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THE CARD GAME

“AND THE MEEK SHALL INHERIT THE EARTH.”
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INTRO

Squarriors the Card Game is a tabletop game based off of the comic book series, Squarriors.

In Squarriors TCG, there is no deck of cards to draw from, instead all cards start either in play or in your
hand. Your "deck” (known as your Tribe in STCG) consists of 20 points worth of creatures, three domains
to defend (your Council, Army, and Vanguard), and 10 tactic cards that start in your hand; all of which
are chosen by the you.

OPPONENT’S PLAY AREA

During the game, each of your creatures are on the
battlefield in one of your three domains. Each of

these domains has a strength that will rise and fall as

the game progresses. If a domain falls below 1 strength

it is permanently destroyed. When a domain is destroyed,
all cards in its strategy chain are discarded and all
creatures that were there must be expended and moved
to another domain.

You have 2 other types of cards besides your domains:
creatures and tactics. Creature cards represent the
different members of your tribe. Creatures may use
abilities, make attacks, block, reinforce, move around the
battlefield, and initiate challenges.

Tactic cards, which start in a player’s hand, serve two
roles. Initially, they can be used as a command, trap,
instant, or mark. But after they have been played, they
serve a second function when added to a strategy
chain. Each of your three domains hosts a strategy
chain and each chain adds more layers of abilities and
enhancements to your tribe. Each card in a strategy
chain can gain new abilities or functions depending on
the other cards connecting to them in the chain.
Tactics are added to each chain from left to right,

with the card on the right always being the most
recently played card.

Ve

WINNING?
TR

A player is immediately eliminated from the garﬁe if they
have lost 2 domains or all of their creatures. Every card
they own is removed from the game.

The last player remaining, after all opponents are

eliminated, is the winner. YOUR PLAY AREA
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CREATURE ‘

TRIBE VALUE

You can have up to

[ 20 points of Creatures

| and 20 points of Domains
in your tribe.

The Power it takes to
upkeep this creature.

MIGHT

The damage this creature
does in combat.

WILL F CREATUIRE TNPES

The tenacity ant_j influence A i» The creature’s tribe, species
of this creature. i MAW + SQUIRREL - STEALTH and strategy type.

BLOOD
The amount of damage t_his : +1 Might G TEXT

creature can take before dylng R Ji\ Ghost gets +1 to all rolls when making a Stealth ¥ _ \ Y
ttack or blocking a Stealth Attack. (@ The keywords and active/passive abilities

of the creature.

TACTIC

DOMAINS

The Power you must spend

to play the card. @@DE

Represents your Council.

SUBTYPES

EOIHEND M DOMINANCE ! Tactics can be a Command,

Until end of turn, your Flying creatures are +1
Might. Flying creatures in your Army get +2 Mark, Trap, and/or Instant.

Might instead.

GAMESNEREI

The action that happens when
this card is played.

i
STRONGHOLD: THE TOWER

; Illus. Ashley Witter © 2017 Cold War, Inc.

or fewer creatures,

STRATEGY TEXT

The effect this card has while
it is in a strategy chain.

STRONGHOLD

Represents your Army.

LAND

Represents your Vanguard.

(You can have more than one in play,
but only 1 Land can be active at a time.
You can change your active Land
during your action phase.)




CREATYRES { -

Tribe: You can have up to 20 points worth of unique creatures in your tribe.

Types: Creatures have a tribe, species, and a strateg%f type listed in their

creature type rocker. Some cards may target a specific sub-type of creature.

Moving: Creatures may move from one domain you control to another by expending.
Attacking: Creatures are used to make attacks. The type of attack they can perform
depends on the domain they are in.

(ilhaelllllenges: Creatures in your Council may initiate and participate in leadérship
challenges.

Domai% specialization: Some creatures may have a domain listed with a passive or
activated ability noted. This creature has this ability while at that domain.

Keyword: Words listed in bold, at the top of the text box, are keywords. These
keywords ﬁrant the creature special abilities such as, Flying, Swiftness, or Guard.
Dying: When a creature dies, the player that killed it, adds it to one of their strategies.
Banished: If a creature is banisheg

banished location.

Strategy chain: While in a stratggy chain, creatures don't count as tactic cards, but
their strategy type counts towards fulfilling strategy type requirements.

B«
TACTIES
R ¥
' f.r” 11 ; 3
Tribe: You start the game with up to 10 tactics in your hand. You may only have up
to 3 copies of each card.
Cost: The number in the to&) right corner (red moon) is how much Power you must
spend to play the tactic card.
Subtypes: There are 4 sub-types, commands, instants, marks, and traps. Tactics
also have at least 1 of the 4 strategy types, Dominance, Leadership, Manipulation,
and/or Stealth.
Command: May only be played during your action phase, when you have privilege.
Instant: May be played any time you have privilege, even when it's not your turn.
Mark: Targets a creature, domain, or other card and stays attached to that card until
removed. The controller of the mark may detatch it and add it to one of their strategy
chains any time they have privilege.
Trap: Played face-down in the trap location. When the event noted on the card
happens, the controller may activate the card for an instant effect or action.
Discard: Tactics that are countered or otherwise don't successfully resolve, are sent
to the discard location.
Strateﬁy text: The text in the bottom box is the strategy text. This is the effect the
tactic has on the game while in a strategy chain.
Strategy chain: Tactics that resolve successfully are placed in a strate%y chain. While
in a strategy chain, the tactic has a different effect. This effect may be based off
of other cards in the chain, so placement of the tactic can be important. Cards added
to a strategy must be placed to the right of the current cards in the chain.

during the provision phase, it goes to the
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VANGUARD e ARMY
1 (Lands - Stealth Attacks) (Stronghold - _Domir!ance Attacks)
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“Trick has Might and Will
number of face-down traps
Expend and pay 3 Power: C_
TIN KIN - SQUIRREL - LEADERSHIP_
ncil: +2 Will

‘The first Leadership tactic you play each turn
costs -1 Power.

INSTANT - MANIPULATION

i card youll Ready all creatures Ji° Counter target Stealth Tactic.
return it to your hall Domain. <

1. Domains: You can have up to 20 points worth of domain cards. You must have 1 Code, 1 Stronghold, and at least 1 Land.
The domain a creature is in determines what kind of attacks/challenges it can perfom. During your action phase, you may.
change your active Land -- this can be done at any time you could normally play a command tactic card.

2. Domain strength: Each domain’s strength is represented by a 6-sided die. At the start of the game, you may set each
domain strength to whatever number you choose as long as the sum of all 3 domains is equal to or less than 12. When a
domain reaches 0 it is destroyed instantly. The strength of each domain has a name: Vanguard is Discipline, Army is
Morale, and Council is Influence.

3. Creature: You can have up to 20 points of unique creatures in your tribe. All creatures must be at a domain at the start
of a game. Remember that some creatures may be more effective at certian domains.

4. Fate die: You will need a 6-sided die for fate rolls and for stealth and manipulation attacks.

6. Your hand: You can have up to 10 tactic cards in your hand. You can’t have more than 3 copies of any card.

6: Power: Use a 20-sided die to keep track of your Power. Power is used to play tactic cards, buy recruits, and pay for
abilities. At the beginning of each turn, you gain Power equal to your highest domain strength.

i
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ACTIVE PLAYER: When it's your turn, you are the active player (all other players are
inactive players). To ensure that all players (both active and inactive) have equal opportunity
to perform actions there is an ordered structure to follow; this is known as “privilege” and the
“privilege cycle.” NOTE: During the first round of a game, players may not target other players,
target cards other players control, or initiate challenges.

PRIVILEGE: When a player has privilege, that player is exclusively eligible to perform

an action (play a tactic card, move a creature, use an ability, etcetera). The actions that player
can perform depends on many factors, like whether they're the active player (or not), what
phase of the turn they're in, whether an attack/challenge is taking place (or not), etcetera.

PRIVILEGE CYCLE: This is the sequential passing of privilege to and from each player in
. the game. Each time the active player receives privilege, a new privilege cycle is started.
! Once the active player performs an action or declines to do so, the next player (in turn order)
= receives privilege. Once all other players have acted (or declined to do so) and privilege returns
to the active player, a new privilege cycle begins.

THE OLJEUE: When a player performs an action, that action does not happen immediately.
Instead, that action is added to the queue so that all other players have a chance to respond

before the action resolves. Once all players have declined to responed to the most recent action, that
action resolves and a new privilege cycle begins. The queue resolves in the order of the most recent
action to the oldest (the original) action in the queue ) i

P b
o

' 4
TURN PHASES: Each turn is divided into ﬁve phases At the beginning of the _provision phase
and action phase you gain privilege. Players don't receive privilege during other phases unless an ability «
. forces a privilege cycle to begin, Once a privilege cycle completes during whlchJ;\e queue was empty,
- thecurrent phase ends and the ne)& begrns The ﬁ.vephase are oF R iR

4 ACTION Play tactics, move creatures, change your active Land; attack; declare chaII ng
buy recruits, and use abilities. These actions'may happen iniany; order

5. END: Once you have finished doing everything/you wanted to'do, you move to

your.end phase. Effects that happen “atitheiend of your turn” happen now.
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Trap: 4
:Play traps in either: :Play traps in either:
: of these locations.: : of these locations.
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Strategy Chain (Council)

Strategy Chain (Vanguard)

After successfully playing
tactic cards or killing creatures :
put them into a strategy chain. ¢

900000000000 000000000000000000000000000 0

After successfully playing
tactic cards or killing creatures
put them into a strategy chain.
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Banished:
Banished
creatures

go here.

Hand:
You start the game with :

up to 10 tactic cards. :
Don't reveal your tactics to :
other players. :

©00000000000000000000000000000000000000000000000ccccccoca’

f Q Discard:

= & Tactics that are
/ countered,
fail to resolve,
'~ or are destroyed
go here.




DOMINANCE T

¢ Council.
Dominance attacks allow you to take one or more of the creatures in
your ARMY and attack one of your opponent’s domains. You may only
make 1 dominance attack per turn.

1. DECLARE: Simultaneously expend the creatures in your Army that
you want to perform the dominance attack and announce which of
your opponent’s domains they’re going to attack.

2. FLEE: The defending player now has a chance to command

the creatures in the targeted domain to avoid combat.

The defending player can expend any ready defending

creatures to remove them from the combat entirely.

Creatures who flee are moved to any other domain the defending
player controls.

3. REINFORCE: If the domain you targeted wasn’t an Army, the
defending player may reinforce his defenders by expending
ready creatures in their Army. These creatures (if any) are now
also defenders and contribute their might to the battle.
(Reinforcements don’t move anywhere while they're reinforcing.)

4. SWIFTNESS DAMAGE: Creatures with Swiftness deal damage now.
When dealing damage, players who control the creatures taking
damage place damage counters on their participating

creatures, divided any way they choose. Remove dead creatures.
(Since Ghost has Swiftness, you would have to distribute 2 points
of damage onto your attackers.)

5. NORMAL DAMAGE: Both players’ creatures deal damage to their
opponent’s creatures equal to the total might of all of their
creatures without the Swiftness keyword. Remove dead creatures.
MORALE BONUS: Anytime there is an Army attacking and an Army
defending/reinforcing, the player with the highest Morale

(Army domain strength) adds the difference in Morale to the total
damage they deal.

(If you had 4 Morale and the defender had 3, you would deal 1
additional point of damage in this attack.)

6: VICTORY: If you dealt more damage or there are no remaining
defenders, you win! You may increase your Morale (Army strength) by 1
or decrease the domain strength of the domain you targeted by 1.

NOTE: At the end of each step, players may play instants and/or use activated abilities (see the Turn Structure section).




STEALTH

Stealth attacks allow you to take a creature in your
and directly attack one of your opponent’s creatures. A creature
may only be targeted by a stealth attack once per turn.

1. DECLARE: Expend a creature in your Vanguard to perform the
stealth attack and simultaneously target one of your opponent’s
Creatures.

2. BLOCK: The defender may expend a creature in their Vanguard to
attempt to block the attacker. If they choose to block, they must roll
1De6. If that roll is higher than the Discipline (Vanguard domain
strength) of the attacker, the attack is blocked. The attacking creature
and blocker both deal damage (Swiftness first) to each other and the
attack is over -- skip remaining steps.

If the block fails or a blocker is not declared move to step 3.

3. INFILTRATION: Roll 1Dé. If the roll is greater than the domain strength ;

where the defender is, the attack is successful; deal damage to the
defender equal to the attacker’s might.

4.VICTORY: If your infiltration roll was successful, you win! You may
increase your Discipline (Vanguard strength) by 1 or decrease the
strength of the defender’s (the creature targeted by the stealth attack)
domain by 1.

[

You attack your enemy’s
: Jobe.




MANTPUILATTION " You atackyour ey’
: Jobe. Jobe already has
Manipulation attacks allow you to take a creature you control : amanipulation counter ¢
and use it to attempt to convince an enemy creature to join your tribe. : on him.
A creature may only be targeted by a manipulation attack once per turn. :

1. DECLARE: Expend a creature you control to perform the manipulation :
attack and simultaneously target one of your opponent’s creatures. :

2. PERSUASION: Roll 1D6. The attack is successful if the result plus the
attacker’s will is greater than the defender’s domain strength plus :
the defender’s will. Otherwise, the attack is over -- skip remaining steps. :

4.VICTORY: If your infiltration roll was successful, you win! If the defender:
already has a manipulation counter on it, take control of that creature;
~ expend it and place it in a domain you control. Otherwise, put a
manipulation counter on the defender. %

5. TRAITOR: If you took control of a creature, it gains the keyword: Traitor.
(Traitors retain all counters and marks when they change sides.)

: Since Jobe already had
: a manipulation counter
: on him, you take control
: of him if you win the
: attack.

NOTE: At the end of each step, players may play instants and/or use activated abilities (see the Turn Structure section).
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LEADERSHIP
: challenge by expending

Leadership challenges are powerful displays of will, influence, and : King.

leadership. Only creatures in a player’s can participate. :

This is not considered an attack, but still allows'you the chance to

modify domain strengths.

1. DECLARE: Expend a creature in your Council and announce that you
are starting a leadership challenge. All other players (in turn order)
may expend a creature in their Councils to participate (or decline to
do so0). Repeat this until nobody adds creatures to the leadership
challenge.

(Every time a new creature is added to the challenge, all other players
have the chance to add more creatures.)

2. DETERMINATION: Each player adds the will of their participating
creatures to their Influence (Council domain strength). :
The player with the greatest sum of will and Influence wins. If one or :
more players are tied for the greatest sum, the challenge ends with no
victory step.

3. VICTORY: The winner of the leadership challenge may raise or lower
any domain strength in the game by 1 point.

: Your enemy adds Jobe to § 2
: the challenge. If you had  §:%
: more creatures in your

: Council you could

: respond by adding even
: more creatures to the

: challenge.

If your will + Influence is higher than all other
particpating players, you win!

NOTE: At the end of each step, players may play instants and/or use activated abilities (see the Turn Structure section).
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Recruits are non-unique creatures you can add to your tribe during the game.

Buying: Durin% your action Fhase you may buy recruits with Power -- the cost of
a recruit is in the top right of the card (like tactic cards). You can buy and promote
recruits any time you could play a command tactic card.

Promoting: During your action phase, you mairlpay 2 Power to promote a recruit.
Once paid, replace the current recruit card with the new version of that recruit.

1 counters, marks, and states transfer to the new card.

Strategy tree: Recruits can only be promoted to a version of that recruit in the same
strategy tree (see below).

l?lying: When a recruit dies, it does not go to a strategy chain; it is removed from
the game.

[_ Recruit
S\ Student B Soldier
s : L 4
: ; \,‘ ~ Influencer Leader = Rogue $iae l/Varrior i :
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_ PRINGIPAL

ULES

1. During the first round of a game, players may not target other players, target other players’
cards/domains, or initiate challenges.
2. In any case where the text of a card explicitly allows or requires a player to violate one or more rules,

the card’s text takes precedence.

3. In any case where the interaction of card texts have mutually exclusive results, the most restrictive result
takes precedence.

4. Cards removed from the game are no longer a part of the game they were removed from. Cards removed
from the game can’t be targeted and can’t return to the game under any circumstance.

5. In any case where a single effect requires more than one player to perform an action or sequence of
actions simultaneously, each of those players perform the first of those tasks in turn order starting with the

active player.

6. If the target of an ability or card is no longer a legal target when that ability or card resolves, the entire
text of that ability or card is ignored during that resolution.

7. When a creature dies, or a card is destroyed, all counters, marks, and attached cards are destroyed with it.



Action Phase: The active player may make attacks, start challenges, move creatures, buy recruits, and play tactics -- in any
order -- during this phase.

Active Player: The player who's currently taking their turn.

Armor Counter: If a creature would receive a damage counter, if it has an armor counter, remove an armor counter instead.
Army: This is the name of the center domain. It is represented by a stronghold card. Creatures here can initiate dominance
attacks and can reinforce.

Banished/Banish Location: A creature who is removed from a tribe during the provision phase is banished. It is removed
from its domain and placed into the banish location.

Block: Creatures in your Vanguard can block creatures making stealth attacks.

Blood: The fourth value of a creature's numeric properties. This is the amount of damage the creature can take before it is
killed.

Command: A tactic subtype that can only be played by the active player during their action phase.

Council: This is the name of the domain all the way to your right. It is represented by a code card. Creatures here can
participate in leadership challenges. 5
Damage Counter: These are placed on creatures when they receive damage. If a creature has damage counters that are equal
to or exceed their blood value, they are killed.

Discipline: This is the name of the Vanguard's domain strength.

Dominance Attack: An attack made by at least one creature in your Army. This attack targets a domain and involves all
creatures at that domain.

Expend: To show that a creature has performed an action and is no longer able to act, it is turned sideways.

Fervor (Keyword): This creature may make dominance attacks and leadership challenges without expending.

Flee: Defenders at a domain targeted by a dominance attack can expend to be placed at another domain you control,
removing those creatures from the attack.

Flying (Keyword): This creature can move without expending.

Guard (Keyword): This creature can block and reinforce without expending.

Infiltration: This is the die roll that happens during stealth attacks to see if the attack is successful.

Influence: This is the name of the Council's domain strength.

Instant: A tactic subtype that can be played any time a player has privilege, even during another player's turn.
Leadership Challenge: A display of power and influence by creatures in your Council.

Loyal (Keyword): This creature can't be targeted by manipulation attacks.

Manipulation Attack: A single target attack made by any ready creature you control. Successful manipulation attacks can
result in enemy creatures joining your tribe.

Manipulation Counter: When a creature is successfully manipulated it gains a manipulation counter. Creatures who are
manipulated while they have a manipulation

counter on them trade sides and become Traitors.

Mark: A tactic subtype that can only be played by the active player during their action phase. Marks "attach” themselves to
another card in play.

Might: The second value of a creature's numeric properties. This is how much damage the creature deals in combat.
Morale: This is the name of the Army’s domain strength.

Persuasion: This is the die roll that happens during manipulation attacks to see if the attack is successful.

Power: The currency used to play tactics, buy recruits, and pay for abilities. Power is gained from the highest domain
strength you control during your power phase.

Power Phase: The active player gains Power during this turn phase.

Privilege: The player’s state to be able to play cards and perform actions.

Privilege Cycle: The sequential passing of privilege to each player (in turn order).

Privilege Cycle, Empty: A privilege cycle during which no player performed an action.




- Strategy Chain: Each domain contains a strategy chain. When a tactic successfully resolves or you kill a creature. you must
" add that card to one of those strategy chains.
~ Strategy Text: This is the effect a card has on the game while it is in a strategy chain.

- Trap: A tactic subtype that can only be played by the active player during their action phase. These are played face-down in
- the trap location and may be activated while its
. Tribe Value: This is how many points this creature or domain is worth when building a tribe.

. Vanguard: This is the name of the domain all the way to your left. It is represented by land card(s). Creatures here can

" manipulations and leadership challenges.

GLOSSA!

Provision: The first value of a creature's numeric properties. This is the amount of domain strength required to keep the
creature in your tribe.

Provision Phase: The active player compares his creatures’ provision total to their provision threshold (the sum of their
domain strengths). If the provision total is greater,

they must banish creatures until the provision total is less than or equal to the provision threshold.

Queue, The: As actions are performed during privilege cycle(s), they get lined up into the queue. When an empty privilege
cycle occurs, the most recent action resolves

and a new privilege cycle begins.

Ready Phase: The active player readies all of their expended creatures.

Ready: A creature who is upright, face-up, and available to make an action; a creature that is not expended.

Recruits: Recruits may be bought and upgraded during a player's action phase. Recruits can’t move, use abilities, or attack
during the turn then enter play.

Reinforce: Creatures in your Army can reinforce domains that are defending against dominance attacks.

Stealth Attack: A single target attack made by a creature in your Vanguard.

Swiftness (Keyword): This creature deals damage before creatures without Swiftness.
Traitor (Keyword): This creature has been manipulated into joining an opposing tribe.

conditions are met.

initiate stealth attacks and block.
Will: The third number on a creature's attribute values. This is the cr




ATTACKS AND CHALLENGES

Attack from:
Target: An enemy domain.

1. Expend attackers.
2. Defender may FLEE ready defenders.
3. Defender may REINFORCE from their

4. Deal SWIFTNESS damage ( ).

Remove dead creatures.

5. Deal normal damage ( ), including
bonus. Remove dead creatures.

6. If you dealt more damage, or there are

no remaining defenders, you win. Increase

your by 1 or decrease the strength

of the domain you targeted by 1.
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Attack from:
Target: An enemy creature.

1. Expend an attacker and target a defender.

2a. Defender may BLOCK with a ready creature in

their . Otherwise, move to step 3.

2b. Defender rolls 1D6. If the roll is higher than your

the attacker is blocked. Creatures deal

damage to each other and the attack is over.

Otherwise, move on to step 3.

3. You roll 1D6. If it is higher than the domain

strength where the defender is, move to step 4.

Otherwise, the attack is over.

4. Deal damage to the defender equal to the

attacking creature’s :

5. Increase your by 1 or decrease the

strength of the domain the defender was in by 1.

LD
VAR

Challenge from:

Target: There is no target, all players can play.
1. Expend at least 1 creature in your A
2. Each other player gets a chance to expend a
creature(s) to participate. Players may continue,
in order, to add creatures to the challenge by
expending them. Do this until no players

want to add creatures to this challange.

3. Particpating players add the of all

of their participating creatures and

their together.

4. The player with the highest total wins.

5. The winner may increase or decrease any
Domain strength in play by 1 point.

MANIPULATION ATTACK

Attack from: Any creature you control.
Target: An enemy creature.

1. Expend an attacker and target a defender.

2. Roll 1D6. The attack is successful if the result

plus the attacker’s is greater than the

defender’s domain strength plus the defender’s
. Otherwise, the attack is over.

3. If the defender has a manipulation counter

on it, take control of that creature and move to

step 4. Otherwise, put a manipulation counter

on the defender and end the attack.

4. The defender gains the TRAITOR keyword.

(NOTE: There are no domain strength

changes for manipulation attacks.)

Squarriors™ , Squarriors The Card Game™, and all associated characters, names, images, and likeness are ™and © 2017
and used with permission of Ashlie Maczko and Ashley Witter through Cold War, Incorporated. For more information visit:
www.coldwar.us, www.squarriorstcg.com, or www.squarriors.com.



