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Xena: Warrior Princess™
~An ARC System™ Game

if Nemac Warrior Primcess = your frst rading card game, welcome
aboard-you've picked 3 great game 10 start with! ARC Syshem games
are desagned fo get you playing quackly, even if you've never played
trading card game before. And if you've already tried other tradng card
gamis ke Magic: The Gathering ®, you'll leam 1o play Xena:
Warrior Princess even lasler!

What You Need to Play

Al you need & 2 deck of cards for you and 3 deck of cands for your
opponent

The World of Xena

in a tme of ancient gods, savage wardords, and mythical kings, a land m
turmoil cried out! In the Xena: Warrior Princess Tading card game,

you assume the role of a powerful wamor king or queen. Batlling with

other monarchs for control of these anoent lands, you command char-
acters and use amarng ahons 10 outwit your opponent. Use thes deck
to challenge a frend. . . and Batle On!

OBJECT OF THE GAME
RUM YOLUR OPPONENT'S DECK OUT OF CARDS—
VORI P YOUR OFPOMNENT'S DECK FLAS S0 CARDSY
You start the game with a deck of cards that represents the armies fight-
e e Wompr proall T conoune your OPROReNtsanmies. by discasduw
candks from his or het deck until every card i gone. Most of the tme,
you'll do the by attacking your opponent’s deck wath cards calied charac-
ters. Terms that are in rewdf i the rules appear n the glossany

GAME SETUP
+ Put your deck of cards on the table. When the game starts, thes s al
you'll have in front of you.
= Be sure to leave room fior your diiscard pile! Al of your cards that
get drcarded during the game, no matter how they get drcarded, wil
g0 there

——

= During the course of the game, you'll put other cards on the table. AL

cards on the table other than those in someone’s deck or discard pale
are referred 10 &5 beng i play. Be e W beave yourself room for the
cards you'll put in play.

» The cands you have m play and o your dscand pde should be face up

Al the: time

TYPES OF CARDS
There are four different types of cards i thes game. Seanch your deck for
an example of each type of card before you continue

1. Resowrees don't do amything on thew own. Once you Pt them n
play, though, they act like bank accounts 1o stlore “money” that you use
1o pay for your other cards.

2. (Charocters ae your main W0k You put them in play and then
use them 1o attack your opponent’s deck. Every charadier has 3 power
that indicates s srength. This power will be important later on.

1. Actions are oneshot cards that do somethmg once and are then
drscarded

4, Combet cards are ke achon cards, but they're played as a sur-
prse when eisher player attacks.

Most of your cands are ether characters and resources, since I's Lough
10 wn wathout chasaciers and you canl put characters m play wathoul
PO

PUTTING CARDS IN PLAY
Resources and characters don't do anything urtd yoe pes them = play on
the table. Once a resource or character & in play, you can use i over and
over agn. 50 how do you put a card in play? This & where your resounces
will come i handy!

Tapping Your Resources and Characters
Resources (and characiers) can only be wsed once each tum, and you'l
show you're using them by lappimg them. You Lap resources in order 1o
pay for other cards.

» Whenever you use & card, you show that it cant be used agan untl
your next turn by turming # sdeways. This & called tappng it

« When your next tum staits, you show thal you can use your
resources and characters again by turning them upright (amfapping
them)



STARTING THE GAML

PAYING FOR CARDS

e 3 fosr Inal

!: '.- n. Th ' r & card s, the mare PLAYING THE GAMI

YOUR TURM

. 1. Urkap your dhardchens amd resourcoes

2 Dirawy & card

5. Pul one resounce in pliy

4. Play actionis) and/or pul charscten(y) in play,

Ay 5, Aetack with your characbers,
1o . Vour fum B ower, Your opponent s luim I:ﬂ"m'!.
IF YOU'RE NOT PLAYING YET,
, ,'_I_f ok YOU'RE READY TO START NOW!

o i .. : Let's ook a hitle doser at each of the tteos m vouwr Durm

1 Untap your characters and resources.
. el resonmee on e

2 Divaw a card



3 Put one resource in play.
.

You may put one resource in play from your hand but only one
each turn. This doesn’t cost anything, so you should put a
resource i play every tum if you can. If you can’t put a
resource in play, po on 1o the next step.

4 Play action(s) and/or put character(s) in play.
L]

You may play as many achons as you bke and put a5 many
characters in play &5 you want, a5 long &5 you have enough
resources to pay for all of them. You may play these cards in
any order.

» If you decide to play an action card, pay its cost, follow the
mstruchons in the rules text, then dscard it

= I you deade to put a character i play, pay its cost, then put

it in play untapped. Once &'s in play, it stays in play unti
something discards it. You never pay its cost again

* Most characters have special rules written on them (rufes
text) that change how those cards work. Some of those
rules apply when a character & put in play, so be sure to
read every character before you play

» Remember that your achon cards and characters just st in
your hand domg nothing until you pay therr cost. If you find
you don't have enough resources to pay for any of the cards
n your hand, you can't do anything else duning this step of
your tum

= [f you don't have any actions or characters you can play, go
on 1o the next step.

Artack with your characters

AT you have a character in play, read "How to Attack” to the nght

and follow steps A through E

= I you don'l have a character in play, go on to the next step
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Now it's your opponent’s tum

STOP!

Don't read any further untill you have a character in play with
which you can attack. Remember that each player gets to play
st one resource a turn, so it may be a few turns belore ether
of you can afford to do much

HIAWY TO ATTALCK

Attack:
Block, Your

Combat: Farsd ym

Dunng step 5 of your tum, you should look
over all the characters in play, your own and
your opponent’s, and decide whether attacking
would be a good wdea that turn. Generally, the
only bad attacks are the ones where you lose a
character and your opponent loses nothing

sa. Artack

You choose your attacking characters.

+ Tum your attacking characters sideways
(tap them) to show that you're using them.
Thes atso lets your opponent know what s and
sl attackng

= (Characters that were already tapped can'l
attack since they've already been used.

= Attacking doesn'l cost anything.

sb. Biock

Your opponent chooses his or her
blocking characters.
Your opponent looks the situation over and
deades whether or not 1o have any of his or
her characters block your attacking characters.
= Each of your opponent’s characters can
block one of your attacking ones.
= Your opponent taps his or her blocking
characters to show that they've been used
Your opponent also lets you know which of
your characters each of his or hers 5 blocking,
« (Characters that were already tapped can'i
block since they've already been used.
= Blocking doesn't cost anything
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ATTACKING AND BLOCKING: WHAT HAPPENS

R N e O T

B A T

o Ay (e b Whiar Hagpe?

F—'JM‘MH has Hag penal

pre— * Omced o rember of 0 | |+ hawBan & blockespowsr  + Discand e blocking dhasacies
:TM;” Lows s &1 b’y v o Dvaand the aacking chaaies
 Sarm 2. . Borker'y povwes + Dracand sth chasazers
EXAMPLE OF ATTACK
B e e i S v et i

5 Therst st Bt characiors in ploy when you decle
‘wharther or med by Bach.

S Combat Vou and your opponent sach drcke mof bo
phey & combat card than b

ety bt of Hhe
=
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Sa ARk Vou bave mory and siresger charsciers than | M Decand Voor salbdodiond charpcier dmcand. & cardy
your spponcal, ta pe aflach yeer eppeneal's deck it e} broam ousr opponest s deck and

Sd Decatd Wur sfisching dharscier b mare powry
Thae pour oppenesd y ecking charscies, o dnaard

s« Compar

Firud your opponent and then

you can each play 3 combal card
*  Your opponent chooses B whisthis of nol
1o plary 4 combat cand
o W, you choose whether io play & dombal
cad, even f your opponent chose nol o play
e

Playang & combat card works el e play

g o achon cand. You pery it oo, follow e
rrdrachorn n P rules e, and Poen decaed

sd. Discarp

Figure out what happendt.
Thee et resuslts, diepend on which of you
chasschery sie bhorkind by yoir opponents
chatscier,

A cParacter Thal sn blocked decasds, from

your opporen's, deck 8 mumber of cards equal
0 i poweet
« & charachen thal m blodked checks i power
agaesd that of the character blocking it The
characior with the smales powes B drcanded, d
thee characters have the same powes, drcand
beth ol them

se. END comBaT

Thes end your fum. Now i's your oppao-
fet i B

¥ one of your charachen, dacands ol of the s
froem your opponent's deck (even f it could !
have: dricanded moee), YOU WINE Vou ko we
ol youw opponent’s deck nufs ool of caeds, for
ATy et reon (40 i wan if youwr oppoment
drawes this o ber last cand, of i you play & cand
thet muakes: youn opponend driw mone cands
than he o she has left)

Thes, of course, & the whole posnt of aitaciong—
o Pun o opponent oul of cards. I leels ke
youlre narieryg your opponenls dedl o b
good Lewp poryy® A warkoed mever nests untl
every opponet 6 deleated!
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