- The players may target each other's threats with damage and other effects that target threats.
This applies to active threats and on-deck threats.

- The Taunt keyword only applies to the battlefield with the Taunt threat. If Player A has a Taunt threat
on their battlefield and Player B does not, neither player can target any of Player A's threats except
the Taunt threat, but both players can target Player B's threats without restriction.

« Adefeated threat is added to the hand of the player whose battlefield it came from. If Player A defeats
one of Player B's threats, Player B adds the card to their hand, even though they did not defeat it.

« Rny “when defeated” bonus of a threat goes to the player who defeats the threat. Even if Player A
takes a threat down to 1 health, Player B gets the bonus if they deal the killing blow.

Players may still only affect themselves with health, armor, eredits, action points, and any other
effects that affect players.
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