[ Odyssey Battle Rules ~ Hobe ]


Created by Derek Horton and Christopher Morrow


Period five, English with Ms. Gambetta��=-=-=-=-=-=-=-=-=-=-=-=�Table Of Contents:�=-=-=-=-=-=-=-=-=-=-=-=�I. Introduction [ Objective ]�II. The Phases�III. The Board�IV. The Cards�V. Battles�VI. Ending The Game�VII. Conclusion��=-=-=-=-=-=-=-=-=-=-=-=�1. Introduction�=-=-=-=-=-=-=-=-=-=-=-=��This is a trading card game starring characters from The Odyssey. It's a two player game, where each player takes turns playing cards and attacking your opponents. When you run out of cards in your deck, you dead Fred. Flip a coin to determine who goes first. ��[ Objective ] -- Win. Be the last man standing. ���=-=-=-=-=-=-=-=-=-=-=-=�2. The Phases�=-=-=-=-=-=-=-=-=-=-=-=��Each player takes a turn. Each turn consists of several phases. Turns goes in the following order;��[ D R A W ], draw a card from your deck... What did you think...?��[ M O V E ], organize all your battle cards, you may move any battle card into or from the standby or the ba ttlefield on your side as many times as you want. But when you play your first card your move phase is then over.��[ P L A Y ], You may set or play any battle, events, or situations. Battle cards are set to the Standby area, Situations are set to the Situation area, Events take effect and are then discarded to the Underworld pile. Requirements must be met and cost paid in order to play cards. ��[ B A T T L E ], during this phase, all your battle cards on your side of the battlefield attack. Details below.���=-=-=-=-=-=-=-=-=-=-=�3. The Board�=-=-=-=-=-=-=-=-=-=-=��The board has two sides, one for each player. Each side consists of an area for your deck, 4 standby slots, 1 situation slot, a battlefield, a lost pile, and an Underworld pile. When you pay cost, your cards are discarded from your deck into the lost pile facedown. The underworld is where all cards that are discarded or distroyed are sent (faceup). The standby is where all your battle cards are set, and the only place they are safe from the effects of Event and Battle cards.��=-=-=-=-=-=-=-=-=-=-=�4. The Cards�=-=-=-=-=-=-=-=-=-=-=��[ Battle Cards ] -- Battle cards cannot be played until the requirements are met. The requirements are listed under field. A men's restroom sign represent one human in play. Cards played this set phase are not counted towards this requirement. Blank squares represent any battle card. We originally intended to have more importance placed on the differances between Gods, Demigods, Immortals, and humans, but in the final stages each deck only contained god and no demigods or immortals so blank can be fufilled either by human or god, though God and Human requirements can only be fufilled by their respective types. Types are displayed on the top right of the card. In addition to requirements you may also have to pay a cost. You have to discard cards from the top of your deck into the Underworld pile equal to the number of the cost displayed. Battle cards are played directly into the standby area. But, all the rules are changed if it's a weapon (identified by the 'W' in the type slot), weapons are played directly onto any battle card in play (including those just played) the attack of card may be changed, and additional effects may be applied during battle (or at other times). Obviously the effects of a weapon overide all effects of the card assuming they clash, though any combination where the effects of both the original battle card and the weapon can peacefully coincide, both effects take place. Placement of weapons may be limited, read both the weapon's and the Battle Card's text before playing, and watch for limitations. ��[ Event Cards ] -- Events are played during your play phase (there are certain exceptions listed that may be listed in the card's text). Events have requirements and cost just like Battle cards, play accordingly. Once played the effect is immediately carried out lest the opponent plays a counter that turn. After the card is played successfully and the effect carried out, the 'spent' event card is then discarded into the Underworld. When playing a event card you must give your opponent adequate time to counter your card if applicable. Countered events have no effect and are discarded to the Underworld.��[ Situation Cards ] -- Situations are cards that are played onto the field like battle cards, but instead are placed onto the situation slot. Situation cards cannot be attack or susseptible to any battle effects lest the effect specifically targets 'Situations'. Only one situation may be played on each player's side. You may pay one cost (take the top card from your deck and set it facedown, without looking at it, onto the lost pile), and sacrafice a Situation to the Underworld. Situations effects are everlasting for as long as they remain in play, the moment they are discarded or destroyed, the effect they provide ceases.�


note: the idea behind the requirements is to play simple cards having no requirements at the beginning of the game to help fuffil the requirements of more powerful cards.


�=-=-=-=-=-=-=-=-=-=-=�5. Battles�=-=-=-=-=-=-=-=-=-=-=





This is what you'll spend your whole turn for, every moment of strategy for what takes place in these few seconds are what really determine the winner. During the battle phase, all battle cards capable of attacking do so, no exceptions, when they attack they deal damage equal to their ATK (attack) to the targeted bad guy's HP (hit points). When battle cards are played, coins are placed on top of the battle card, one for each hit point, and when that card takes damage chips or tokens are removed, one for each point of ATK. 


The battlefield have four positions in which you may place your battle cards; two front places, and two back positions, placing your troops is a critical strategy... All battle cards are one of two types: Melee or Ranged, listed directly above field requirements. Melee can only deal damage if they are in your front row and can only deal damage to cards directly in front of them (the front position on your opponent's field). Ranged cards may attack anything in front of them, dealing damage to the first obstical, whether it be an opponent's battle card in the cooresponding front or back slot, or whether it be direct damage to the opponents deck. When damage is dealt to the deck, the victim must discard cards equal to the damage taken into the Lost pile facedown without looking at them. 





=-=-=-=-=-=-=-=-=-=-=�6. Ending the Game�=-=-=-=-=-=-=-=-=-=-=





The game ends when either player loses his/her last card, whether by damage, by event, or by drawing the last one on your turn. The victor is whomever has any cards left. If there is a controversial win, whoever lost the last card first, i.e. if a player used an event to kill his opponent but it's cost made him pay his last card, the caster of the event would lose, because cost comes before effect. The winner gets a hug, 'nuff said.





=-=-=-=-=-=-=-=-=-=-=�7. Conclusion�=-=-=-=-=-=-=-=-=-=-=





Not much to say here, we might have had some FAQs or troubleshooting, but we ran outta time, seeing as we were busy makin' this spiffy-awesome game. Any trouble with the rules, any inconsistances, or any confusion, just come to Derek Horton or Christopher Morrow for clarification. Have fun and play safe (and fair)! Peace all! 


