Table of Contents

Tntradwetion -
Caome Chvarviaw =
Trading Card Gioames 3

Card Typens a
A Strike Cards
8 The Chamber Card:
Short lersion
C. Affy Cards
0 Advantage Cards

Bagle Sal-Up
and Gameplay &

Basle Qame Conzapls &
A Zones

B Defending in & Zone

L. Energy

0 Paying Energy Costs

E Overpaying Energy

F Focusing

Cpening Adtack 14

Posic Combat
Msing Stelkes
1o Coundaratiack 18

Tum Sequence 12
A Cleanup

B Replenish

L Signature Move

0 Fip

10. Secoring Folnts
and Winning tha Clams
A. Celebration

B. Cleanup
L. Opening Attack

11, Rwwming Che of Cards
12, Paywent Powars

13. More Abowd Ohar
Card Typas
A. Ally Cards

B. Advantage Cards
£. The Chamber Card

14, Gams Tarms
and Kewords
A Eliminate
B immediate

C. Reffp
0. Fitch

15, Dachbatlding and Teaits
A Traits
B. Basic Trait Descriptions
C. Special Avatar Trait
Descriptions

16. The QulckSivike Syathem

17. Fraquanthy Askad
(DegHons

18, Glossary

148

15

15

17

i

= e T S ‘1 Z Jh‘]‘l’ﬂdﬂﬂﬁﬂh e S S

WEIE:DmE tothe Avatar TCG.™ the game that takesyou into the world of Nickelodeon's
Avatar: The Last Airbender. In this game, you become your favorite character and fight inone-
on-one battles. Play as &ang soyou can stop the Fire Mation's conquest of theworld,

or become Prince Zukoand try tocapture the Avatar! You can take on therole of yvour favorite
bender and engage in the ultimate battle for mastery over the elements. Mo matter whose
sideyou're on, this game is fast-paced and ex hilarating!

The Avatar TCGuses the QuickStrike™ game system. That means you can play the game with
Avatarcharacters along with other exciting characters that are part of the
QuickStrike universe.

3, Qame Overview » e —

Ehe Avatar TCGis adifferent kind of cardgame. First of all, you don't play with a hand of
cards. Instead, vou flip cards from the top of your deck, and vour opponent flips cards from
the top of his ar her deck.

You'lluse a strike card to send an attack against your opponent. Your opponent will then
have three chances to stopyour attackwith a strike of his or her own. These chances are
represented by the three colored zones onvour playmat. [fyour opponent runs out of zones
without stopping your attack, you score a point. The first player to score three points wins
the game. Be careful though, because it your opponent hits back with a counterattack, you'll
betheonein the hot seat!

Attacking isn't free, however. You have to pay for cards before you can play them. Whenyou
flip astrike, the cardwill tell you how much energy vouhave to pay beforeyou can send an
attack againstyour opponent.

Strikesaren't the only things youneed towin a battle. Sneaky tactics, represented by
advantage cards, and help fromyour friends, represented by ally cards, canmean the differ-
ence betweenwinning andlosing. Be sure to keep track of your energy, because you have to
pay toplay these cards too.

One last thing! Eachcharacter has a set of signature moves. To see a character's signature
moves, just look at the pull-out sectionwithin that character's Chamber Card.™ Signature
moves represent acharacter's special attacks, which can only be played under certain
conditions. Keep reading, becausewe' |l get to what those are soon.




. 3, Trading Cord Ciomes s

Jf vou'venever played a trading card game | TCG) before, prepare yourself for a whaole
news ex periencel

TCGs are different from other games in twoways. First, the cardsina TCGeanchange or go
beyond the game's basic rules. The goldenrule of TCGsis that the card is always right. That

meansyou should always dowhat the card says evenif the rules say some thing dif ferent.

second,youget to choosewhat cards youwant to play with. You decide which strikes Aang
willmake, what advantages he will use, andwhich of his friends will help him. In this game, the

power of your deckis only limited by the strength of your imagination.

————.. 4, Cord Types ——s————

A. Strike Cards

Strikes represent the attacks and defensive maneuvers that acharacter can play. Strike
cards have a blue border.

Trait Requirement Card Name

Sidebar Cost Intercept
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Card Mame: Thisis the name of the strike.

Force:Force represents the attack strength of a strike. A strike’'s Force has alightning balt
icon near it. Aftervou send an attack, vour opponent can only counterattack witha strike
that has anIntercept greater thanor equal to the Force of your strike.

Intercept: Interceptrepresents the defensive strength of astrike. A strike's Intercept has
ashield iconnearit. You can play a strike only if its Intercept is greater than or equal to the
Force of anincoming attack.

Sidebar Cost: The sidebar cost tells youhow much energy youhave to pay to play the strike.
The numbers inside the colored boxes tell you how many of each color energy you must pay.

Rules Text: Therules text tellzyou about any special rules youneed to follow to play
the strike.

Trait Requirement: Trait requirements are only used when you build vour deck. Youcan play a
strikewith a trait requirement only it your character's Chamber Card has the matching sym-
hol. Youdon'thave to worry about trait requirement s when playing the starter deck game.




B The Chamber Card: Short Version
Clhamber Card Front

Signature Move -
P

Avatar Card Pullout

Iratts

Chamber Name

Whenyou pick acharacter toplay with, you get to use that character's Chamber Card.
Chamber Cards have afront side and a back side. The front has the character's trait symbols
on the left-hand side of the card. The back has the Avatarlogo instead. Chamber Cards start
pley with the front side face up.

Chamber Card Back

Avatarlogo

-C. Ally Carids

Ally cards represent yvour friends and companions who helpyou inabattle. Ally cards have a
purple border. You can have more than ane copy of anally cardin play—that just means your
friendis givingyoumaore helpl Just like strikes, ally cards have a sidebar cost aswell asan
area for rules text.

ﬂ Advantage Cards

Advantage cards represent the special tactics and training that acharacter canuse.
Advantage cards have a gold border. Advantage cards candolots of different things. They can
makeyour strikes better, add energy, and eliminate ally cards, for example. Advantage cards
canalsolet you charge a zone, which is something we'll explainlater. Just like strike and ally
cards, advantage cards have a sidebar cost aswell as anarea for rules text.

e, 5. Basic Set-Up and Giameplay e

,I._et's qet to bending!

Eut first, let's set up the game. Here are the instructions:

* The star ter deck has two packs of thirty 1301 cards and two Chamber Cards. Each
player chooses a character and shuffles thatcharacter's deck iminus the
Chamber Card).

* Each player lays out his or her half of the playmat. Make sure tooverlap the top
sectionsof the playmats so thateach player has only one advantage area.

* Each player puts his or her Chamber Card and deck into the marked play spaces.
Make sure that your Chamber Cardis placed with the front showing (the sidewith
the trait symbaols).

* Each player places three cards from his or her deck face downintoeach of the
colored energy areas on the right-hand side of the playmat. Each player starts the
gamewith three greenenergy, threeyellow energy, and threered energy. Don't look

at these cards!

* Place four cards face upintoyour discard pile.

see the diagram on the next page.
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Moww, we have to decidewho goes first. Each player adds up the totalForce onthe cardsinhis
or her discard pile. The player with the greater total Force will decide who defends against
the opening attack |see the "Opening Attack” section belowl]. If the numbers are tied, each
player puts anadditional card fromhis or her deck into the discard pile until someone has mare
Force than the other player.

RSTRINE
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et &, Basic Gome Concapts . mmm——

A. Zones

Each player has three zoneswhere he or she candefend against the opponent 'sattacks.
These zones are color-coded to represent the level of danger that the player is inwhile
defending. The green zone is a player's first line of defense, followed by theyellow zone. A
plaver makesa final standin the red zone, the last line of defense. |f a player fails to defendin
the red zone, his or her opponent will score a point.

* Unless acard savs otherwise, you always begin defending in the greenzone.

Zones represent different opportunities to defend against anattack and build your
own stratedgy.

There are three things you should remember about zones.
* They arewhereyvou flipyour cards. Each zone has anarealabeled "Flip Here.”
* They arew here you store your enerigy.

* They arew hereyou put vour ally cards. Each zone has anarealabeled “ &l

B Defending in a Zone

Whenyou start defending ina zane, the first thingyoudois tlipacard face upinto that zonein
the area labeled “FlipHere.”

Onceyou have flipped a card, vou may choose toplay any payment powers that thecardhas.
(Gotothe "Payment Powers” section for more information. )

Mesxt, youhave the chance to play the card by paying its sidebar cost. This cost is shown on
theleft side of thecardinits sidebar.

= [fyou are playing a strike, yvou turnthe card sideways toshow thatyou're
counterattacking. It is now your opponent's turn.

* |fyou are playing anadvantage, youmove the cardinto the advantage area and follow
itsinstructions. If the advantage has the keyword” Immediate” inits rules text, you
put the card intoyour discard pileinstead. Then, you continue defending in the same
zone. That means you flipanew cardinto that zone.

= |fyou are playing an ally, youmaove the card to the ally space in the zonewhere you're
detending. Then, youcontinue defending in the same zone.




sometimes, you won't want to play a card. Youmight not want to spend the energy forit, or
voumnight bewaiting for a better option. Other times, youwon't be able toplay acard. For
example, a strike’s Intercept might be too low tostop anattack. In these cases, youcan:

* Focus the card. You do this by turning it face down and putting it onto the energy
stackinthe zonewhere you're defending.

* Discard the card. Sometimes, certaincard ef fects make it so voudon't want to focus
oryoucan't focus. You discard a card by placing it face upinyour discard pile.

Whetheryouchoose to focus or discard acard, the next stepis to start defending in the next
rone downiunless you're already inyour red zone—inthat case, your opponent
sCOores apointl.

C. Energy
Energy represents the strength that a character draws upon to perform his or her actions.
Youuse energy to pay for your cards. Your energy level is represented by the number of face-

down cards on the right-hand side of each of your zones.
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There are three dif ferent colors of energy. Red 2
enerdy is the strongest, followed by yellow
energy. Green energy is the weakest.

Here'swhat youneed toremember
about energy:

= Each player begins the game with three
energy of each color,

= Wheneveryouadd enerqy, you takea card
fromyour discard pile and place it face downin
the appropriate zone's energy stack.

= Your energy levels will goupand down
throughout the game. Use your energy wisely!

ﬂ Paying Energy Costs

Almostevery card costs energy toplay. Acard's energy costis represented by the colored
sidebar on the left side of the card. The numbers inside the colored boxes show youhow many
ot eachkind afenergy youneed to play the card. For example, to pay for a card that costs one
greenenergy, take one of the cards inyourgreen zone's energy stack and put it face upinto
your discard pile.

To play Will of the Warrior, youneed topay three greenenergy
and one red energy. Take three green energy fromyour green
zone s energy stack and one red energy from your red zone's
energy stack and put them face upintoyour discard pile.

E Overpaying Energy e 1
What if youdidn't have enough green energy to . ! :
play Will of the Warrior? If you had one green,
twoyellow, and two red energy, you could still
play the card if vou wanted taol

To play the strike, yvou would be forced to
overpay. Remember how redis the most
powerfulenergy, followed by yellow and
thengreen?

Overpaymentworks like this:

* A yellow energy canbe used to pay a
freencost.

= A red energy can beused to pay a yellow cost
or & green cost.

[n this ex ample, vou could play Will of the
Warrior by paying one green energy and then
using two yellow energy topay for the remaining
greencost. Finally, you would pay the red

Bnergy cost.

10




F. Focusing
Focusingis one of themainways to gainenergy. Instead of playing a card, you can choose to
focus itby adding it to vour energy stack.

Whenyouwant to focus, take the card youjust flipped and move it face down to the energy
stack of the zonewhere you're defending. Atter that, you start defending in the next
rone down.

Mote thatyoucan focus inyour red zone, even it it wouldmean that your opponent scores a
point.In fact, most of the time when your opponent scores a point, youwill focus the cardin

Vourre d zone.

7. Opening Atack

the opening attackis a strike that starts off theactionin anAvatar TCGhattle. At the
beginning of the game and after each pointis scored, one player will make an opening attack.

At the beginning of the game, each player puts the top four cards of his or her deck into his or
her discard pile. The player whose cards have the greater totalForce gets to choosewhich

player will defend against the opening attack.

When a player scores a point, his or her oppenent gets to decide which player willdefend
againstthe opening attack.

The opening attack is astrike that has4 Force. The player who detends against this strike
adds a green energy before starting his or her turn.

OPANING ATTALK = 4 FORCL
DEPFENDER ADCE OME EFCEEN @ REEY
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e B, Basic Combah Using Stekes fo Counterattack ommmer

E—ﬁch strike has an Intercept, representing that card's ability toblock anincoming attack,
aswell asaForce, representing the ferocity and strengthof that card's attack. Whenyou
want toplay astrike,itsIntercept has tobe equal to or greater than the Force of your oppo-
nent'sattack. You alzo have tobe able to pay for the strike.

It a strike doesn't have enough Intercept to stop your opponent's attack, youcan't play it.
But evenif astrike has enough Intercept, you don't have toplay it. Youcan decide not to play
astrike for any reason. For example, you might be hoping to find a more powerful strike, or
mayhe youwant to save your energy for later. If you choose not to play a strike, you can
either focusit or discardit. After that, youbegin defending in the next zone down. [fyou are
already inyour red zone, your opponent scores a point.

Playing a strikeis called a counterattack. Whenyou counterattack, you turn the strike card

sideways. That means your turnis over and your opponent must defend against the Force of
your strike.

R e, 9. ‘EMF‘FI Sﬂqbﬂﬂﬂﬂ e T T

Each player's turn can be divided into four simple steps:
cleanup, replenish, signature move, and flip.

A. Cleanup

Whenyou startyour turn, the first thing you doiscleanup. Thatmeans you putyour strike
and any cardsinyour advantage area intoyour discard pile. Youdon't cleanup any of your

energy or ally cards.

1€




B Replenish

Replenishing is another of the mainways that aplayer cangain energy. The longer your oppo-
nent takes to returnyour strike, the more energy you're able toreplenish.

It's easy to fiqure out how much energy you gain. First, add one energy of the same color as
the zone where your opponent counterattacked. Then, add one energy to eachof the zones
above that zone,

sound complicated? Well, here's an easier guide.

= |fyour opponent counter attacked from the green zone, you get to add one
[qreen enerdy.

* |fyour opponent counterattacked from the yellow zone, youget toadd one yellow
and one green energy.

= |fyour oppanent counterat tacked from the red zane, youget to add one red, one
vellow, and one green energy.

= |fyour opponent counter at tacked with a signature move, you don't get to add any
energy. Thisis because signature moves don't come from any zone.

Whenever youreplenishyour energy, yvou take cards fromyour discard pile and place them
face downin the appropriate energy stack.

C. Signature Move

During this step, youcan defend with a signature move, the special strike that's inside your
Chamber Card. You can play a signature move only if all ofyour zones are charged. (We'll get
tocharging alittle bit later.)

If youdecide to play a signature move, youuncharge all of your zones, openyour Chamber
Card toreveal your strike, and pay its sidebar costiif anyl. Youare now counterattacking with
vour strike.

If your Chamber Cardis placedwith the front side showing, youcan only play the strikeon the
front of the pull-out section. If your Chamber Cardis placedwith the back side showing, you
canonly play the strike on the back of the pull-out section. Your Chamber Card startsin play

with the front side showing.

If youcan't play or decide not to play a signature move, you'll go to the next step.

18

ﬂ. Flip

Whenyou get to this step, you start defendinginyour green zone. Thisiswhere most of the
actionin the game happens. You should ook at the "Defending ina Zone” section for
mare information.

Here are the basic steps for defending:

1. Whenyoustart defendingin a zone, the first thing youdois flipa card faceupinto
that zone's arealabeled "Flip Here.”

2. Younow decide whether to play the flipped card. Depending onwhat ty pe of card it
is, ditferent things willhappen. lfyoudon't want toplay the card, go to step 3.

= |f you are playing a strike, turnthe card sideways to show thatyou're
counter attacking. It is now your opponent’s turn.

= |f you are playing an advantage, move the card to the advantage area and
follow its instructions. If the advantage has the keyword “ Immediate” in
itsrules text, you put the card intoyvour discard pile instead. Once the
advantage hasbeen played, charge the zone where you are defending (we'll
get tomore on this later). Then, you continue defending in the same zone. That
means you flip anew cardin that zone.

= |f you are playing an ally, move the cardinto the ally spacein the zone where

vou're de fending. Then, you continue defending in the same zone. That means
you flipanew cardin that zone,

3. youcan'tordon'twant toplay acard, youcan focus or discardit. Then, you begin
cletending in the next zone down. fyou are already in the red zone, your opponent
SCOTEs a point.

R (4] Scorih.g Points and Winning the Qlome e

Jf you can't or decide not to counterat tack inthe red zone, your opponent scores a point.
The player who scores three points firstwins the game.

T




If noone haswon the game after a point is scored, thisiswhat happens:

A. Celebration

Whenyou score a point, you get to celebrate. That means youget to add anenergy to each
rone where yvouhave an ally.

B Cleanup

Thisis alot like the cleanup step at the beginning of each turn, except both players have to
cleanup. You do this by putting any cards inyour advantage area and any strikes you played
when defending last intoyour discard pile. Your opponent does the same with his or her cards.
Remember, youdon't cleanup any ally or energy cards thisway.

C. Opening Attack

The player whowas scored against gets to decide whowill defend against the
opening attack.

11, Running Out of Cards mm—

Jt's 0K if vourunout of cardsinyour deck. Once you flipyour lastcardintoa zone, take
note ofwhich zones are charged and how much energy yvouhave ineach zone. Then, shutfle
together all of the cardsin your energy areas and discard pile. You donot shuffle your
Chamber Card or allies or cards inyour advantage area. Re-deal the same number of energy
that yvouhad beforeyou ranout of cards, put four cards from your deck face upinto your dis-
card pile, and turnyour deck and discard pile sidewaysif those zones were already charged.
You zan now go onwith the game.

If youever runout of cards invour discard pile, put the top four cards of vour deck into your
discard pile. That way, you can always addenergy from there.

T2, pagmenf Powers s m——

Snme cards have payment powers in their rules text boxes. Playing a card's payment
power allows you to put insome extra effort tomake the card you're playing much better.
Youcanrecognize a payment power by the use of the = symbol. If you pay the cost, which
appears before the = you get the effect, which appears after the = Unless the card says
otherwise, youcanpay the cost and get the effect as many times as youlike.

15

Whenastrike card has a pay ment power, youmust pay the cost of the payvment power before
vou pay the sidebar cost of the strike. There are ditferent ty pes of costs, such as paying
energy ar eliminating one of your cards. Keep inmind that to pay the cost of a payment power,
vou have tobe able to affordit. Youcan't spend something that you don't have!

Some pay ment powers have costswritten as a color word. This means yvou can pay that color
of energy touse that pay ment power.

ILLUE: YURURE ITLOME

g

fimd = +4 Intercegpt. Uss only once

Example: Danny is defending against Canyon Crawler Clash, a strike that has 6§ Force. He
flips Evade, a strike that has 3 Intercept. Evade wouldn't usually be able to counterat-
tack, but its rwles text says, “Red = +4 Ihtercept. Use only once.” Danny decides to pay
one red energy far the payment power, which gives Evade 7 Intercept total Now; the
strike has a greater Intercept than the Farce of Canyon Crawler Clash, so Danny can
counterattack with Evade.

Some payment powers have costs that reduce a strike's Intercept. If vou use a power that
reducesyour strike's Intercept soit can't stop theincoming attack, youwon't be able to
counterattackwith that strike. Also, voucan't reduce a strike's Intercept toless than Owhen
paying for a payment power, becauseyoucan't spend something that you don't have.

Example: Brianis now defending against Evade, which has | Force.
He flips Bubble Burst, & stnke that has 4 Intercept, 4 Force, and
rirles text that says, “-lntercept =+ +1Force.” Brian decides to use
the payment power three times, so his strike now has 1 intercept
and 7 Force. He doesn't want to use the power & fowrth time,
because that would reduce Bubble Burst's Intercept to 0, so he
wowldn't be able to counterattack. Brian then pays the sidebar
cost of Bubble Burst and twrnsit sidewsys to show that

he's counterattacking.

16




e, 13, Maorve About Other Card Typas ~m——

A. Ally Cards

Playing Ally Cards

Whenyou flipanally card, youmay play it by paying its sidebar cost. Once you pay the cost
ofan ally card, move it to the ally spacein the zonewhere you're defending. Anally staysin
play until the end of the game unless another card removesit. The most important rule of ally
cardsis that an ally only affects cards that are in the same zone as that ally.

.-'lr"l..'l..llh.l.r R =) R -

Inthe image above, Appa atfects only the green zone.

Onceyou've placedan ally card inanally space, youcontinue defendingin the same zane,

Howewver, youcan choose to focus or discardan ally card rather than play it. In that case, vou
start defending one zone down,

You can have one ally inplay ineach of vour zones. [fyvou flipan ally cardin a zone that already
has anally, youcanstill pay its cost and play it. If youdo, one of two things can happen:

= You can replace the existing ally cardwith the one you've just played. If you choose
todo that, put the old ally cardinto your discard pile. You are still defending in the
SAME ZOMNE.

= You can put the ally cardyou just playedintoyour discard pile. You are still defending
inthe same zone.

Using Ally Cards

An ally card anly affects the zone that it's in. Whenyou're defending in a zone that has an
ally, that ally is constantly affecting cardsin that zone. For example, Commander Zhao has
rules text that savs, " Your strikesin Commander £hao's zone have +1Force.” That means that
whenever youcounterattack from the same zone that Commander Zhaois in, youget toadd 1
tovour strike's Force.

1F

It'simportant to remember that the bonus only exists while Commander Zhao isin play. If he
fgets eliminated, his effect will alsodisappear.

Some ally cards have peyment powers. These powers work inmuch the same way that pay-
ment powersonstrikes do. The difference is that an ally card's pay ment power can only be
usedwhenyouare detendingwith a strike in that ally's zone. Another differenceis that an
ally payment power canonly atfect a strike while it'sin that ally's zone.

Keepinmind thatifyoueliminate an ally thatisaffecting astrike, the effectan that strike
willdisappear.

Example: Justin has counterattacked from Commander
Zhao's zone with Knuckle Sandwich, & stike that has 4
Force. Commander Zhao gives strikes in his zone +1Force,
so Cate needs a stike that has at least 5 Intercept to coun-
terattack. But wait! Cate flips Rery Temper, anadvantage
that can eliminate Commander Zhao. Shepays forandplays
the advantage. Now, she needs a strike that has only 4
Intercept, because Commander Zhao is no longer affecting
Justin's strike.

Ally Cards and Celebration

Celebration is one of the ways to gain energy. Whenever you scorea point, you get to cele-

bratewithyour friends. What this meansis that you get toadd anenergy toeach of the zones
where you have anally.

B Advantage Cards

Advantage cards represent the training and tactics that a character canusein battle.
Advantage cards have a gold border, and they candolots of dif ferent things. For example,
some advantage cards can make your strikes better, eliminate cardsin play, or add energy.

Flaying Advantage Cards

Just like ally and strike cards, you play an advantage card by paying its sidebar cost. \When
you play anadvantage card, youmoveit to your advantage area. That advantage will have an
etfect untilyou've reached your next cleanup step or a point has been scored.

1=
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Whenyou play anadvantage card, you continue defending in the same zone. That means you
get to flipanew cardinthat zone. There's nolimit to how many advantage cards you can have
inyour advantage area, noris there alimit to how many you can play in one turn. &n advantage
stops having aneffect as soonasit’s removed from the advantage area.

Immediate Advantage Cards

some advantage cards have the keyword “lmmediate” as part of their rules text. These
cards don't go to the advantage areawhenyou play them. Instead, they go directly toyour
discard pile ance you've gotten their effects.

Charging Your Z ones

Advantage cards are important because they're one of the mainway s to charge your zones.
When all of your zones are charged, youcan play a signature move, whichis the special strike

that's withinyour character's Chamber Card.

Whenyou play anadvantage, youcharge the zone where it was played. To show that azone is
charged, turn the cards inthat zone's charge space sideways.

* Turnyour Chamber Card sideways to charge your green zone.
* To charge your yellow zone, turnyour deck sidew ays.

* To chargeyour red zone, turnyour discard pile sidew ays.

Oncecharged, a zone will remain thatway until
you play a signature move or an effect makes
youuncharge it.

1e

C. The Chamber Card

The Chamber Card represents the character whovou've chosento beinthe &vatar TCG. The
Chamber Card affects youin three ways.

* |t determines which signature movesyoucan play. & character’s signature moves are
hidden strikes that slide out of the chamber.

* Thetraits of your character affectwhat cards youcan have inyour deck. You can
anly play cards that share a trait symbol withyvour Chamber Card.

* Each Chamber Card has one or more cards that are exclusive toit. That means anly
that character canhave those cardsinhis or her deck.

Signature Move

Chambar Card
Back)

Chamber Card
(Front]
Special
Sianature M Avatar TCG™ Trait
Each Chamber Card contains two signature move cards, one on the front and one on the back.
Each oneis more powerful than the average strike. The signature move on the backis even
mare powerful than the one on the front. Whenyou're playing the game, you canlook at your
signature movesat any time, butbe sure not toletyour opponent know what your secret
moves arel

Youcan play a signature move only when all of your zones are charged. Most of the time, a
zone gets charged when you play anadvantage cardin that zone, but there are also strike and
ally cards that cancharge anduncharge zones.




A signature move can only be used during the signature move step after you've replenis hed
for the turn. See the " Turn Sequence” section for more information aboutwhenyou canplay
this signature move. All signature movesin this game are strikes, sothey have the same

play restrictions asnormal strikes. That means that inaddition ta having all of your zones
charged, youhave tomake sure that youcan pay the strike's cost, and the strike must have an
Intercept that's greater than or equal to the Force of the incoming attack.

Once all of these conditions are met, you can play a signature move. To do so, uncharge all of
your zones by rotating the cards inthe charge spaces so they'reright-side-upagain. Then, pull
outyour Chamber Card's drawer, reveal the signature move toyour opponent, and pay any
sidebar costs the strike has.

Because you don' t counterattack with signature moves from a zone, your ally cards don't
atfect them, andyour opponent doesn't get toreplenishany energy onhis or her turn,

Whenyoucleanup a signature move during your eleanup stepor after a point has been
scored, you do the following two things:

* Push the signature move back into the Chamber Card.
* Turn the Chamber Card over to the other side.

The next time all of your zones are charged, you'llbe able to play the signature move on the

back of your Chamber Card. Once you've used that signature move, turnyour Chamber Card to
the frontand start all over again!

Excluzive Cards

Each Chamber Cardhas access to exclusive cards
that canonly be put into your deck whenyvou're play-
ing that character. These are powerful cards that
are unique toeach character. &nexclusive card has a
special foil treatment, and the keyword “Exclusive”
appearsinitarules textbox. The name of the char-
acter thatthe card isexclusive toappears after the
keyword. For example, Sokka, BigBrother can only
be put intoyour deck whenyou're playing as Katara.

Ecte i ol nb S e et TR W
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... 14, Qame Terms and Keywords oommemms

Ehere are a fewwords that have special meaningsin the Avatar TCG™. These keywords
let vou know that a card has certain abilities.

A. Eliminate

A card can have an ability that allows vou to eliminate it or another card. Whenone of vour
cards is eliminated, youremoveit fromplay and putitintovour discard pile. Sometimes, you'll
eliminate a card to pay the cost of a power or a power, will make your opponent eliminate one
of hiz or her cards.

.B. Immediate

Someadvantage cards have the keyword “lmmediate” in their rules text. These cards are
placedinthe discard pile instead of the advantage areaafter they have been played.

E. Reflip

A card thathas the " Reflip” keywordcanbereplaced if youdon't need that card at the
maoment. Touse this ability, youhave to pay the reflipcost of the card, which appears right
after the keyword. Once yvou've paid this cost, yvou put the cardinto your discard pile and flipa
new cardinto the same zone where you were defending. Youdonot have to pay the card's
sidebar cost inorder toreflip.

Example: Ben is defending in s red zone against David's
attack, which has 6 Force. He flips Kyoshi Pride, but he
can't counterat tack with it, because it only has b Intercept.
Normally, he would have to focus the sinke and let Davd
score a point. But luckily for Ben, Kyoshi Pride has “Reflip:
Green”initsrules text box, sohecanpay a green energy to
get another shot at returning the stike. Ben pays the reflip
cost and puts Kyoshi Pride inte his discard pile. He then flips
anew cand into the flip space in his red zone.

ﬂ Pitch

The kevword "Piteh” is a cost on certain payment powers. Topitcha card, discardit, and then
follow theinstructions after the = Just likewhenyou discard a card normally, you are now
defending inyour next zone. [fyou pitch whenyou're already defending inyour red zone, your
opponent scores apoint.

Example: Morgan is defending in his green zone. He flips Kindle, which has the rules
text, "Pitch = Chame this zone.” He doesn’t want to counterattack with Kindle, but
he does want to charge his green zone. He pays the cost by putting the strike into his
discardpile, and then he charges his green zone. He is now defending in his yellow zone,
so he flips & newcard into that zone's fip space.
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an that you've played the gamewith the starter deck, it's time to make your own decks
withyour favoritecharacters, strikes, and other cards.

There are a few rules you need to follow when building your decks:
» Your deck has to heve at least sicty (601 cards.
= You can't play more than four (4) copies of any single card.

» You can anly play cards that share a trait sy mbol withyour Chamber Card. Some
cardsdon't have any trait symbols. Youcan put those cards into any deck.

Strike Advantage Ally Elemental

v Bull % Mind * Light @ Water
v i 1?' Biocly 9 Shadow ALt

aLiDn éﬁpirit c Dark

A. Traits

Traitsrepresent the special sty les and skills thatvour char-
acter can usein battle. There are nine basic traits in the game,
with three for eachof the basic card tvpes. Plus, there are
tour special Avatar TCG™ traits, withone for each bending
type. Each character has four traits lone for each card type
and one &vatar TCG trait) that tellyvouwhichcards voucan
play inthat character's deck. You canonbly put cards inyour
deck thatshare a trait symhbol withvour Chamber Card.

If acarddoesn'thave any trait symbaols, any character can use
it. These cards are called generics. Keepinmind though that
you cannever play anexelusive card unless you're playing

withthat card' s character.

Example: Katara's Chamber Card has the Lion, Mind, Light, and Water trafts. This means
that she can only use cards that have these trait symbols. She can alseo use cards that
dont have any trait symbols.

B. Basic Trait Descriptions
Eachof thenine basic traits captures adifferent aspect of the characters in the 4 vataruniverse.

The Strike Group

This group of traits represents a character' sfighting style. These traits appear as animal symbaols.

Bull: Bull strikes are very destructive, both toyou andyour opponent. They tend togive
upresources for immediate gain, or they can punishyour opponent forhis or her weak nesses.

Fox:Fox strikes are tricky, relyingmare oncunning than brute force. Fox strikeswear
downanopponent over timerather than bashing through his or her defenses.

e Lion: Lion strikes are of ten protective or help build up to something big. Lion s trikes are
maore about helping yourself than hur ting y our opponent.

The Advantage Group

This group of traits showsyoua character's personality and how he or she relates toothers
and theworldat large.

% Mind: & character who has the Mind trait likes to plan before acting. Long-term
strateqy isimportant toaMind character.

1" Body:A character who has the Body traitis focused on the physicalnature of the waorld.

% Spirit: & character who has the Spirit trait can call on hidden depths such as heart,
gumption, toughness, and charisma to achieve his or hergoals.

The Ally Group

This group of traits shows youa character's friends and characters with a similar outlook
anlife.

ﬁ Light: & character with the Light trait has a positive outlook on theworld. Aang and his
friends are good examples of the Light trait.

_pﬂhadn-w: Characterswith the Shadow traitvalue theirindependence. ZukoandUncle
Iroh have the Shadow trait.

ﬂ Dark: Dark characters seek to dominate, or at least they like to be part of a conquest.
They will often s top at nothing to achieve their goals. Commander Zhaois agreat
exampleofaDark trait character.




C. Special Avatar Trait Descriptions

The Elemental Group

Each character inthe Avatar TCG™ has a special Elemental trait symbol, which shows the bending
atyle that he or she has mastery over.

@ L b P

Water Earth Fire Air

e, 16, The QuickStrike Systam e

oumay have beenwonderingwhat theword "QuickStrike” means on the back of your
cards. The &vatar TCG is part of a larger game system that lets youduelwith characters from
differentuniverses! All QuickStrike games share the same combat system as well as the nine
basictraits. Youcanaddcards from any QuickStrike game toyour deck as long as those cards
have a matching trait symbolwith your Chamber Card.

Each QuickStrike game willhave unique aspects. The Avatar TCG has special Elemental traits,
but each new universe could have any number of special features. [fyvou like the Avatar TCG,
vou should keep an eye out for more games thatuse the QuickStrike system!

e, 17, Frequently Asked Questions <

What if two effects happen at the same time? What order do they go in?

If mare than one thing wouldhappen at the same time, the player whose turnit is decidesin
what order they will happen.

Example: Ben has Katara in Ws green zone, which is wcharged. Rer cand text reads,
“Yellow = When you counterattack from Katara's zone, chamge this zone. Use only once
per twrn.” He flips Surf Spray, & stnke that has the text, “|Vhen you counterattack, add &
greenenergy for each chamed zone you have.” Ben uses Katara's ability and pays for Surf
Spray. Whenhe counterstiacks, there are two aiilities that can happen: charging Katara's
zane andgaining energy from Surf Spray. Ben wants to gain the most energy, so he makes
Katara's abilit y happen before Surf Spray’s.

When does my turn end?

Your turnis over once you've counterattacked and any effects that trigger from
counterattacking li.e, " Whenyoucounterattack...") are done. The first thing youdo
atthe startof your next turniscleanupyour cards.

What happens with negative Force and Intercept?

[fyour strike's Force or Intercept is reduced below 0, vou should treat that number
like it's Dwhen comparing Force and Intercept. A Force of Dis stopped by an Intercept
of 0. Megative numbers only mean somethingwhenyou are adding or subtracting to
that number. For example, it your strike has -2 Force and aneffect gives it +3 Force,
vour strikewill have a total Force of 1.

Keepinmind that youcannever reduce the total Force or Intercept of a strike below 0
to pay the cost of a payment power.

Canlcharge acharged zone? Canluncharge anuncharged zone?

The answeris "no" toboth questions. If acard tells you to charge a zone, you can't
chargea zone that's already charged. Similarly, if acard tells you touncharge a zone,
vou can't uncharge azone that's already uncharged.

What happens when | play an advantage in a charged zone?

Whenyou play anadvantage ina charged zone, you skip charging that zone, and cards
that trigger fromcharging don't gointo etfect.

When a card asks me to do something that | can't do, what happens? For example, what
happens when | play a card that says, “Eliminate one of your opponent’s allies,” but my
opponent doesn't have any?

Ifa card asks you todo something that youcan't door canonly doinpart, try todo
as muchasvoucan.Inthe example, youwould skip over the " Eliminate one of vour
opponent's allies” part of the card'srules text.

What if two contradicting effects are trying to happen? Which one wins?

The golden rule for situations like thisis that "cannot” ahways beats "can.” [fyou have
a card that says, "You cannotcharge any of your zones,” and you haveanother card
that says, "Charge this zone,” the first ability willwin out, soyouwon't be able

to charge your zone.
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Advantage (card type) - Advantage cards represent the tactics and mindset of acharacter.
Advantage cards have goldborders, and they are the mainway to charge your zones. There
are three basic advantage traits: Body, Mind, and Spirit.

Advantage Area— The advantage area is where you place advantageswhenyou play them.
At the beqginning of your turn or whenever a point is scored, youclean up all the cards inyour
advantage area.

Ally (card typel - Ally cards represent your friends aswell as anyonewhois helping youin
aduel. Whenyou play anally card, it goesinto the ally space to the left of the flip space. Ally
cards are active only when youare defending in that ally's zone. There are three basic ally
traits: Light, Shadow, and Dark.

Celebration— Whenvyou score a point, you get to celebrate. Thismeans thatyouaddan
energy toeach of the zones whereyou have an ally.

Chamber Card— This represents the character whose roleyou are takingin the duel. They
are characters fromall parts of the Avatar: The Last Airbender™ universe, sovou can choose
which side of the battleyouare fighting onl Each Chamber Card has acharacter's traits on the
front, and his or her special signature moves are inside of the card.

Charge — Charging is the way that eachcharacter builds up toplay his or her signature moves.
A player charges a zone by turning the cards in the charge space sideways.

Clean Up— Whenyouclean up, you put all of the cards inyour advantage areaand any strikes
vou have intoyour discard pile.

Cleanup Step — This is the first step of each turn. You clean upyour cards during this step.

Counterattack — A counterattack happens whenyou pay for the sidebar cost of a strike and
turnit sideways, A counterattack usually ends your turn.

Eliminate — Whena card iseliminated, putitintoits owner's discard pile.

Energy — Youpay energy to play cards. Energy is represented by face-down cardsin the right-
hand side of a zone.

Exclusive — [Character Name] - Cards that have this keyword canonly be putinto decks
that areusing the Chamber Card of the same name.

Flip—Whenyouflipa card, you put a card from the top of your deck intoyour flip space.

Flip Step— Thisis the last stepofa turn. At the start of your Flip step, you begin defending in
YOUTgreen Zone.

Focus — You focus acardwhenyou can't or choose not to play that card. Focusing is a main
way foryou toincrease your energy. To focus acard, you turnit face downand putitinto the
energy area of the zone where youwere defending.

Force— Thisisa number on astrike that indicates the strike's attack strength. The Force
valueis located halfw ay down on the right-hand side of your strike cards. It's a gold number
that's next to alightning bolticon.

Generic - A generic card doesn't have any traits and can be used by any character. A generic
card doesn't have any trait symbolsin the topleft-hand corner.

Immediate — Thisis a keyword on advantage cards. An advantage with the “lmmediate”
keyword is put into your discard pile instead of the advantage area.

Intercept— This is a number ona strike thatindicates the strike's ability to defend against an

attack. The Intercept valueis located on the top right-hand corner of your strike cards. It's a
white number next toa shield icon.

Opening Attack — The openingattack is the first strike of the game and the first strike sent
atter aplayer has scoreda point. It always has 4 Force. The player who defends against the
opening attack adds one green energy.

Payment Powers — These are special abilities on cards. Payment powers are marked with the
= symbaol. You canget the ability of a pay ment power if you pay the cost befare the
=* symbol.

Pitch— Pitchis a keyword oncards that allows them tobe putinto the discard pile to pay fora
cost ofan ability. Whenever youpitchacard, youstart defendingin the next zone.

Rarity— Thereare three cardrarities. & card's rarity iz indicated by the number and color of
diamonds just below the picture box of that card. One black diamond means the card s
common. Twowhite diamonds means the card is uncommon, and three gold diamonds means
thecardisrare. Exclusive cards are ultrarare and have a special foil treatment.

Reflip: [Cost] - HefIiF isa keywaord ability. Ifyou pay the reflipcost, youcan put the card into
vour discard pile and tlip another cardinto the same zone.

Replenish— Youreplenishwhenyou add energy based onwhich zone your opponent
counterattacked from.

Replenish Step— This is the second step of a turn, when you replenish your energy.

Scoring a Point — You score a point when an opponent fails todefend against your strikeinall
ofhis or her zones. Whenyou score three points, you win the game.

Sidebar Cost— The sidebar cost is afeature of all cards, appearing on the left-hand side of
each strike, advantage, andally card. The sidebar costis made up of three colored sections:
gI'E:Elzl'l, vellow, andred. Each sectionindicates how much of that colored energy the card costs
to play.

Signature Move — The signature move is acharacter's special attack that you canonly play if
all afyour zones are charged.

Signature Move Step— Thisis the thirdstepof a turn, whenyou can choose whether to
defendwith asignature move.

Strike (card typel — Strike cards are the mainway to battle against your opponent. Each
strikecardhas a Force and an Intercept. Some strike cards have special abilities or effects
that can make themmore powerful. There are three basic strike traits: Bull, Fox, and Lion.

Traits — Cards are divided by traits, which appear as a symbol on the topleft-hand corner of
each card. There are nine basic traits and four special Elemental traits. Your deck canonly
have cards that share a traitwithyour Chamber Card.

Uncharge — Whenyou play a signa ture move, orwhena card tells you touncharge a zone,
you turn the cardsin the appropriate zone's charge space upright.

Zones — There are three colored zones: green, %.-ellcnw. and red. Zones represent oppor tunities
to stopyour opponent’s attack. Each zone has tour sections: the ally space, the flip space,
the charge space, and the energy space.
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