QUICK START GUIDE
SET.UP

EACH PLAYER STARTS B B
WITH THE HAND OF o "
CARDS MARKED 10R 2

EACH TAKES 10 @ TOKENS, LEAVE ALL +
IN THE MIDDLE. (FIRST PLAY: CUT OUT THE
HEART & CHARGE TOKENS FROM THE CARDS)
PLACE THE LOCK CARDS FACE
DOWN IN A PILE AFTER SHUFFLING ™%

GAME PLAY -

SELECTION: CHOOSE A SPELL CARD TO
PLAY - PLACING IT FACE DOWN

CAST: PLAYERS FLIP CARDS TOGETHER

ACTION: EXECUTE EFFECTS ON CARD
(ALSO SEE ADDITIONAL ELEMENT EFFECTS)
AND GAIN OR LOSE HEARTS AND CHARGES

RECYCLE: SET THE CARD JUST PLAYED IN
RECYCLE PILE FOR ONE TURN AND REGAIN
PREVIOUSLY RECYCLED SPELL CARD

WI N FIRST WIZARD TO REMOVE ALL HEART
TOKENS FROM THEIR OPPONENT WINS THE DUEL!



QUICK START GUIDE
ELEMENT EFFECTS

FIRE BEATS GRASS, GRASS BEATS
WATER, WATER BEATS FIRE :

ELEMENT CARDS ARE FIRE,GRASS ~ _. =" ®p
AND WATER. THEY DEAL 1 DAMAGE =
AGAINST ANY CARD EXCEPT WHEN

PLAYED AGAINST ONE ANOTHER.

ELEMENT CY CLE - WHEN ELEMENTS ARE PLAYED
AGAINST EACH OTHER,
THE LOSING ELEMENT LOSES 2 (¥

CARD TYPES

" £ CHARGE CARD: PLAY THISTOGAIN
~ ACHARGE TOKEN. COLLECT CHARGES
TO USE ON ENERGY CARDS

+ ENERGY CARD: PAY THE NUMBER
& OF CHARGES IN THE UPPER LEFT
CORNER TO USE THE CARD'S EFFECT

LOCK CARD: USE KEY TOGET
##%,  ACCESS TO THE LOCK DECK AND PICK
" UP MORE POWERFUL SPELLS



EXPANSION GUIDE

STARTER CARDS

ET UP

FOR FULL INSTRUCTIONS GO TO
'WWW.ARCAVENSDUEL COM



EXPANSION GUIDE
GAME PLAY

AFTER SETTING UP THE BASE GAME AND
ADDING IN THE EXPANSION PACK, THE
UPGRADE DECK IS ACCESSED BY PLAYING THE

UPGRADE CARD.

THERE ARE 4 ADDITIONAL ELEMENTS THAT
CAN BE PLAYED WITH NO CHARGE COST.
THEY ARE ADDED TO EACH STARTING HAND,
BUT ARE NOT PART OF THE ELEMENT CYCLE.

CARD TYPES

}x _ UPGRADE CARD: FUNCTIONS SIMILAR
“% TOKEY.COSTS3 : ANDGIVES
ACCESS TO THE UPGRADE DECK

NEW CARDS: USE UPGRADE TO
“#% GET ACCESS TOTHE UPGRADE DECK,
4 AND PICK UP MORE POWERFUL SPELLS
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