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BECOME AN III WKER

Welcome to Lanes Invokers, the 2-player mobile Trading Card Game.
This competitive strategy game is designed for constant evolution. :

_h.

Inspired by MOBA games, the battlefield is divided into three strategic lanes, I
each leading to a precious Crystal. As a summoner, you'll shape the
environment, command champions, and deploy creatures with precision.
Victory depends on strategic deck composition, synergies on the battlefield,
and well-timed card placements, echoing the dynamic and ever-evolving

" nature of MOBA gameplay within a card format.
y

. My YouR pEcK  (@FTRRERREEIT:

e atleast7 Lands cardsin ) It's very simple!: Be the first to

Core mode and 14 (1 ¥ ' collect 6 .
Lands in Arena mode | N e (In case of a tie, the winner is the one who
purchased the most expensive [tems).

* No more than 2 cop|es ks
of the same card b,




Two symmetrlcal play areas face each other.
Each contains 9 spaces (3 lanes, each W|th 3 rows) to place your
Champions, Creatures, and Lands. 4 -t -
Acquwed durmg the game are placed next to

Crystals to

m collect to win ¥
: Your play area:
; ¢ 3 lanes with
3 rows each
Purchased
Items

( Champions,
' Creatures,
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CORE RULES:s * -

1.PLACEMENT: Players take turns placing cards on a
3x3 grid, activating their effects. §iiinl

2.FIGHT: Compare attack points per lane; the winn
claims the Crystal. Ties carry over. ;

3.SHOP: Spend gold to buy Items for the next round

4.RESET: Discard played cards, keep your hand, swa
turn order, and place new Crystals.

Some cards have
effects that also

. dlsrupt Yyour
PPonent's formation'
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Your other cards in this lane
are immune to enemy effects.

ECTS
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42) @ +100

0 to all your

Requires the "Sword" Item.
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Card effect

Gold A il |
generated TaLrs .
by the card

Bonus attack points
added to adjacent cards

oﬁr deck must

N {éon in this
»  Faction in order
)’fto use this Item.

. ofobject
- ﬂ;-"- B

The effect of this
object is applied to
the row next to
which it is placed.

Shield

Bonus on a single row :
Your Lands can no
longer be destroyed.

Description of the
permanent effect

LoJlz2 INVOKERS




INITIAL SETUP

Shuffle, then place 3 Crystals side by side in the center of the table
between the two players.

Create your DRAW DECK by shuffling your

Lands cards face down.

Set up your SHOP with your Items cards face up.
Plan ahead where your future DISCARD PILE will be.

s -Tale!

Decide who goes first!




L1 IN 30 SECONDS

Phases of a round

PLACEMENTS

Draw to have max. 10 cards in hand.

Place your cards one by one
and in turn in your 3 lanes

COMBATS

Calculate your attack points
on each of the 3 paths (lanes).

The player with the most points
on a lane wins the crystal.

PURCHASES

Calculate your
generated gold.

+100

Purchase Items from your
Shop and place them next to
your play area.

4 End of the round:
Put the cards placed in
your discard pile.
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5 AROUND

Determine who goes first.

1. Placement Phase

Player"s{cake turns placing one card (face up) on one of the 9 slots in their play zc*%:é '

ey

Once placed, cards activate their effects until the end of the round. .'EQV' :
Cards generally can't be moved once placed, unless they have a special abHL 5

Cards that are destroyed or cannot be placed due to other effects are senttothe = '

discard pile.
You cannot place a new card on a slot where a card has been destroyed.

_ 2. Combat Phase
: \J y Compare attack points lane by lane. -
S M Add bonuses from adjacent cards, effects, and Items. = -
The player with the most points wins the Crystal for that lane. '
If there's a tie, the Crystal remains in play for the next round.

3. Shopping Phase
Use the gold generated by your placed cards to buy Items from your shop.
Unused gold is lost.
ltems grant bonuses to your cards starting from the next round.

4. Reset Phase
Placed cards are discarded, but players may keep the cards still in their hand.
Place new Crystals for the next round.
In the next round, the player who went first now goes second.

End of Game Conditions:
The game ends as soon as a player collects 6 Crystals.
In case of a tie, the player who spent the most gold on Items wins.

N

N, . E INVONERS

Each player draws until they have up to 10 cards in hand. i



CARD PLACEMENT

Many cards boost adjacent ones, creating powerful spatial combos.
Every move can shift the outcome of a round—rows, columns, and
zones all interact!

" adverse de votre choix place
b, dans cette voie.

LAlUZ:) INVOKERS



i.@;f{'
! | __; e Lanes Invokers is set in a world ravaged by y
( % - -1+ millennia-old conflicts between Factions, ff

each embodying a unique philosophy: 4
¢ Kings, obsessed with wealth and power
- e Robots, capable of moving and displacing
their opponents
o Dragons, seeking to destroy everything
,o Undead, mastering resurrection

[ 4

” Additional factions will be introduced in
. future expansions, each bringing new

{ philosophies and strategies, further enrlchmg
the game's depth and the universe 4

- -1 - faussez Une Care
4 (=
L i iochez une autn

Spectrage
Yol les points d'attagues +2
principaux d'un Champion

adverse de votre chotx pl lace

dans cett 2 VoI,
@ +100
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contact@lanesinvokers.com
www.lanesinvokers.com
www.instagram.com/lanesinvokers/
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