2V2 PVP

QUICK GUIDE

1. SETUP
A. Create two Teams as desired by the players.
B. Each team draws 2 random *&¢ (item) cards, the team who drew the highest numbered card
picks if they are Team A or Team B.
C. Team A gets first pick of the item cards, Team B picks 2 efe and then Team A receives the last remaining efe
D. Determine the number of Flasks of Healing.
1. A PLAYER ROLLS A D4 FOR THE NUMBER OF FLASKS OF HEALING BOTH TEAMS GET.

1 = O FLASKS OF HEALING FOR EACH TEAM

2 OR 3 =1 FLASK OF HEALING FOR EACH TEAM

4 = 2 FLASKS OF HEALING FOR EACH TEAM
E. Pick two Heroes per team: Team B chooses the first Hero, Team A chooses two Heroes, and then Team B chooses the final Hero.
F. Each Hero assembles their starting combat deck (Rulebook Page #)
G. A player Rolls a D6 to determine the number of Skill Cards all heroes will draft.

1 = DRAFT 1| SKILL CARD

2 OR 3 = DRAFT 2 SKILL CARDS

4 OR 5 = DRAFT 3 SKILL CARDS

6 = DRAFT 4 SKILL CARDS
H. A player Rolls a D4 to determine the humber of Master Cards all heroes will draft.

1=0 MASTER CARDS ARE DRAFTED

2 OR 3 = 1| MASTER CARD IS DRAFTED

4 =2 MASTER CARDS ARE DRAFTED
I. For every Master or Skill Card you added to the deck you may scap half as many, (rounded up) cards from your deck.
J. Set the heroes HP to the high value (bracketed italicized numbers).
K. Each hero equips their 2 Player Relic and gain 2 (Buff Counters).
L. All Heroes draw an opening hand of 4 cards from their shuffled Combat Decks.
M. Next determine team turn order on the first round of combat:

2. COMBAT
A. Each Hero with more then 0 HP draws 1 card from their Combat Deck and gains 2" (Active Action Points)
B. If there are any INJURY CARDS in a hero's hand activate them and place them in the discard pile.
C. The current team in the turn order chooses which Hero acts using the voting rules. Heroes may only act once per round.
D. If the chosen Hero has a companion it acts.
E. Chosen hero must perform one Hero Action (if possible):
1. PLAY COMBAT CARDS
A. IF THE EFFECTIVE STANCE ON THE PLAYED CARD MATCHES ENEMY STANCE THE HEROES PERFORM THEIR COMBAT TRAIT.
B. ADJUST HP.
- ANY TIME A HERO IS BROUGHT TO O HP. DISCARD ALL CARDS IN THEIR HAND, IN ENEMY RECALLZONES
AND IN THEIR BOON PILE.
- [F AT ANY TIME ALL HEROES ON A TEAM ARE AT O HP THAT TEAM IS DEFEATED.
2. PAY 1 " TO TAKE, GIVE, OR SWAP AN ¢f¢ OR FLASK OF HEALING FROM A WILLING HERO, INCLUDING HEROES AT 0 HP.
3. USE "‘ OR FLASKS OF HEALING
4. PAY 2 TO FILL THE HERO’S HAND TO 5 CARDS.
5. PAY Zy‘TO RESHUFFLE THE HERO'S DISCARD PILE INTO THEIR DRAW DECK.
6. USE THEIR |[" ABILITY.
7. PAY 3" TO REMOVE L (INVISIBILITY) FROM AN ENEMY.
8. REMOVE A CARD FROM A 2 {BOON PILE) FOR ITS BASE AP " COST + Zr‘(THIS INCLUDES CORRUPTION CARDS)
F. Repeat E. until out of APH or end the heroes turn.
G. At the end of a hero’s turn they must discard down to 7 Cards in hand.
H. After a Hero's turn is over return to step C. Once all heroes have finished their turn go to Round End.

3. ROUND END
A. Heroes who end the round in the { Stance draw 1 card, those in the @ Stance heal 3 HP.
B. Next determine turn order for the next round of combat.
1. THE TEAM WITH THE MOST HEROES IN STANCE CHOOSES TO ACT IST AND 4TH OR 2ND AND 3RD.
2. IF THERE IS A TIE, THE TEAM WITH THE MOST { STANCE HEROES, THEN MOST §§ STANCE HEROES CHOOSES FIRST.
3. IF TIED THE TEAM WITH THE LOWEST HP HERO (ABOVE 0) GETS TO CHOOSE.
4. IF BOTH TEAMS’ LOWEST HP HERO IS THE SAME, ROLL A DIE TO DETERMINE WHICH TEAM GETS TO CHOOSE.
C. Remove Combat cards from Heroes' RECALL ZONES and place in owners’ DISCARD PILES, Continuous Attacks may be left
in the RECALL ZONE by their owner.
D.All E r‘ (Earned AP) tokens are moved to the Al (Active AP) area.
E. Remove Status Effects from all Heroes.
F. Return to 2. Combat: Step A
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