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1. [bookmark: bookmark_72057594037928210][bookmark: _Toc164631945]Card Game Overview
2. [bookmark: bookmark_72057594037928215][bookmark: _Toc164631946]Philosophy
2.1. [bookmark: bookmark_72057594037928220][bookmark: _Toc164631947]Philosophical Point #1
The essence of card games lies in their strategic depth and the art of illusion they weave. Inspired by this, I pondered the extent to which strategic depth could transcend mere customization randomness. Could a card game seamlessly integrate real-world military tactics and the cerebral challenges of PC strategy games? Hence, the inclusion of chess elements.
2.2. [bookmark: bookmark_72057594037928225][bookmark: _Toc164631948]Philosophical Point #2
I've yet to encounter a card game that embraces multiple combat formations and diverse, realistic team strategies as avenues to victory. This game champions creativity and adaptability. Can players extricate themselves from challenging situations without relying solely on fortuitous late-game draws?
2.3. [bookmark: bookmark_72057594037928230][bookmark: _Toc164631949]Philosophical Point #3
The vision is to immerse players in action from the outset, summoning multiple units into play immediately. Players must deftly maneuver various units, employing formations, tactics, and environmental elements, with timing being pivotal. For instance, seizing the opportunity presented by spring could be the decisive factor in any encounter.
3. [bookmark: bookmark_72057594037928238][bookmark: _Toc164631950]Common Questions
3.1. [bookmark: bookmark_72057594037928245][bookmark: _Toc164631951]What is this game?
This game is a strategic trading card amalgam, blending elements of real-world military strategy, chess, the Total War series and the intensity of bullet hell gameplay.
3.2. [bookmark: bookmark_72057594037928250][bookmark: _Toc164631952]Why create this game?
My motivation stems from a love for strategic depth and the thrill of managing myriad tasks simultaneously while navigating fluctuating difficulty levels. Warcraft 3, Chess, Starcraft, and Touhou exemplify aspects of this challenge, where luck plays a minimal role. Touhou, for instance, demands pinpoint precision and multitasking, creating an immersive experience. I aim to infuse this blend of strategy and intensity into a card game, drawing from my passion for both strategic depth and the bullet hell genre. Combining them promises a fresh and engaging gaming experience.
3.3. [bookmark: bookmark_72057594037928257][bookmark: _Toc164631953]Unique Benefits:
One of the standout features of this game lies in its revolutionary approach to card gaming, eliminating the concept of "pay to win" commonly associated with trading card games. Unlike traditional TCGs where players invest significant sums to obtain powerful cards, this game allows players to utilize their entire deck freely. Each card holds a size value, enabling players to strategically deploy as many cards as they desire onto the battlefield, provided they have the necessary in-game resources. This innovative mechanic fosters dynamic gameplay, emphasizing strategy and skill over monetary investment, thus leveling the playing field for all participants.
3.4. [bookmark: bookmark_72057594037928267][bookmark: _Toc164631954]Player Control
In this immersive card game, players command an army of anime-inspired units imbued with the strategic essence of chess pieces. As the King(Commander) of their forces, players wield influence over five distinct unit types during their turn, deploying them strategically to gain battlefield supremacy. Additionally, players possess the freedom to unleash the full might of their deck, as each card's size determines its deployability, enabling players to flood the battlefield with an array of powerful units as they vie for victory.
3.5. [bookmark: bookmark_72057594037928272][bookmark: _Toc164631955]Main Focus
At its core, the game centers around the relentless pursuit of victory through strategic mastery and tactical finesse. Players engage in intense combat with the primary objective of vanquishing their opponent, employing a myriad of strategies to achieve supremacy on the battlefield. Victory can be attained through various means, including territorial conquest, enemy surrender through morale manipulation, or the decisive elimination of the opposing commander. With its focus on strategic depth and dynamic gameplay, the game promises an exhilarating experience for players seeking a blend of strategy and card-based combat.
3.6. [bookmark: bookmark_72057594037928277][bookmark: _Toc164631956]Key Differnces
What sets this game apart from traditional card games is its innovative approach to gameplay mechanics. Unlike conventional TCGs, which often feature restrictive summoning mechanics and rigid deck construction rules, this game offers unprecedented freedom and flexibility. Players can unleash the full potential of their deck without constraints, leveraging their entire arsenal to outmaneuver and overwhelm their adversaries. Additionally, the game introduces a host of novel features, including army-based combat, tactical formations, and dynamic environmental effects, providing a fresh and captivating experience for players seeking a new frontier in card gaming.
4. [bookmark: bookmark_72057594037928282][bookmark: _Toc164631957]General Features:
· Strategic gameplay mechanics that emphasize skill and strategy over monetary investment.
· Engaging multiplayer functionality, allowing for intense battles between up to four players.
· Dynamic gameplay elements, including changing seasons and environmental effects, adding depth and complexity to each match.
· Robust collectability features, with a diverse array of cards, including rare and powerful units, enhancing player customization and deck-building options.
5. [bookmark: bookmark_72057594037928292][bookmark: _Toc164631958]Game Concept:
This game represents a new fusion of strategic depth and card-based combat, offering players a captivating blend of skill, strategy, and tactical finesse. Set within the enigmatic confines of the dream world, players embark on a journey of conquest and discovery, engaging in intense battles while unraveling the mysteries of this surreal realm. With its innovative gameplay mechanics, immersive narrative, and dynamic multiplayer functionality, this game promises an unparalleled gaming experience for players seeking a new frontier in card gaming.
6. [bookmark: bookmark_72057594037928297][bookmark: _Toc164631959]Card Types
Each card type offers unique strengths, abilities, and strategic value, contributing to the depth and complexity of gameplay while providing players with diverse tactical options to explore and master.
6.1. [bookmark: bookmark_72057594037928302][bookmark: _Toc164631960]King (Commander):
Role: The King, or Commander, serves as the player's life points representation and acts as the leader of their army.
Abilities: The King provides various special effects per turn, offering strategic advantages to the player. Additionally, when summoned to the battlefield, the King becomes a formidable powerhouse capable of turning the tide of the game. In its initial position, the King possesses two passive abilities, allowing it to exert influence over the battlefield without directly participating in combat. These passive abilities contribute to the player's defensive or offensive capabilities and strategic maneuvering, enhancing the resilience of the players forces and shaping the flow of battle.
However, should the player opt to move the King from its secure position to the front lines, it undergoes a transformation, assuming the role of a General. This transition unleashes the King's full potential, empowering it to engage directly in combat and unleash its full array of abilities. It gains access to high stats, standard attacks and a third ability, further augmenting its offensive capabilities and bolstering the player's chances of victory. 
Limitations: The King becomes vulnerable to direct damage permanently. You can't retreat the king until an environment is captured. Once your on a new environment is basically another battlefield. Remember the goal to capture the players territory. Multiple territory over a set number years. The years in season can be summed up as merely a few turns. It not as long as you think. Its only long from lore standpoint if the players cares about that.
Game Impact: The presence of the King can significantly influence battlefield dynamics and strategic decision-making, making it a pivotal card in the player's arsenal.
6.2. [bookmark: bookmark_72057594037928307][bookmark: _Toc164631961]Queen (Captain):
Role: The Queen, or Captain, is an exceptionally powerful card that enhances the player's offensive capabilities and battlefield presence.
Abilities: Queens have the ability to increase the size of the battlefield and possess potent offensive abilities, such as attacking any unit regardless of position.
Resilience: Unlike other units, Queens cannot be killed in battle; they can only be routed. After being defeated, a Queen takes about five turns to return to the field, limiting the player's access to this powerful asset.
Strategic Impact: Queens exert significant influence on the battlefield, enabling players to exert pressure on their opponents and execute devastating attacks with precision and efficiency.
6.3. [bookmark: bookmark_72057594037928312][bookmark: _Toc164631962]Knight
Role: Knights are agile units specializing in fast movement and precision strikes.
Abilities: Knights possess unique abilities such as First Strike, allowing them to deal damage to opponents before receiving any damage themselves.
Tactical Use: Knights excel in hit-and-run tactics, swiftly maneuvering across the battlefield to exploit enemy weaknesses and disrupt their formations.
Strategic Value: Knights provide players with valuable flexibility and mobility, enabling them to control the pace of the battle and capitalize on fleeting opportunities.
6.4. [bookmark: bookmark_72057594037928317][bookmark: _Toc164631963]Rook:
Role: Rooks are stalwart defenders specializing in defensive capabilities and resilience.
Abilities: Rooks possess defensive abilities and boast maximum stats per level, making them formidable adversaries on the battlefield.
Defensive Utility: Rooks excel at holding the line and protecting key assets, providing crucial support to allied units and withstanding enemy assaults.
Strategic Importance: Rooks bolster the player's defensive posture, fortifying positions and repelling enemy advances, thereby ensuring the stability and security of their forces.
6.5. [bookmark: bookmark_72057594037928322][bookmark: _Toc164631964]Bishop:
Role: Bishops are ranged characters adept at harassing enemy forces and exerting pressure from a distance.
Abilities: Bishops possess the ability to attack both frontline and backline units, making them versatile assets in disrupting enemy formations.
Offensive Prowess: Bishops excel at softening up enemy defenses and targeting high-value enemy units, weakening their positions and creating openings for allied advances.
Strategic Flexibility: Bishops offer players tactical versatility, allowing them to control the flow of battle and dictate the terms of engagement through precise and calculated strikes.
6.6. [bookmark: bookmark_72057594037928327][bookmark: _Toc164631965]Pawn:
Role: Pawns are versatile warriors capable of adapting to various battlefield conditions and evolving over time.
Abilities: Pawns possess the unique ability called Promotion, enabling them to continuously copy and discard abilities upon each successful kill.
Adaptability: Pawns can change roles and capabilities based on evolving battlefield circumstances, maximizing their utility and effectiveness.
Strategic Evolution: Pawns evolve over the course of the game, becoming increasingly potent assets capable of turning the tide of battle through their adaptability and versatility.
7. [bookmark: bookmark_72057594037928332][bookmark: _Toc164631966]Rules:
The rules govern the structure, mechanics, and interactions of the game, ensuring fairness, consistency, and clarity for all players. Here's an overview of the key rules:
7.1. [bookmark: bookmark_72057594037928337][bookmark: _Toc164631967]Setup:
Prior to the start of the game, players must prepare the battlefield by placing season cards, environment cards, and selecting their starting units. Each player receives a predetermined number of environments and resources to initiate gameplay.
7.2. [bookmark: bookmark_72057594037928342][bookmark: _Toc164631968]Turn Structure:
The game progresses through a series of phases, including stand phase, draw phase, placement phase, combat phase, reaction phase, and cleanup phase. Each phase is meticulously designed to facilitate strategic decision-making and tactical maneuvering.
7.3. [bookmark: bookmark_72057594037928347][bookmark: _Toc164631969]Win Conditions:
Victory can be achieved through multiple avenues, including conquering a certain number of environments, forcing enemy surrender through morale depletion, or eliminating the enemy commander (King, Queen). These win conditions incentivize diverse strategies and gameplay approaches.
7.4. [bookmark: bookmark_72057594037928352][bookmark: _Toc164631970]Resource Management:
Players must effectively manage their resources (in-game currency) to deploy units, activate abilities, and execute tactics. Resource allocation is critical for maintaining a competitive advantage and seizing strategic opportunities on the battlefield.
7.5. [bookmark: bookmark_72057594037928357][bookmark: _Toc164631971]Combat Resolution:
Combat encounters are resolved through a combination of card stats, abilities, and strategic positioning. Melee and ranged attacks, armor mechanics, and passive abilities all influence the outcome of battles, requiring players to carefully plan their engagements and anticipate their opponent's moves.
7.6. [bookmark: bookmark_72057594037928362][bookmark: _Toc164631972]Seasonal Effects:
Seasons introduce dynamic changes to gameplay mechanics and strategic considerations, such as the availability of magic cards during Spring or the impact of environmental conditions on unit performance. Players must adapt their strategies to capitalize on seasonal advantages and mitigate seasonal disadvantages.
7.7. [bookmark: bookmark_72057594037928367][bookmark: _Toc164631973]Morale System:
Morale serves as a gauge of a player's resilience and determination, with morale decreasing as units are defeated in battle. If a player's morale reaches zero, they may surrender the game, forfeiting victory to their opponent. Effective morale management is essential for maintaining a competitive edge and avoiding defeat.
8. [bookmark: bookmark_72057594037928372][bookmark: _Toc164631974]Card Layout:
The card layout is designed to provide players with essential information at a glance while also facilitating gameplay mechanics and strategic decision-making. Here's a breakdown of the key elements:
By presenting pertinent information clearly and concisely, the card layout optimizes player comprehension and engagement, facilitating fluid gameplay and strategic decision-making.
8.1. [bookmark: bookmark_72057594037928377][bookmark: _Toc164631975]Card Type and Name:
Positioned prominently at the top of the card, the card type (e.g., General, Queen, Knight) and name are easily identifiable, allowing players to quickly assess the card's role and significance.
8.2. [bookmark: bookmark_72057594037928382][bookmark: _Toc164631976]Cost and Resource:
Located prominently on the card, the cost represents the amount of in-game currency required to deploy the card onto the battlefield. This information enables players to plan their resource allocation and strategic maneuvers effectively.
8.3. [bookmark: bookmark_72057594037928387][bookmark: _Toc164631977]Card Art and Flavor Text:
The card art serves to immerse players in the game world and evoke the thematic elements of the card's abilities and role. Flavor text may provide additional context or narrative flavor, enhancing the player's engagement with the game.
8.4. [bookmark: bookmark_72057594037928392][bookmark: _Toc164631978]Card Stats:
Boldly displayed at the bottom of the card, the card stats include attributes such as melee damage, range damage, and armor. These stats inform players of the card's offensive and defensive capabilities, allowing for informed decision-making during combat.
8.5. [bookmark: bookmark_72057594037928397][bookmark: _Toc164631979]Abilities and Passives:
Positioned prominently on the card, abilities and passives detail the card's special actions or effects. These abilities may impact gameplay mechanics, alter battlefield conditions, or provide strategic advantages, contributing to the depth and complexity of gameplay.
8.6. [bookmark: bookmark_72057594037928402][bookmark: _Toc164631980]Size:
Displayed in the top right corner of the card, the size represents the card's spatial footprint on the battlefield. This information is crucial for determining placement and positioning during gameplay, as players must adhere to the field size restrictions dictated by the current season.
9. [bookmark: bookmark_72057594037928565][bookmark: _Toc164631981]Unit Leveling System
9.1. [bookmark: bookmark_72057594037928473][bookmark: _Toc164631982]Progression
 As the game progresses and cards are used, they accumulate in the graveyard, reflecting the ongoing conflict and casualties incurred during gameplay.
9.2. [bookmark: bookmark_72057594037928552][bookmark: _Toc164631983]Level Requirements:
Leveling up units requires a certain threshold of cards in the graveyard. For example, Level 3 units may become available once around 25 cards are in the graveyard, while Level 4 units might require approximately 40 cards.
9.3. [bookmark: bookmark_72057594037928557][bookmark: _Toc164631984]Increased Strength:
Higher-level units boast enhanced stats and abilities compared to their lower-level counterparts. This progression system rewards players for engaging in combat and ensures that gameplay remains dynamic and strategic as stronger units become available over time.
10. [bookmark: bookmark_72057594037928478][bookmark: _Toc164631985]Card Combat and Stats:
10.1. [bookmark: bookmark_72057594037928534][bookmark: _Toc164631986]Melee Stats:
The distinction between frontline and support line placement impacts a card's role in combat. Frontline units are typically offensive and vulnerable to direct attacks, while support line units may offer defensive bonuses or ranged attacks.
10.2. [bookmark: bookmark_72057594037928539][bookmark: _Toc164631987]Armor Mechanic:
Introduces a secondary health bar represented by armor, which absorbs a portion of incoming damage before the card's health is affected. This mechanic adds strategic depth by allowing players to prioritize targets and manage their units' survivability.
10.3. [bookmark: bookmark_72057594037928544][bookmark: _Toc164631988]Damage Calculation:
The outcome of battles is determined by various factors, including the card's stats, any passive abilities or buffs in play, and the opponent's defensive capabilities. Melee and ranged attacks are resolved based on these calculations, influencing the flow of combat and decision-making during engagements.
11. [bookmark: bookmark_72057594037928483][bookmark: _Toc164631989]Seasons and Magic:
11.1. [bookmark: bookmark_72057594037928522][bookmark: _Toc164631990]Season Effects:
Each season introduces unique gameplay mechanics and effects, such as the availability of magic cards during Spring. These seasonal changes add an additional layer of strategy as players must adapt their tactics to capitalize on seasonal advantages.
11.2. [bookmark: bookmark_72057594037928527][bookmark: _Toc164631991]Magic Usage:
Magic cards are powerful game-changers that can tip the balance of a match in favor of the player who employs them strategically. By restricting magic usage to specific seasons, the game encourages thoughtful planning and timing, ensuring that magic remains a valuable resource rather than an omnipresent force.
12. [bookmark: bookmark_72057594037928488][bookmark: _Toc164631992]Spoils of War:
12.1. [bookmark: bookmark_72057594037928510][bookmark: _Toc164631993]Reward System:
Spoils of war cards serve as rewards for aggressive play and successful eliminations of opponent units. These cards offer additional resources, tactical advantages, or unique abilities that can influence the outcome of the game.
12.2. [bookmark: bookmark_72057594037928515][bookmark: _Toc164631994]Tactical Advantage:
By offering players additional options and resources, spoils of war cards enhance strategic decision-making and provide opportunities for creative gameplay tactics. Players must weigh the risks and rewards of engaging in combat to maximize their chances of securing valuable spoils of war.
13. [bookmark: bookmark_72057594037928493][bookmark: _Toc164631995]Card Summoning & Money Management:
In this game, players utilize in-game currency, represented as "money," to summon cards onto the battlefield and execute various gameplay actions. Here's how card summoning and money mechanics function:
Starting Resources: At the beginning of the game, each player receives a starting amount of money, typically $5000, which serves as their initial resource pool.
Resource Generation: Players receive additional money at the start of each turn, allowing them to accumulate resources over time. This income is essential for playing cards, activating abilities, and executing strategic maneuvers during gameplay.
Card Summoning Cost: Each card in the game has a specific summoning cost associated with it, which represents the amount of money required to play the card onto the battlefield. The summoning cost varies depending on factors such as the card's level, strength, and rarity.
Incremental Costs: As the level or strength of a card increases, so does its summoning cost. Higher-level cards typically require more money to summon onto the battlefield, reflecting their increased power and strategic value.
Resource Management: Effective resource management is critical for success in the game, as players must carefully balance their spending to maintain a strong presence on the battlefield while conserving resources for future turns.
By understanding the cost of card summoning and implementing sound resource management strategies, players can optimize their gameplay and enhance their chances of achieving victory in intense strategic battles.
14. [bookmark: bookmark_72057594037928571][bookmark: _Toc164631996]Moral
Morale represents the overall confidence, spirit, and determination of a player's forces on the battlefield. It reflects the psychological state of the troops and their willingness to continue fighting. As morale fluctuates throughout the game, it can have significant implications for gameplay dynamics and strategic decision-making.
14.1. [bookmark: bookmark_72057594037928581][bookmark: _Toc164631997]Mechanics of Morale:
Initial Morale: At the beginning of the game, each player starts with a set amount of morale, typically set at 200. This initial morale serves as the baseline for both players and can be affected by various in-game actions and events.
Morale Reduction: Morale decreases when a player's units are defeated in battle. The amount of morale lost is determined by the size or strength of the defeated unit. For example, larger or more powerful units may cause a greater decrease in morale when defeated.
Threshold for Surrender: If a player's morale reaches zero, they are forced to surrender the game, resulting in defeat. Morale serves as a crucial win condition, as depleting the opponent's morale is an alternative victory path alongside defeating their commander or capturing all environments.
14.2. [bookmark: bookmark_72057594037928586][bookmark: _Toc164631998]Impact on Gameplay:
Strategic Considerations: Players must carefully manage their units and battlefield tactics to avoid excessive morale loss. Losing too many units in quick succession can lead to a rapid decline in morale, putting the player at a severe disadvantage.
Psychological Warfare: Morale adds an additional layer of psychological warfare to the game, as players must consider not only the tactical implications of their actions but also the morale impact on their opponent. For example, targeting high-value or strategically important units can demoralize the opposing player and weaken their resolve.
Dynamic Gameplay: The fluctuating nature of morale introduces dynamic gameplay scenarios, where momentum can quickly shift between players based on the ebb and flow of battle. Players must adapt their strategies in real-time to maintain morale superiority and secure victory.
14.3. [bookmark: bookmark_72057594037928594][bookmark: _Toc164631999]Recovery and Reset:
Morale Recovery: In some cases, players may have the opportunity to recover lost morale during the course of the game. For example, capturing specific objectives or achieving certain milestones may provide morale boosts, allowing players to regain lost ground and continue the fight.
Reset Mechanism: If a player's morale reaches zero, they are forced to surrender the game. However, in certain circumstances, players may have the option to reset their morale and continue the battle. For example, if a player controls a sufficient number of environments, they may be granted a morale reset, allowing them to resume the game with renewed determination.
By mastering the intricacies of card usage and strategic deployment, players can effectively control the battlefield and outmaneuver their opponents to secure victory.
15. [bookmark: bookmark_72057594037928680][bookmark: _Toc164632000]Training and Reinforcements:
In this game, players have the option to train and reinforce their cards to increase their strength and effectiveness over time. Here's how it works:
15.1. [bookmark: bookmark_72057594037928686][bookmark: _Toc164632001]Training:
On the third turn of the game, players can choose to put a card aside for training. This card will gradually increase in strength, gaining additional melee or range damage, armor, and health points every turn. However, this enhancement comes at a cost, as the player must pay an additional fee each turn to continue the training process.
15.2. [bookmark: bookmark_72057594037928691][bookmark: _Toc164632002]Reinforcements:
Once the player decides to bring back the trained card into play, they must pay the full price of the card, along with the accumulated bonuses from the training sessions. This allows players to bolster their forces with upgraded units that have been carefully developed and strengthened over time.
16. [bookmark: bookmark_72057594037928605][bookmark: _Toc164632003]How to use a Card:
Understanding how to utilize cards effectively is crucial for success in the game. Here's a step-by-step guide on how to use a card:
Placement: During the Placement Phase of the game, players can strategically deploy their cards onto the battlefield. The number of cards a player can place is determined by factors such as available resources, field size, and tactical considerations.
Resource Cost: Each card has a specific resource cost associated with it, representing the amount of in-game currency required to summon the card onto the battlefield. Players must pay this cost to play the card from their hand.
Card Abilities: Once a card is successfully summoned onto the battlefield, players can utilize its unique abilities and attributes to gain strategic advantages. These abilities may include offensive attacks, defensive maneuvers, special effects, or passive bonuses that affect gameplay dynamics.
Combat and Interactions: During the Combat Phase, players can engage in battles with their opponent's cards, using their own creatures to attack and defend. The outcome of these interactions is determined by factors such as card statistics, abilities, and tactical decisions made by the players.
Reacting to Opponent: In the Reaction Phase, players have the opportunity to respond to their opponent's actions by deploying tactic cards, activating abilities, or employing defensive strategies to mitigate damage or gain tactical advantages.
17. [bookmark: bookmark_72057594037928621][bookmark: _Toc164632004]Game Flow
The game flow in this card game unfolds through several distinct phases, each contributing to the strategic depth and immersive gameplay experience. Here's a detailed breakdown of the game flow phases:
By progressing through these interconnected phases, players engage in dynamic gameplay experiences characterized by strategic decision-making, tactical positioning, and intense combat encounters, culminating in thrilling battles for victory on the battlefield.
17.1. [bookmark: bookmark_72057594037928626][bookmark: _Toc164632005]Stand Phase:
· At the beginning of each turn, the game progresses to the Stand Phase.
· During this phase, players witness the transition of seasons, symbolizing the passage of time within the game world.
· The season changes every three turns, introducing dynamic shifts in gameplay mechanics and strategic opportunities.
17.2. [bookmark: bookmark_72057594037928631][bookmark: _Toc164632006]Draw Phase:
· Following the Stand Phase, players proceed to the Draw Phase.
· During this phase, players draw cards from their deck, replenishing their hand and expanding their tactical options.
· Each player typically draws a predetermined number of cards, usually two cards per turn, to maintain a balance between card advantage and resource management.
17.3. [bookmark: bookmark_72057594037928636][bookmark: _Toc164632007]Placement Phase:
· After drawing cards, players enter the Placement Phase, where they strategically deploy their cards onto the battlefield.
· Players have the flexibility to place any number of cards on the field, provided they adhere to certain restrictions based on the field size and available resources.
· Cards may be placed in specific rows on the battlefield, with different rows offering distinct tactical advantages and positioning considerations.
· This phase is crucial for establishing board presence, setting up defensive formations, and preparing for subsequent combat phases.
17.4. [bookmark: bookmark_72057594037928641][bookmark: _Toc164632008]Combat Phase:
· Once all cards are placed on the battlefield, players transition to the Combat Phase, where strategic battles unfold.
· During this phase, players engage in combat by attacking their opponent's cards using their own creatures or employing tactic cards.
· Players have the freedom to choose their targets and allocate their resources strategically to gain the upper hand in battle.
· Combat resolves based on the interactions between cards' statistics, abilities, and any additional effects from tactic cards or environmental factors.
17.5. [bookmark: bookmark_72057594037928646][bookmark: _Toc164632009]Reaction Phase:
· Following the Combat Phase, players enter the Reaction Phase, where they have the opportunity to respond to their opponent's actions.
· Players may deploy tactic cards, activate abilities, or employ defensive strategies to counter enemy attacks and mitigate damage.
· The Reaction Phase offers players a chance to adapt their tactics on the fly and seize strategic advantages through timely interventions.
17.6. [bookmark: bookmark_72057594037928651][bookmark: _Toc164632010]Second Player Combat and Reaction Phases:
· In games with multiple players, the Combat and Reaction Phases may repeat for each player in sequence, allowing all participants to engage in strategic interactions and tactical maneuvers.
17.7. [bookmark: bookmark_72057594037928656][bookmark: _Toc164632011]Damage Calculation Phase:
· Once all combat and reactions are resolved, players proceed to the Damage Calculation Phase.
· During this phase, the game calculates the outcomes of combat encounters, determining damage dealt to cards and any resulting consequences, such as card removal or triggering of special effects.
17.8. [bookmark: bookmark_72057594037928661][bookmark: _Toc164632012]Cleaning Phase:
· The game concludes with the Cleaning Phase, where any temporary effects or lingering conditions are resolved, and the battlefield is prepared for the next turn.
· Players may discard excess cards from their hand, reset any temporary modifiers, and make final adjustments before the next cycle of gameplay begins.
18. [bookmark: bookmark_72057594037928407][bookmark: _Toc164632013]Multiplayer:
Multiplayer mode introduces additional dynamics and considerations to the gameplay experience, fostering competitive interaction and strategic depth. Here's how multiplayer mode functions.

By incorporating multiplayer functionality, the game offers a dynamic and competitive experience that challenges players to adapt to ever-changing circumstances and outmaneuver their opponents to emerge victorious.
18.1. [bookmark: bookmark_72057594037928412][bookmark: _Toc164632014]Player Count:
Multiplayer mode accommodates up to four players, each vying for supremacy on the battlefield. This increased player count intensifies the strategic complexity and tactical decision-making, as players must contend with multiple opponents simultaneously.
18.2. [bookmark: bookmark_72057594037928417][bookmark: _Toc164632015]Alliances and Hostility:
Unlike traditional team-based games, alliances are not permitted in multiplayer mode. Each player competes independently against all other players, fostering a cutthroat and competitive environment where alliances are fleeting and betrayals are commonplace.
18.3. [bookmark: bookmark_72057594037928452][bookmark: _Toc164632016]Target Selection:
Players must strategically choose their targets, focusing their attacks and maneuvers on opponents across from them. This ensures balanced gameplay and prevents any single player from becoming overwhelmed by coordinated assaults from multiple opponents.
18.4. [bookmark: bookmark_72057594037928457][bookmark: _Toc164632017]Spectator Mode:
In the event of a player's defeat, they may opt to enter spectator mode, observing the remaining players' actions and outcomes. Spectator mode allows defeated players to remain engaged with the game and potentially glean insights or strategies for future matches.
18.5. [bookmark: bookmark_72057594037928467][bookmark: _Toc164632018]Dynamic Alliances:
Throughout the course of the game, players may form temporary alliances or forge rivalries based on shifting battlefield dynamics and strategic objectives. These alliances are fluid and opportunistic, driven by mutual self-interest and the pursuit of victory.
18.6. [bookmark: bookmark_72057594037928935][bookmark: _Toc164632019]The Battlefield
THE BATTLEFIELD = SIZE 75							
Draw	TACT	TACT	POL	POL	Gen	MAG	MAG	FOR	Money/ MOR
GRA	PL (1)	PL (1)	PL (1)	CA (1)	ART	CA (1)	PL (1)	PL (1)	TRANING
SREW	PL (1)	PL (1)	PL (1)	PL (1)	PL (1)	PL (1)	PL (1)	PL (1)	TRANING
	PL (1)	PL (1)	PL (1)	PL(1)	PL(1)	PL(1)	PL(1)	PL(1)	
	PL (1)	PL (1)	PL (1)	PL(1)	PL(1)	PL(1)	PL(1)	PL(1)	
	PL (1)	PL (1)	PL (1)	PL(1)	PL(1)	PL(1)	PL(1)	PL(1)	
	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	
	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	
	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	
SEAS	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	ENV
	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	
	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	
	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	FI(S)	
	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	
	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	
	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	
TRANING	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	PL(2)	REW
TRANING	PL(2)	PL(2)	CA(2)	ART	CA(2)	PL(2)	PL(2)	PL(2)	GRA
MONEY/MOR	FOR	MAG	MAG	GEN	POL	POL	TACT	TACT	DRAW

18.7. [bookmark: bookmark_72057594037928941][bookmark: _Toc164632020]Game Board Terms

Draw (Draw Card): Acquire a new card from the deck.
GRA (Graveyard): Where discarded or defeated cards are placed.
MAG (Magic): Cards that enable powerful, often game-changing effects.
POL (Policy): Cards that influence the game's mechanics or rules.
FOR (Formation): Cards that dictate strategic positions or arrangements.
SEAS (Season): Cards representing different seasons, affecting gameplay.
ENV (Environment): Cards representing various battlegrounds or locations.
TACT (Tactic): Cards used to execute specific strategies or maneuvers.
GEN (General): The leader card representing the player's life points.
FI (Field Space): The designated area for placing cards during gameplay.
PL (Player): Refers to the individual players participating in the game.
ART (Artifact): Cards representing powerful or unique items with special effects.
MORALE & MONEY: Indicators of player morale and available resources.
SPOILS OF WAR REWARD (SREW): A mechanic triggered by certain in-game actions, rewarding players with additional cards.
19. [bookmark: bookmark_72057594037928287][bookmark: _Toc164632021]Game World Overview Lore:
Immersing players in a captivating narrative, the game unfolds within the ethereal confines of the dream world, a realm where reality intertwines with fantasy. Within this mysterious domain, players assume the role of a General embroiled in conflict, navigating treacherous battles while contending with the enigmatic forces that govern the dream world. As players journey through this surreal landscape, they unravel the mysteries of the dream world, confronting adversaries and forging their path to victory amidst the shifting sands of fate.
19.1. [bookmark: bookmark_72057594037928262][bookmark: _Toc164632022]Game Setting:
The game unfolds within the enigmatic confines of the dream world, a surreal realm where the subconscious minds of random individuals converge during slumber. Within this ethereal landscape, players assume control of a General embroiled in conflict, navigating treacherous battles while contending with the relentless pursuit of loyal adversaries. As players traverse this fantastical domain, their victories bring forth reality-bending bonuses, while defeat threatens the erosion of memories and sanity, ensnaring them in the dream world's relentless grasp.
20. [bookmark: bookmark_72057594037928616][bookmark: _Toc164632023]Appendix: Card List
Total Cards: 187

20.1. [bookmark: bookmark_72057594037928804][bookmark: _Toc164632024]Pawn Cards
20.1.1. [bookmark: bookmark_72057594037928699][bookmark: _Toc164632025]Level 1 Pawn Cards (10):
1. Executioner Jasmine
2. Hasuki Suwa
3. Flag Bearer Sena
4. Mimel
5. Hakufu Saji
6. Gracia
7. Toma Mikoto
8. Takumi Sakihata
9. Levixus Sharial
10. Sasuji Ban
20.1.2. [bookmark: bookmark_72057594037928704][bookmark: _Toc164632026]Level 2 Pawn Cards (7):
1. Yua Aoi
2. Gisen
3. Charles Maeda
4. Ayase Kishimoto
5. Kanetsugu Nishijo
6. Sen Goto
7. Genichi Norose
20.1.3. [bookmark: bookmark_72057594037928709][bookmark: _Toc164632027]Level 3 Pawn Cards (5):
1. Akhazriel
2. Hamon Bathioul
3. Shimei Teifu
4. The Taira Sisters
5. Xaphan
20.1.4. [bookmark: bookmark_72057594037928714][bookmark: _Toc164632028]Level 4 Pawn Cards (5):
1. Chiana Bloodstride
2. Chumani Glowgrain
3. Lahabiel Sorush
4. Mahala Rockwatcher
5. Zuzela Hillrage
20.1.5. [bookmark: bookmark_72057594037928719][bookmark: _Toc164632029]Level 5 Pawn Cards (5):
1. Awinita Pyresnout
2. Dena Truthwound
3. Natane Darkdraft
4. Tazanna Hazemane
5. Rosine Farblade
20.2. [bookmark: bookmark_72057594037928729][bookmark: _Toc164632030]Knight Cards
20.2.1. [bookmark: bookmark_72057594037928855][bookmark: _Toc164632031]Level 1 Knight Cards (4):
1. Anti-Skill
2. Harass Division 4
3. Heavy Infantry
4. Hound Dog
20.2.2. [bookmark: bookmark_72057594037928860][bookmark: _Toc164632032]Level 2 Knight Cards (5):
1. Bryana Lintz
2. Kendall Pryce
3. Meaghan Haugh
4. Nevaeh Spenner
5. Sestune
20.2.3. [bookmark: bookmark_72057594037928865][bookmark: _Toc164632033]Level 3 Knight Cards (5):
1. Aslum
2. Lyeyeru Light Cloak
3. Suerilla Sanerth
4. Yesha Fueeter
5. Zinjo Skyshatter
20.2.4. [bookmark: bookmark_72057594037928870][bookmark: _Toc164632034]Level 4 Knight Cards (5):
1. Anipel
2. Chandrelle Sapphirethane
3. Gardeatalyn Deepchest
4. Lieutenant Siezune
5. Reisseada Brewbringer
20.2.5. [bookmark: bookmark_72057594037928875][bookmark: _Toc164632035]Level 5 Knight Cards (5):
1. Isi Steelmane
2. Len Stormchaser
3. Peddrenth the Redeemer
4. Sarandiel
5. Sisika Longweaver
20.3. [bookmark: bookmark_72057594037928739][bookmark: _Toc164632036]Rook
20.3.1. [bookmark: bookmark_72057594037928850][bookmark: _Toc164632037]Level 1 Rook Cards (10):
1. Chiffon Kisakinomiya
2. Chihaya Otensiz
3. Enraged Masazumi
4. Laetitla
5. Leviathan
6. Majdar
7. Makiko Asano
8. Msyu
9. Sanetoshi Watase
10. Yurlungur
20.3.2. [bookmark: bookmark_72057594037928880][bookmark: _Toc164632038]Level 2 Rook Cards (10):
1. Velath the Tiran
2. Avrae
3. Deventha Gentle Mind
4. Eight Quinarth’s
5. Jasmine Asthelwuf
6. Jura Mesarth
7. Syrreth
8. The Oni Sisters
9. Unscathed Nyeryll
10. 2000 Rose Guards
20.3.3. [bookmark: bookmark_72057594037928885][bookmark: _Toc164632039]Level 3 Rook Cards (5):
1. Breaker Isaac Eulisses
2. Fhaerala Eater of All
3. Lathiaeril
4. Templar Arcadio
5. The Lords of Green and White
20.3.4. [bookmark: bookmark_72057594037928890][bookmark: _Toc164632040]Level 4 Rook Cards (5):
1. Darjeeling
2. Heralith the Voiceless
3. Hungry Delshandra
4. Skycutter Valindra
5. Soliania
20.3.5. [bookmark: bookmark_72057594037928895][bookmark: _Toc164632041]Level 5 Rook Cards (5):
1. Head Oni Myu Ibuki
2. Ladon
3. Rin Tosaka
4. Vartic
5. Tosark
20.4. [bookmark: bookmark_72057594037928744][bookmark: _Toc164632042]Bishop
20.4.1. [bookmark: bookmark_72057594037928845][bookmark: _Toc164632043]Level 1 Bishop Cards (1):
1. 3 Radio Operators
20.4.2. [bookmark: bookmark_72057594037928900][bookmark: _Toc164632044]Level 2 Bishop Cards (7):
1. 50 Tarsic Legionnaires
2. Missionary Misaka Sanctis
3. Leviathan
4. Ayumi Konparu
5. Sena Greybreath
6. Maid Chief Kendrick
7. Shaddala
20.4.3. [bookmark: bookmark_72057594037928910][bookmark: _Toc164632045]Level 3 Bishop Cards (1):
1. Katelin Swallows
20.4.4. [bookmark: bookmark_72057594037928915][bookmark: _Toc164632046]Level 4 Bishop Cards (3):
1. Livjatan
2. Grace Dawnsinger
3. Kosumi Mistmane
20.4.5. [bookmark: bookmark_72057594037928905][bookmark: _Toc164632047]Level 5 Bishop Cards (4):
1. Fear Cubrick
2. Mercenary Horizon Isobe
3. Konoha Muramasa
4. Silica Faires
20.5. [bookmark: bookmark_72057594037928749][bookmark: _Toc164632048]Queen/Captain
20.5.1. [bookmark: bookmark_72057594037928810][bookmark: _Toc164632049]Level 6 Captain/Queen Cards (8):
1. Aurora Alpestris
2. Shiroyasha Fumi
3. Kanno Melusine
4. Kawakami Ryner
5. Ariadust Sakami
6. Izayoi Tsuhima
7. Shiruba
20.6. [bookmark: bookmark_72057594037928754][bookmark: _Toc164632050]King/General
20.6.1. [bookmark: bookmark_72057594037928759][bookmark: _Toc164632051]King/General Cards (5):
1. Arnval Calessa
2. Genpou Housen
3. Astraea Rue
4. Lianshi
5. Lord Izumo Sorgrims
20.7. [bookmark: bookmark_72057594037928764][bookmark: _Toc164632052]Tactical Cards:
20.7.1. [bookmark: bookmark_72057594037928816][bookmark: _Toc164632053]Tactical Cards (25):
1. Ambition
2. Armoured
3. Army of One
4. Damaged Supply Base
5. Deal, Cause Revolt 
6. Fresh Policies
7. Flying Fangs of War
8. Firm Defence 
9. Intelligence 
10. Invisible Rules
11. Last Stand
12. Levies
13. Master Defence, 
14. Missing Command
15. Once More
16. Power of Peace
17. Recruit Officer
18. Retainers Will
19. Show Time
20. Smoke Screen!
21. Special Strategy
22. The One and Only
23. Three Month Alliance
24. Three-Sided Battle
25. Tyranny
20.8. [bookmark: bookmark_72057594037928769][bookmark: _Toc164632054]Magic Cards:
20.8.1. [bookmark: bookmark_72057594037928822][bookmark: _Toc164632055]Magic Cards (25):
1. Buff Support, 
2. Collateral Damage, 
3. Concentration, 
4. Defection by Forced Magic, 
5. Demonic Control, 
6. Dispel, 
7. Dragon Fire, 
8. Eli Eli Lama Sabachthani, 
9. Environmental Editing, 
10. Environmental Barrier, 
11. Gift Lock, 
12. Greater Heal, 
13. Innocentus King of Witch Hunters, 
14. King's Summoning, 
15. Lesser Heal,
16.  Light Heal, 
17. Magical Armour, 
18. Revive, 
19. Soul Devour, 
20. St. George Sanctuary,
21.  Supreme Flash Freeze, 
22. Synchronize, 
23. Tracing,
24. Vengeance.
20.9. [bookmark: bookmark_72057594037928774][bookmark: _Toc164632056]Season Cards
20.9.1. [bookmark: bookmark_72057594037928833][bookmark: _Toc164632057]Season Cards (4):
1. Time of Winter
2. Time of Spring
3. Time of Fall
4.  Time of Summer.
20.10. [bookmark: bookmark_72057594037928779][bookmark: _Toc164632058]Environment Cards
20.10.1. [bookmark: bookmark_72057594037928828][bookmark: _Toc164632059]Environment Cards (12):
1. Ancient City of Nesada
2. Becilia, Crimson Mountains
3. First Tree Plains, Mornamiet
4.  Rice Land, Sakura Forest
5. Sky Labyrinth City
6. Forgotten Library
7. The Muglox Underground
8. Vale of Dream, and Yutivia Forest.
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