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About These Rules

This document defines the intended gameplay rules for the digital edition of Warcaste TCG. It applies to
standard 1v1 Skirmish play unless a game mode, mission, or card states otherwise.

The game client performs the mechanical work that players handled in the physical edition. It validates
decks, randomizes decks, tracks hidden information, presents legal choices, pays costs, records counters
and modifiers, opens response windows, resolves mandatory instructions, and checks victory conditions.
Players make the strategic choices presented by the client.

When a mission rule or card text conflicts with a general rule, use the following order:

A rule displayed for the current mission or game mode takes priority for that mission or mode.

Card text takes priority over the general rules for the event it changes.

An effect that says something cannot happen takes priority over an effect that says it can happen.
Perform as much of an instruction as possible. Ignore only the portion that cannot be completed, unless
the instruction requires a stated action to happen first.
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1 Game Concepts

1a Digital Game Client

The Warcaste game client maintains the official game state during a match. Card positions, zone
ownership, current values, counters, action status, revealed information, and pending effects are
tracked by the client.

The client presents only actions, targets, and payment options that are legal at the time a choice is
made. A player cannot select an action that the interface does not present as legal.

Mandatory actions and rules are resolved automatically when they require no player choice. When a
mandatory action requires a choice, the client prompts the appropriate player to make it.

Optional actions and abilities are presented as choices. Declining or allowing the prompt timer to expire
is treated as choosing not to perform that optional action, unless the interface states another result.
The client automatically randomizes hidden zones whenever the rules instruct a deck to be shuffled or
randomized.

Visual animations communicate game events but do not independently change the game state. The
recorded values and card locations shown by the interface determine the current state.

If several choices must be made at the same time, the client presents them in the order required by
these rules. If the order does not affect legality or outcome, the client may process them together.
Rules for turn timers, inactivity, reconnection, and matchmaking are displayed by the selected game
mode. Those displayed mode rules apply to that match.

1b Players

e A player is a human player or computer-controlled opponent participating in a game of Warcaste.

e The active player is the player whose turn it currently is.

e An opponent is the other player in a standard 1v1 game.

e The same gameplay rules apply to human players and computer-controlled opponents unless a Story

Mode mission states otherwise.

A standard Skirmish game is played by two players. Each player uses:

e One Doctrine outside the main deck.

e A main deck containing exactly 30 cards.

e Three basic territories at the start of the game.

The client validates deck size, compatibility, copy limits, and mode-specific restrictions before a deck
can be used.

1c Basic Gameplay Rules

Card text changes the general rules only for the card, player, ability, or game event to which that text

applies.

If one effect allows an event and another effect says that event cannot happen, the event cannot

happen.

If part of an ability is impossible, ignore that part and complete the rest of the ability when possible.

e Example: A unit has "Death: Deal 2 damage to any target in the same zone as this unit." If no legal
target remains in that zone when the ability resolves, the damage instruction fails.

A cost must be paid in full before the associated card or ability can resolve, except when a card

specifically modifies its own cost as it is played.

A player cannot voluntarily choose an illegal target, an unaffordable payment, or an impossible required

option.

Each game event resolves completely before the client processes abilities or Traps triggered by that

event.

1d Starting the Game

1. The client validates each selected deck and loads each player's Doctrine into that player's Home Zone.
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a b~ ODN

. The client randomly determines the first player.

. The client randomizes each main deck.

. Each player draws an opening hand of cards equal to the Hand value of their Doctrine plus three.

. Each player may Mulligan once. To Mulligan, return the entire opening hand to the deck. The client

randomizes that deck and draws the same number of cards.

. Each player selects three cards from their opening hand to become basic territories. The client places

those cards face down in that player's three Territory Slots. Their identities remain hidden from the
opponent.

. The cards not selected as basic territories become that player's starting hand.
. The first player begins their first turn.

1e Ending the Game

A player loses immediately when their last remaining territory is destroyed, whether it was destroyed by
damage, damage counters, or a card ability.

When a player loses because their last territory was destroyed, any unresolved portions of the current
effect and all pending effects are ignored. The client ends the game and records the result.

A player may concede through the game interface at any time the interface permits. A player who
concedes loses immediately.

If one game event destroys the last territory of both players simultaneously, the game ends in a draw
unless the effect or mission states otherwise.

A mandatory sequence that would repeat forever without changing the game state causes the game to
end in a draw. Optional loops are handled under Section 6Ge.

A timed event or competitive mode may display an additional time-limit or tiebreaker rule before the
match. That mode rule overrides this section only for the affected match.

1f CMD Points

CMD means Command Points. CMD is the primary resource used to play cards and pay ability costs.
Each player starts the game with 5 CMD.
During the CMD Reset step of a player's Draw Phase, that player's CMD resets to 5.

e Unspent CMD does not carry through this reset.

e If the player has more than 5 CMD, the value still becomes 5.

A card's CMD Cost is the amount of CMD normally required to play it. The client deducts that amount

when the card is legally played.

Some Global abilities or play instructions reduce a card's cost by requiring another action.

e The player selects the required action and all related choices before the final CMD payment is
made.

e The card may be selected even when its printed cost is greater than the player's current CMD if the
available reduction can make the final cost affordable.

e If the chosen reduction does not make the final cost affordable, the play cannot be confirmed.

Some effects add CMD with a duration or spending restriction. The client tracks the source, duration,

and restriction of that CMD.

When more than one legal CMD source could pay a cost and the choice can affect the game state, the

client prompts the player to choose the payment allocation. Otherwise, the client may allocate CMD

automatically.

Added CMD remains available until it is spent, reaches its stated expiration point, or is removed by the

next CMD Reset step.

1g Cards Ownership and Control

A card is an official digital game object in Warcaste TCG. Cosmetic treatments, including full-art and foil
variants, do not change a card's gameplay text or identity.

The owner of a card is the player whose deck contained that card when the game began. The owner of
a Doctrine is the player who selected it for that deck.
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e The controller of a card is the player who played it unless an effect gives control of that card to another
player.

e Changing control does not change ownership.

e When a card moves to a hidden zone belonging to its owner, the client restores the visibility appropriate
to that zone.

1h Drawing Cards

e To draw a card, the client moves the top card of the player's deck into that player's hand without
revealing it to the opponent.

e During the Draw step, the active player draws one card. If that player controls the Open Zone, they
draw one additional card as a separate game event. (A player controls the Open Zone if they have the
only units in the Open Zone at the start of their turn.)

e Card abilities and effects may cause a player to draw one or more cards.

e When one instruction says to draw multiple cards, those cards are drawn together and the draw is
treated as one game event.

e When an instruction says to draw an additional card, each additional draw is treated as a separate
game event unless the effect states otherwise.

e During the End Phase, a player draws one replacement card for each card they used to Boost that turn.
These replacement draws occur one at a time, and each draw is a separate game event.

e The client displays the number of cards remaining in each deck and the number of cards in each hand.
Card identities in a hidden zone remain private unless an effect reveals them.

1i Counters and Tracked Values

e A counter is a named game value associated with a card or player. The client displays and updates
counters automatically.

e Damage Counters record damage currently marked on a unit or territory.

e Other cards may create additional counter types. Those counters follow the instructions that created
them.

e A reference to placing, removing, gaining, or losing counters changes the tracked value; it does not
require a physical token.

e If a card leaves the zone in which its counters are relevant, the client removes those counters unless an
effect states that they remain.

1j Dealing Damage
e Damage is dealt during combat and whenever an effect uses the words "deal damage."
e When damage is dealt to a unit or territory, resolve it in this order:
1. Determine the amount of damage being dealt.
2. The defending card blocks as much of that damage as possible with its current DEF.
3. Reduce the defending card's current DEF by the amount blocked, to a minimum of 0. That
reduction lasts until the next DEF Reset step.
4. Place Damage Counters on the defending card equal to the unblocked damage.
5. Perform the destruction check described below.
e Temporary DEF is used before the card's remaining base DEF. When combat ends, unused temporary
DEF from boosts expires; reductions to base DEF remain until the next DEF Reset step.
e If a squad deals enough damage to place at least one Damage Counter on the target, every unit in that
squad is considered to have dealt damage to that target.
e After damage is dealt, the client checks each affected unit and territory. A card with Damage Counters
equal to or greater than its current HP is destroyed and moved to its owner's discard, unless an effect
or Stalwart Boost delays that check.

1k Placing Damage Counters

e Damage Counters are placed directly when an effect uses the words "place Damage Counters."
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Placing Damage Counters is not the same as dealing damage.

DEF is ignored when Damage Counters are placed directly, and the target's DEF is not reduced.
Placing Damage Counters does not trigger an ability that requires damage to be dealt.

After counters are placed, the client immediately performs a destruction check unless an effect explicitly

delays it.

11 Damaged Cards

e A damaged card is a unit or territory with one or more Damage Counters on it.
e A card stops being damaged when it has no Damage Counters on it.

1m Game Events

e Gameplay is divided into game events. A new event occurs whenever an action or resolving instruction
changes the game state.
e Game events include, but are not limited to:

Playing a card.

Moving a unit.

Declaring an attack.

Selecting a target.

Intercepting an attacker.

Taking the Engage action.

Drawing or discarding one or more cards.
Resolving an ability.

Dealing damage or placing Damage Counters.
A card entering or leaving play.

e Allinstructions that are part of one game event resolve completely before the client opens a response
window for abilities or Traps triggered by that event.

e If an instruction makes several changes simultaneously, those changes are part of the same event
unless the text states that they occur separately.
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2 Card Information

The interface presents the information needed to identify and use a card. A card's layout, animation, or
cosmetic frame may vary, but the gameplay meanings below do not change.

2a Name

e A card's Name identifies that card for deck-building and card effects.
e An effect that refers to a card by name refers to every cosmetic version of that card and every Boost
variation with that name unless the effect specifies a particular Boost.

2b CMD Cost

e CMD Cost is the amount of CMD normally paid to play the card.
e A card's cost means its current CMD Cost after all applicable increases and reductions.

2c Hand

e Hand is a value that appears only on Doctrine cards.
e A Doctrine's Hand value determines the player's starting hand size before the three basic territories are
selected.

2d Art and Cosmetic Treatment

e Card art, animation, foil effects, full-art frames, and other cosmetic treatments have no gameplay effect.
e Cosmetic versions of the same card count as the same card for deck-building limits.

2e Card Type and Subtype

Every card has one Card Type. Some cards also have one or more Subtypes.

Multiple Subtypes may be separated by a slash in the interface.

When an effect refers to a Subtype and Card Type, the card must match both descriptions.
The five Card Types are Doctrine, Unit, Territory, Tactic, and Trap.

Doctrine cards use a faction as their Subtype.

Units normally have one or more unit Subtypes.

Territories normally have a territory Subtype.

Tactics and Traps do not normally have a Subtype.

Warstar

e Warstar is a Unit Subtype.

A player may control only one Warstar at a time.

A player may not have a Warstar enter play while they control a Warstar in play.

If a Warstar enters under a player's control while they already control another Warstar, the newly

entered Warstar is destroyed.

e If a player gains control of a Warstar while they already control another Warstar, the newly controlled
Warstar is destroyed.

e Placing a Warstar under another card without changing its controller does not count as gaining control
of it.

Home World

e Home World is a Territory Subtype.

A player may control only one Home World they own at a time.

A player may not have a Home World enter play while they control a Home World in play.

If a Home World enters under a player's control while they already control another Home World, the
newly entered Home World is destroyed.
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2f Boost

e Some cards have a Boost value and Boost type. The client displays that information when the card can
legally be used to Boost.

e A player uses a Boost card from hand during the Declare Boosts step of combat. The selected card
remains committed to that combat and is returned to the bottom of its owner's deck during the End

Phase.
Bold The selected card gains +X ATK. Until the end of that combat.
Cunning The selected card gains +X DEF. Until the end of that combat.
Remove X Damage Counters from the = After combat damage, before
Stalwart L
selected card. destruction is checked.
2g Attributes

Attributes are deck-building and compatibility symbols associated with a card.

The five Attribute types are Bombardment, Hospitable, Intelligence, Swarming, and Targeting.

A card is compatible with another card if the two cards share at least one Attribute.

When an effect refers to a compatible card, the selected card must share at least one Attribute with the
card making that reference.

2h Faction Symbol

e A Faction Symbol identifies a card's faction.

e Set 1 factions are Corinth, Karnage, Psiker, and Ramus.

e A Friendly Faction card shares a Faction Symbol with the card making that reference.

e Faction Symbols do not determine deck compatibility unless a rule or card specifically says otherwise.
2i Abilities

e An ability is card text that changes or checks the game state.

Ability type When it applies

Triggers when a Unit or Territory enters play, or when a

Play Tactic or Trap is played, as specified by its text.

Passive Remains active while the card is in play unless its text
states another condition.

Global Remains active in every zone unless its text limits where it
applies.

Death Triggers when the card is destroyed and moves from the
Battlefield to the discard.

Engage Resolves when the card legally takes the Engage action.

Trap States the event that permits the Trap card to be played

and the effect that resolves.

e An ability may be granted to another card. The receiving card is treated as having that ability for the
stated duration.
e Resolving an ability is a game event. An ability may create additional events and triggers.
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e The client automatically identifies triggered abilities and opens a response window only when a player
has a legal choice.

Copying Abilities

e When an effect copies an ability, the copied ability is created by the card or effect performing the copy.

e The source of the copied ability becomes its originator for references that depend on source or
controller.

e Costs paid for the original ability are not paid again unless the copying effect explicitly requires them.

e Choices for the copied ability are made when that copy resolves unless the copying effect states
otherwise.

2j ATK

ATK is a card's Attack value.

A unit or territory uses ATK to determine how much combat damage it can deal.
A card's ATK cannot be reduced below 0.

Base ATK is the ATK value defined by the card before modifiers.

2k DEF

e DEF is a card's Defense value.

e Current DEF blocks damage. DEF used to block damage is reduced by the amount blocked until the
next DEF Reset step.

e A card's DEF cannot be reduced below 0.

e Base DEF is the DEF value defined by the card before modifiers.

2| HP

e HP is a card's Health value.

e A unit or territory is destroyed when its Damage Counters equal or exceed its current HP, unless a rule
or effect delays that destruction check.

e A card's HP cannot be reduced below 0. Damage Counters do not reduce base HP and may exceed a
card's HP.

e Base HP is the HP value defined by the card before modifiers.

2m Rarity

e Rarity is a collection classification associated with a card or cosmetic variant.

e Rarity does not change a card's rules, stats, deck-building legality, or gameplay strength.
e The interface identifies any rarity categories used by the collection system.

2n Set Number

e A Set Number identifies the card's release set and collector position.

e A Set Number has no gameplay effect.

20 Legal Information

e Copyright and publishing information may appear in a card's detail view.
e Legal information has no gameplay effect.
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3 Card Types

3a Doctrine

e A Doctrine is a special card that begins the game in its owner's Home Zone, outside the 30-card main
deck.

e A deck must have exactly one Doctrine.

e A Doctrine's Hand value determines the player's starting hand size.

e A Doctrine may have one or more abilities. Because it starts in play, it may use an Engage ability
beginning on its controller's first Main Phase.

e A Doctrine has Attributes and a Faction Symbol.

e Every card in the main deck must share at least one Attribute with the Doctrine unless a mode or card
states otherwise.

o A reference to a compatible card means a card that shares at least one Attribute with the Doctrine or
other referencing card.

e Areference to a Friendly Faction card means a card with the same Faction Symbol as the referencing
card.

3b Unit

A Unit may be played from hand during its controller's Main Phase by paying its CMD Cost.

Unless an effect states otherwise, a Unit enters its controller's Home Zone.

A Unit can take four kinds of actions: Move, Attack, Intercept, and Engage.

A Unit may take each permitted action no more than once during a turn cycle unless an effect states
otherwise.

e The client tracks which actions each Unit has taken.

Move

e A Unit may Move during its controller's Battle Phase.
e A Unit moves from its current zone to an adjacent zone.
e A Unit cannot Move during the turn in which it entered play unless an effect says it can.

Attack

e A Unit may Attack during its controller's Battle Phase, either alone or as part of a squad.
e A Unit may Attack during the turn in which it entered play.
e See Section 5d for the combat sequence.

Intercept

e During the opponent's Battle Phase, a Unit that has not Intercepted during the current turn cycle may
Intercept one attacking Unit in the same zone.

e Intercept changes that attacker's target to the Intercepting Unit.

e See Section 5d for the complete Intercept rules.

Engage

e A Unit with an Engage ability may take the Engage action during its controller's Main Phase.

e A Unit cannot take the Engage action during the turn in which it entered play unless an effect says
otherwise.

e When a Unit takes the Engage action, it becomes Engaged and its Engage ability resolves.

e An Engaged Unit cannot take another action until it resets.

e If another effect merely causes a Unit to become Engaged, its Engage ability does not resolve unless
that effect specifically says the Unit takes the Engage action.

e If an ability makes a Unit take a non-Engage action during the Main Phase, that forced action does not
by itself prevent the Unit from later taking its legal Engage action.
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3c Territory

A Territory is either a face-up Territory card in a Territory Slot or a face-down card acting as a basic
territory.

A Territory card may be played from hand during its controller's Main Phase by paying its CMD Cost.
A played Territory replaces a Territory already occupying one of that player's Territory Slots.

Damage Counters on the replaced Territory remain on the slot and are applied to the new Territory.
When a face-down basic territory is replaced, the client returns that card to its owner's hand without
revealing it to the opponent.

When a face-up Territory is replaced, it is destroyed and moved to its owner's discard. Its Death abilities
trigger normally.

Effects that applied only to the replaced Territory stop applying to the new Territory unless they
specifically apply to the slot or replacement.

Cards attached to a replaced Territory are destroyed unless an effect states otherwise.

A Territory with an Engage ability may take the Engage action during its controller's Main Phase.

A Territory cannot take the Engage action during the turn in which it entered play unless an effect says
otherwise.

3d Tactic

A Tactic may be played from hand only during its controller's Main Phase unless its text states
otherwise.

To play a Tactic, pay its CMD Cost and resolve its Play ability.

A Tactic does not enter the Battlefield. After it finishes resolving, the client moves it to its owner's
discard unless an effect sends or attaches it elsewhere.

A Tactic's Global ability applies in every zone, including while the card is being played and its cost is
being determined.

3e Trap

A Trap may be played from hand only during a response window created by the bold trigger in its Trap
ability.

The triggering game event or ability must finish resolving before an eligible Trap can be played.

Each player may play no more than one Trap for a single triggering event.

e If one event causes several abilities to trigger, it is still one triggering event for this limit.
e Separate game events create separate Trap opportunities.
e An original attack and an Intercepting attack are separate events for Trap purposes.

To play a Trap, pay its CMD Cost, make the required choices, and resolve its Trap ability.

A Trap does not enter the Battlefield. After it finishes resolving, the client moves it to its owner's discard
unless an effect states otherwise.

If both players play a Trap from the same trigger, the active player's Trap resolves first, followed by the
opponent's Trap.

See Section 6e for response windows and timing.

Warcaste TCG Digital Comprehensive Rules | Digital Edition 1.0 12



4 Zones

4a General

A zone is a defined location where cards can exist during a game.

The client controls movement between zones and displays only the information each player is allowed
to see.

Public zones allow both players to inspect card identities and current information.

e The Battlefield and each discard are public zones.

Private zones hide some or all card identities from one or both players.

e A hand is private to its owner.

e A deck is hidden from both players except while an effect allows a player to search or inspect it.

A card that moves to a new zone is treated as a new game object unless an effect specifically tracks
that card across the move.

4b Deck

All cards in a player's 30-card main deck begin in that player's Deck Zone.

The client randomizes each deck at the start of the game and whenever an effect instructs it to shuffle.
Deck order is hidden. It cannot be changed except by a rule or card effect.

Both players may see the number of cards remaining in each deck.

When a player searches a deck, the client displays only cards that player is allowed to inspect.

4c Hand

Drawn cards enter the drawing player's hand.

A player may inspect every card in their own hand.

An opponent may see the number of cards in a hand but not their identities unless an effect reveals or
exposes them.

The visual order of cards in a hand has no gameplay meaning.

4d Discard

Destroyed Units and Territories normally move to their owners' discards.

Tactics and Traps normally move to their owners' discards after resolving.

Each discard begins empty and is public information.

Both players may inspect any discard at any time the interface permits by clicking on a player's discard.
The client may display discard cards in chronological or sorted order. Display order has no gameplay
meaning.

4e Battlefield

The Battlefield consists of three zones: one Home Zone for each player and the Open Zone between
them.

Your Home Zone is the zone where you normally play Units and where your Doctrine and Territory
Slots are located.

Each player has three Territory Slots in their Home Zone. The three selected basic territories begin in
these slots.

The Open Zone is the shared zone between both Home Zones.

A player controls the Open Zone when that player controls at least one Unit there and the opponent
controls no Units there.

During the Draw step, a player who controls the Open Zone draws one additional card as a separate
game event.

The enemy Home Zone is the opponent's Home Zone from the current player's perspective.
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5 Turn Structure

5a General

A turn contains four phases in the following order.

1 Draw Phase

2 Main Phase

3 Battle Phase

4 End Phase

Resolve start-of-turn steps, draw, reset CMD and DEF,
Overcharge, and ready cards.

Play Units, Territories, and Tactics; use eligible Engage
abilities.

Move Units and declare attacks, Interceptors, Boosts, and
combat damage.

Return Boost cards, draw replacements, resolve
end-of-turn effects, and pass the turn.

The active player may confirm the end of a Main Phase or Battle Phase after completing any desired
legal actions.

Before the client advances to the next step or phase, it resolves all pending events, destruction checks,
triggered abilities, and response windows.

When no legal player choice is pending, the client may advance automatically.

5b Draw Phase

The Draw Phase contains the following seven steps, resolved in order.

1

. Start of Turn Effects. Identify and resolve effects that occur at the start of the active player's turn.
2.

Draw. The active player draws one card. If that player controls the Open Zone, they draw one additional
card as a separate game event.

. CMD Reset. The active player's CMD becomes 5.
. Overcharge. The active player may turn their Doctrine face down to gain 5 CMD.

e A player may Overcharge only once per game.

e A player cannot Overcharge on their first turn.

e A face-down Doctrine has no abilities.

e A player cannot Overcharge while their Doctrine is already face down.

. DEF Reset. Reset the current DEF of all Units and Territories to their current DEF Stat after continuous

modifiers. This reset applies to cards controlled by both players.

. Reset Engaged Cards. Every Engaged card controlled by the active player becomes ready and can

take actions again, subject to other restrictions.

. Reset Overcharge. If the active player's Doctrine was face down during that player's previous turn, turn

it face up and restore its abilities.

5¢c Main Phase

The Main Phase has no fixed internal steps.

The active player may repeat the following legal actions in any order:

e Play a Unit.

e Play a Territory to replace one of their Territories.

e Play a Tactic.

e Take an Engage action with an eligible Unit, Territory, or Doctrine.

A player may play a Trap only when the client opens an eligible response window.
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e The phase ends when the active player confirms that they are finished and no event or response
window remains unresolved.

5d Battle Phase

e During the Battle Phase, Units controlled by the active player may Move and Attack in any legal order.
e Different Units do not need to act together. For example, one Unit may Move, another may Move, and
then both may Attack as a squad.

Moving

e A Unit may Move from its current zone to an adjacent zone.
e A Unit may move forward toward the enemy Home Zone or backward toward its controller's Home

Zone.

e A Unit may move past enemy Units; enemy presence does not block movement unless an effect states
otherwise.

e A Unit cannot Move on the turn it entered play unless an effect says it can.

Attacking

e An attack begins when attackers and their target are declared. It ends after combat damage, delayed
Stalwart removal, destruction checks, and all resulting triggers for that combat have been processed.
e Resolve an attack through the following steps.

Step 1 Declare Attackers

e The active player selects one or more eligible Units in the same zone and one Unit or Territory in that
zone as the target.

e One Unit may attack alone. Two or more Units attack together as a squad.

e Every Unit in a squad attacks the same defending card. Each attacker is considered to target that card
separately.

e A squad may contain any number of otherwise eligible Units in that zone.

e The squad's ATK values are added together when it deals damage.

e The controller of the defending card selects one attacking Unit to receive the defending card's return
damage. This selection is made before Boosts are declared.

Step 2 Declare Interceptor

e The defending player may select up to one eligible Unit in the same zone to Intercept one attacking
Unit.

The Intercepting Unit does not target the attacker.

Intercept changes the selected attacker's target to the Intercepting Unit.

The Intercepting attack becomes a separate attack and resolves before the original attack.

Other attackers in the original squad continue attacking the original target.

A Unit may Intercept only once during a turn cycle unless an effect says otherwise.

Step 3 Process Attack Triggers

e If an Interceptor was declared, first process abilities and Traps triggered by the Intercepting attack.

e Resolve the Intercepting attack completely, including its Boost window, damage, destruction checks,
and resulting abilities.

e After the Intercepting attack finishes, process abilities and Traps triggered by the original attack and
continue resolving the original attack.

e If no Interceptor was declared, process triggers for the original attack immediately.

e The original target and the Intercepting Unit are both considered attacked for abilities that refer to an
attacked card.

Step 4 Declare Boosts

e After return-damage targets are selected, the attacking player may use one eligible card from hand to
Boost one card they control in that attack.

e The defending player may then use one eligible card from hand to Boost one card they control in that
attack.
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Each player may use no more than one Boost card for that individual attack.

A player may decline to Boost.

The client reveals the selected Boost card and records its target.

Bold and Cunning modifiers last until that individual combat ends.

A Stalwart Boost removes its stated number of Damage Counters after all combat damage is dealt but
before destruction is checked.

After that combat ends, the Boost card remains committed outside the hand until the End Phase.

Step 5 Resolve Damage

1

(o]

. Add the ATK of all attackers still participating in the attack, including temporary ATK modifiers.
2.

The defending card blocks as much incoming damage as possible with its current DEF. Reduce its
current DEF by the amount blocked.

. Place Damage Counters on the defending card equal to the unblocked damage.
. The defending card deals return damage equal to its current ATK to the previously selected attacking

Unit. That Unit blocks with its current DEF, and any unblocked damage becomes Damage Counters.

. Apply any Stalwart Boosts and other effects that occur after combat damage but before destruction.
. Perform destruction checks for every affected card.
. Remove temporary ATK and DEF modifiers that last until the end of that combat. Reductions to base

DEF caused by blocking remain until the next DEF Reset step.

Intercept Summary

An Interceptor must be in the same zone as the attack.

One Unit may Intercept per attack.

An Interceptor may protect a Unit or Territory.

Intercept redirects only one attacking Unit. Other members of a squad continue toward the original
target.

The Intercepting attack resolves first and is a separate game event.

5e End Phase

1.
2.

3.

4.
5.

The client moves every card used to Boost that turn to the bottom of its owner's deck.

If a player used more than one Boost card during the turn, that player chooses their order through the
interface.

For each Boost card returned, its owner draws one replacement card. Draw these cards one at a time;
each draw is a separate game event.

Resolve all end-of-turn effects and resulting response windows.
The turn ends and the opponent becomes the active player.
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6 Abilities and Effects
6a Engaging

Units, Territories, and Doctrines may take the Engage action only if they have an Engage ability or an
effect permits the action.

A card may take the Engage action only during its controller's Main Phase and only while no other
event or ability is resolving.

A Doctrine may take the Engage action beginning on its controller's first turn.

A Unit or Territory normally cannot take the Engage action during the turn in which it entered play.
When a card takes the Engage action, the client marks it Engaged and resolves its Engage ability.
An Engaged card cannot Move, Attack, Intercept, or take another Engage action until it resets.
During its controller's Reset Engaged Cards step, the card becomes ready again.

An effect that says a card "becomes Engaged" does not activate its Engage ability. An effect must say
the card takes the Engage action, activates the ability, or otherwise explicitly resolves it.

If an Engage ability is copied, the source of the copied ability performs the copied instructions without
paying the original cost again unless the copying effect states otherwise.

6b Targeting

A target must match every requirement stated by the effect selecting it.

The client highlights or lists only legal targets at the time the choice is made.

A reference to an opponent's Unit means a Unit controlled by the opponent.

A reference to an enemy Unit in the same zone means a Unit controlled by the opponent and located in
the same zone as the source.

"Any target" means a Unit or Territory unless the effect defines a different group.

A target in the same zone must share a zone with the source at the time the target is selected.

Targets are selected when an ability resolves unless the text explicitly selects them earlier.

If a previously identified target changes zones or becomes illegal before selection or resolution, it
cannot be used.

If every required target is illegal, the ability fails. If some but not all targets are illegal, resolve as much
of the ability as possible using the remaining legal targets.

A destroyed card leaves play immediately. An ability that already triggered from that card still resolves.
A resolving effect may use the last known information of its source or target when the rules require it. A
card that has left play cannot be selected by a new effect unless that effect can target the card's current
zone.

When an effect forces another card to target, deal damage, or place Damage Counters:

e The ability's source performs the targeting unless the text states otherwise.

e The forced card deals the damage or places the Damage Counters.

e If the required target is illegal, that portion fails and the forced card is not considered to have
targeted it.

6¢ Optional and Mandatory Abilities

An ability that uses the word "may" is optional. The client prompts its controller to accept or decline it
when it triggers.

An ability without "may" is mandatory and resolves if it can.

If a mandatory ability requires a legal target or choice, the player must choose one when available,
even if that choice affects a friendly card.

If no legal choice exists, complete the remaining portions of the ability when possible and ignore the
impossible portion.

6d When You Do Effects

In the structure "Do X. When you do, do Y," Y happens only if X was completed as required.
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e If X requires a specific kind of card, target, payment, or result, a different result does not satisfy the
requirement.

e Example: "Discard a card. When you do, search your deck for a Tri-wing Unit." The search occurs only
if the required discard is completed.

e If another effect changes a required choice to a random result, the random result must still satisfy the
stated requirement for the "when you do" portion to occur.

6e Response Windows and Timing

Warcaste's digital edition does not require players to manually pass priority after every action. The client
opens a response window only when one or both players have a legal triggered choice, optional ability, or
Trap.

Resolving an Event
1. Declare the action and all choices required at declaration.
. Pay all costs.
. Resolve the complete game event or ability without interruption.
. Perform immediate destruction checks and other automatic checks.
. Identify every ability and Trap triggered by that event.
. Open a response window if at least one legal player choice exists.
. Resolve the resulting abilities and Traps in the order below before the game advances.

N o o WwN

Trigger Order

e The active player orders all abilities they control that triggered from the same event one at a time.

e The active player's triggered abilities resolve first in the chosen order.

e The opponent then orders and resolves all abilities they control that triggered from that event.

e Mandatory abilities are included automatically. Optional abilities are included only if their controller
accepts them.

e If both players play a Trap from the same trigger, the active player's Trap resolves first, followed by the
opponent's Trap.

e If one player controls multiple effects that can resolve in the same position, the client prompts that
player to choose their order when the order can affect the outcome.

New Triggers During Resolution

e Each ability or Trap resolves completely before the next one begins.

e If resolving an ability creates new triggers, those triggers are added after the current ability finishes.

e The client processes those new triggers using the same active-player-first ordering rules.

e An ability uses the game state that exists when it resolves, including any targets that remain legal and
all current modifiers.

Response Window Behavior

e A player may respond only after the current event or ability has completely resolved.

e A player cannot interrupt an individual sentence or instruction while it is resolving.

e Common response windows occur after attackers are declared, after an ability resolves, after damage
is dealt or counters are placed, and after a card enters or leaves play.

e A player may play no more than one Trap for the same triggering event.

e When no legal response exists, the client proceeds without displaying a response prompt.

Attack Triggers

e Abilities and Traps that trigger when Units attack or are attacked are processed after the Interceptor
decision.

e When an Interceptor is declared, process the Intercepting attack first. After it ends, process the original
attack.
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Loops

e A mandatory sequence that would repeat indefinitely without changing the game state ends the game in
a draw.

e If arepeating sequence includes an optional choice, the controlling player must choose a different
option or stop the sequence.

e A player cannot intentionally repeat the same optional sequence without producing a meaningful
change in game state.

6f Damage and Destruction Timing

e The client checks whether a Unit or Territory is destroyed immediately whenever damage is dealt or
Damage Counters are placed.

e A card is destroyed when its Damage Counters equal or exceed its current HP or when an effect says
to destroy it.

e If an effect or Stalwart Boost explicitly delays the destruction check, apply that effect at the stated time
and then perform the check.

e Death abilities triggered during combat resolve while temporary Boost effects from that combat remain
active, unless the combat has already ended.

e When several cards are destroyed by the same event, they leave play together. Their Death abilities
are then ordered under Section 6e.

Warcaste TCG Digital Comprehensive Rules | Digital Edition 1.0 19



7/ Deck Building

7a Deck Size

e Alegal deck contains exactly one Doctrine outside the main deck.
e The main deck contains exactly 30 cards.
e The client prevents an illegal deck from entering a mode that requires standard deck construction.

7b Compatibility

e Every card in the main deck must share at least one Attribute with the selected Doctrine.

e Faction Symbols are not used to determine standard deck compatibility.

e A mode or Story mission may provide a deck that does not follow normal compatibility rules. That deck
is legal only for the mode or mission that provides it.

7¢ Maximum Copies

e A deck may contain up to three copies of a card that does not have a Boost.
e A deck may contain up to two copies of each Boost variation of a card.
e Different Boost variations are counted separately.
e Example: A deck may contain two Bold, two Cunning, and two Stalwart versions of Burn Striker
Grunt, for six copies total across those three variations.
e Cosmetic variants do not create a separate copy allowance. Full-art, foil, and standard versions with the
same name and Boost variation count together.
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8 Ways to Play

8a Online PvP

e Online PvP is a 1v1 match between two human players.

e Each player uses a legal Skirmish deck under Section 7.

e Each player begins with three basic territories and follows the standard turn and victory rules.

e If a queue, event, or competitive playlist uses a timer, ranking rule, or additional tiebreaker, the client

displays that rule before the match.
e A player wins by destroying all of the opponent's territories or when the opponent concedes or loses
under a displayed mode rule.

8b Solo Play

e Solo Play is a standard Skirmish match against a computer-controlled opponent.

e The computer-controlled opponent follows the same card, timing, combat, deck, and victory rules as the
player unless the selected scenario states otherwise.

e Difficulty settings may change the opponent's deck, decision-making, or scenario conditions. They do
not silently change card text.

e Solo Play can be used to test decks and practice strategies without changing the standard rules.

8c Story Mode

e Story Mode consists of campaign missions against computer-controlled opponents.

e A mission may change starting decks, starting hands, Territory Slots, battlefield state, first player,
objectives, available cards, or other standard conditions.

e Mission rules are displayed before or during the mission and take priority over the standard rules only
for that mission.

e If a mission provides a specific deck or scripted game object, it is legal for that mission even if it would
not be legal under Section 7.

e A mission ends when its displayed victory or defeat condition is met.

Physical Draft and Conquest formats from the original tabletop edition are legacy formats and are outside
the scope of the digital comprehensive rules.
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9 Game Terms

Action
Something a card in play can do. The four Unit action types are Move, Attack, Intercept, and Engage. A card
may take an action only when the rules, card text, and current action state permit it.

Active Player
The player whose turn it currently is.

Adjacent Zone
A zone directly connected to another zone. The Open Zone is adjacent to both Home Zones. The two Home
Zones are not adjacent to each other.

ATK
A card's Attack value. Base ATK is the value defined by the card before modifiers.

Basic Territory
A face-down card selected from the opening group and placed in a Territory Slot at the start of the game. Its
identity is hidden from the opponent.

Battlefield
The public game area consisting of both Home Zones and the Open Zone.

Boost

Using a card with a Boost from hand during the Declare Boosts step to temporarily modify an eligible card
involved in that combat. Bold modifies ATK, Cunning modifies DEF, and Stalwart removes Damage Counters
before the destruction check.

Card
An official digital Warcaste game object. Cosmetic versions of the same gameplay card remain the same card for
rules and copy limits.

Compatible
Sharing at least one Attribute with the card or Doctrine making the compatibility reference.

Control and Controller
The controller of a card is the player who played it unless an effect changes control. Control determines who
makes that card's choices and uses its abilities.

Copy

To create another resolution of an ability. The copied ability is treated as originating from the copying source.
Original costs are not paid again unless the copying effect says otherwise.

Counter

A named value tracked by the client on a card or player, such as Damage Counters.

Deal Damage

To apply damage through DEF. Current DEF blocks damage and is reduced by the amount blocked; unblocked
damage becomes Damage Counters.

Death Ability

An ability that triggers when its card is destroyed and moves from the Battlefield to the discard.

DEF

A card's Defense value. Current DEF blocks damage and decreases as it does so. Base DEF is the value
defined by the card before modifiers.

Destroyed

A card is destroyed when its Damage Counters equal or exceed its current HP or when an effect says to destroy
it. A destroyed card normally moves to its owner's discard.

Doctrine

A card that begins in play outside the 30-card main deck and defines the deck's Hand value, Attributes, Faction,
and strategic abilities.

Draw

To move the top card of a deck into its owner's hand without revealing it to the opponent.
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Enemy Home Zone

The opponent's Home Zone from the current player's perspective.

Engage and Engaged

To Engage is to take the Engage action and resolve the card's Engage ability. An Engaged card is marked by the
client and cannot take another action until it resets.

Friendly Faction
A card that shares a Faction Symbol with the card making the reference.

Game Client
The Warcaste software that validates choices, tracks the game state, resolves automatic rules, and presents
legal player decisions.

Game Event

One action or resolving instruction that changes the game state. The event resolves completely before its
triggers and responses are processed.

Global Ability

An ability that is active in every zone unless its text limits where it applies.

Hand
The private zone containing cards drawn by a player. Hand also names the starting-hand value printed on a
Doctrine; context determines which meaning applies.

Home World
A powerful Territory Subtype. A player is normally limited to one Home World they own in play at a time.

Home Zone
The zone closest to a player. Units normally enter through their controller's Home Zone, and that player's
Doctrine and Territory Slots are located there.

HP
A card's Health value. A Unit or Territory is destroyed when its Damage Counters equal or exceed its current HP.
Base HP is the value defined by the card before modifiers.

In Play
A card is in play while it is on the Battlefield under a player's control.

Intercept
A defending Unit action that redirects one attacking Unit to the Interceptor. The Intercepting attack resolves
before the original attack.

Move
A Unit action during its controller's Battle Phase that moves the Unit between adjacent zones.

Open Zone
The shared middle zone between both players' Home Zones.

Owner
The player whose deck contained a card when the game began, or the player who selected a Doctrine for that
deck.

Passive Ability
An ability that remains active while its card is in play unless its text states another duration or condition.

Place
To move a card or counter to the stated destination without treating that movement as a different action unless
the effect says otherwise.

Place Damage Counters

To add Damage Counters directly to a Unit or Territory without dealing damage or using DEF.

Play Ability

An ability that triggers when a Unit or Territory enters play, or when a Tactic or Trap is played, as described by
that card's text.

Randomize and Shuffle

To place every card in a deck into an order unknown to both players. The client performs the randomization

automatically. If one game event instructs the same deck to be shuffled several times, the client randomizes it
after all instructions in that event are completed unless the effect requires separate shuffles.
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Replace

To play a Territory into an occupied Territory Slot. A face-down basic territory returns to its owner's hand; a
face-up Territory is destroyed. Damage Counters remain on the slot and apply to the new Territory.

Resolve and Resolution

To perform an ability's instructions. Resolution ends when every possible instruction in that ability has been
completed.

Response Window

A client-managed opportunity to choose an optional triggered ability or play an eligible Trap after the triggering
event has fully resolved.

Reveal

To display a hidden card to every player entitled to see it. Revealing a card does not change its zone. After the
reveal ends, the card returns to the visibility appropriate to its zone unless the effect states otherwise.

Same Zone

In the same Battlefield zone as the card, effect, attack, or other reference.

Search

To inspect the eligible contents of a deck for a card matching stated criteria. The client shows the searching
player the permitted cards. A player is not required to find a card unless the effect says otherwise. A found card
is revealed when required, then the client randomizes the deck unless the effect states otherwise.

Squad

One or more Units attacking the same target together. All members must begin the attack in the same zone.
Tactic

A card normally played during its controller's Main Phase. It resolves its Play ability and then moves to the
discard without entering the Battlefield unless an effect states otherwise.

Target

A card or player selected by an effect that matches every stated requirement. Only legal targets may be
selected.

Territory

A Territory card or a face-down basic territory occupying a Territory Slot.

Trap Card and Trap Ability

A Trap card is played from hand during a response window created by its bold trigger. Its Trap ability defines the
trigger and effect. After resolving, the card normally moves to the discard.

Trigger

A stated game event or condition that causes an ability to become pending. Mandatory triggers are processed
automatically; optional triggers require their controller's choice.

Turn Cycle

The period from the start of a player's turn until the start of that player's next turn. The client uses the turn cycle
to track once-per-cycle actions such as Intercept.

Unit

A card type that enters the Battlefield and may Move, Attack, Intercept, or Engage as permitted.

Warstar

A powerful Unit Subtype. A player is normally limited to one Warstar they own in play at a time.

Zone
A defined game location. The Battlefield zones are each player's Home Zone and the Open Zone. Deck, hand,
and discard are additional zones.
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