RULEBOOK




GAME OVERVIEW

pace,

each other for glory and fame.
anumber o

they lose cards from their hand or deck, Whan they run out of cards, they
are Knocked Out. The las: fighter standing s the Winner.

Perfecting
the combos of your favorite ighter and K1oWINg your opponent's moves s
the key to success.

Concept sketch






COMPONENTS

Each fighter s represented by:

4Doublesided Character Sheet

1Double-sided Power
Each ightarhasa
represens the ghtr s unique ailies
andulos. Alfghtrs bogin with their
e Token it s A fc

tack Movessuch s punches and icks.
Bluscards roprosont Dofanso Moves such as dodges and bocks.
angin

Icon) and allred cards conainan St value
Staggering card

gl it iy from o th game and beng knocked ot



SETUP.

picks a fig o
corresponding Character Sheet, Power Token, Moves Deck, and
ggering Card.

Place your Character Sheet stat side faceup in front of you next to

Your Power Token with side A faceup.

Place your faceup Staggering Card next to your fighter's power

token and take your 5 Starting Move Cards (identified by the $ in

the bottom left corner) into your hand. Shuffle your remaining Move
the

Staggering Card.
The game is set up and ready to rol. Boris vs Grace!

Moves Deck

Power Token



ANATOMY OF A CARD

Initiative

Type (indicated by color)

‘Starting Hand: Each fighter has
5 cards with the Starting Move
Cardicon.




GAMEPLAY

s played over a series
fighter i left standi
of cards in their Hand and Moves Deck. The last fighter standing
claims victory.
The Rou
At the beginning of each Round, plaers
lay one Move Card from their Hand
facedown in front of them to determine.
who Wins the Round. The Winner of a
Round deals damage (see page 9) and may
ontinue playing cards to Combo. If players
Tie, both deal damage but may not play.

Move

Card, they reveal and compare them.

The Winner for the Round is determined by the color of each card

sheet, W

beat blue cards.




i

. the
player who played a Priority Move Card Wins the Round. If both or
either of the move cards have priority, the Round is aTe.

s o e o e e Pl i
th red cards

initiative, the Round s aTe

of 6 versus Boris’ Headbutt with and initctive of 4. Grace with the
higher initiative will Win the Round.

“The Winner of the Round deals damage (see page 9) and may.
‘continue playing cards. Thisis called playing a Combo.

Ifthe Round s aTie, both players deal damage, but neither may play
ombo.

s



Playing a Combo
Ifyou Wina Round,

as long as the Button Icon on the next card you play s also in the.
Combo Box on the card that came directly before it

In the example beiow Boris has landed a hit with his Thunder Clap.
‘Attack card, he then continues his Combo following the Button icons

Damage and Knock Outs
If the Round is  Tie, each player deals the Opening Damage listed
on the Move Card they played. If the Round had a Winner, only the
Winner deals damage. The damage they deal s calculated by adding
9

follo

9 the first deals its Combo Damage instead,

For each point of damage you deal, your opponent must discard a
card from their Hand andor deck and place it faceup n their discard
.

When you deal enough damage to force your opponent to discard
their last card, their fighter is Knocked Out, and you Win the game.
End of a Round

After damage has been resolved, cards played this Round are.
discarded




Staggering

Staggering s a condition that indicates your fighteris only a single.
hit away.
ways:

Your M
stillhave at least one card leftin your Hand.
0 G T e

Moves Deck,
‘Your Staggering Card to indicate you are now Staggering. Then, draw

playing.

staggering, he

P r
point of damage, your fighter is Knocked Out and you lose the game.
Power Tokens.

Begin the game with side A faceup and abide by the rules on the
Power Token. Unless explictly stated on the Power Token itself, only.
the rules printed on the visible side are active.




Double Knock Out
Inrare cases it may happen that both fighters are Knocked Out
simultaneously. In this case the fight results in a Drai.

Signature Combos

their Character Sheet. If you Win the Round and play exactly the

Signature
may calla Signature Combo, Call out the name of the Signature.
<

the damage indicated by the Signature Combo.

ombo,
that Round (either before or after the Combo)

Note that some Signature Combos
have a standard version as well s

the cards must be played in the



S0L0 MODE

Picka fighter to play and an Al fighter to go up against. Set up the
huffi

it on top of the fighter's Moves Deck.
Play according to the normal rules, except that each Round, the Al
plsth oo car fomthel el the A W the cad s i &
Combo
G hlghesl amount of damage possible. At the end of the.

g
If you deal enough damage to empty the Al's deck, you Win the
‘game. If the Al fighter draws the last card from their deck as a result
of Winning the Round, they become Staggered as per the normal
rules.

‘The individual Al fighters use a few aditional rules as noted below:
Boris Wolfram

i over
if he Wins a Round and draws at least 3 blue cards out of the 4, he will
use them to fip his Power Token.

GraceLee

he
She may play this ina Combo, but wll do so only if it llows her to
Win the fight outright. Note that this alows her to potentially play a 6
card C:

Renée Lizer
When her Rotterdam Rush Hour power is not activated, Lizer
ombo
tivated, the Rotterdar

Francisco Ferro
Francisco uses his Retaliate power only on Signature Combos o
cards that deal 3+ damage.

2



Kagami Yoshida
Kagami prioritizes Signature Combos over dealing damage.
Tele “Stomp’ Manava

[ not bee
activating it over dealing damage.

‘Gackere Baako,

Play them, deal 3 damage cach.
Sno Storm

IF her pe not
Playing the Switch Stance Combo. However, if she faces a fighter with
Intiative &,

Combo.
Ruby Fox

ok g e S Conbo v el
. OnceDance Fever s sthateshewll =tk toreventing
Round. H

opponent has 20 or less total health remaining, Ruby will try to fied
enough cards to Win the match (be it 2 or 3 cards)

LuYan

3
Ihen Yan loses a Round, draw 4 cards and do the Drunken Wobble f
possible. If itis not, put the drawn cards at the bottom of his deck.



MULTIPLAYER VARIANTS
Team Batti
Inthis variant, two teams wil fight each other to score the m
e

structure:
Game 1ar

Team ' Paver 115 Teom s Pyer 1 and Tam s Ployer 25
Team 8's Plaver 2

s Player 1vs. Team B's Player 2 and Team A's Player 2vs.
Team s piver 1

e.both

Pl

has the most points after three Games is the Winner.

Tag Team

2teams of muliple fighters face offl Each team chooses a fighter

to begin “Inthe Ring”. Fight with standard rules but after you

Win a Round against an opponent you may “Tag Out” and have a

Teammate switch places with you and take over the fight. Each

TS e s e S o o S o o
r deck. the

single opponent Wins!
Battle Royale

Inthis variant, three or more players can battle each other at the.
‘same time. Determine the starting player randomly. I clockwise

order,p
their left.

game

“The last fig



Royal Rumble

the starting player randomly.In clockwise order, players fight one.
their choice.

9
the Winner.

21 Concept sketen
Game Design: Asser Jnansen

Hp—
Development: Nils Wonsyid
Plotmaker Games would ke o thank

labook.
Playtostrs

Harding
o Michel

Happy gaming
Pltmaker Games 2016
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