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1. Introduction
Dead World TCG is a strategic 1v1 trading card game set in a post-apocalyptic world full of whimsical characters from six unique factions. Combining card play with RPG-style mechanics, players build armies, gather resources, and manipulate light and dark energy to control the battlefield.
Dead World offers two game modes:
· Quick Game – A streamlined mode for faster matches and new players.
· Full Game – Includes the Skirmish phase, side decks, and more advanced strategy.
Whether you're a casual player or a competitive tactician, Dead World TCG offers deep replayability and immersive mechanics.

2. Objective
The goal is simple: land a single successful attack on your opponent's Leader to win the game.
However, you cannot target the Leader if they have any active characters on the battlefield or active Defensive Items.

3. Contents Required
· 30-card Main Deck (10 Characters, 10 Items, 10 Resources)
· Up to 30-card Side Deck (optional for Quick Game)
· Skirmish Cards that include: 1 Defending Location card and 1 Battlefield Conditions card (Full Game only)
· Dice (3 per player)
· Counter Dice and Markers (items used to mark damage, infection and bleeding)
· Game mat (1 per player) 

4. Card Types
Main Deck Cards:
· Characters – Used to battle, explore, gather, or build. You may have up to 4 Rare Characters in your main deck (any characters with a 1, 2 or 3 star).
· Items – Weapons, tools, mounts, and gear that enhance characters. You may have up to 2 Rare Items in your main deck (any attachment with a 1, 2 or 3 star). A character with an EQUIP icon may have up to 2 different attached items. A character may only have 1 Mount, 1 Weapon or Tool, 1 Shield, 1 Armor, and 1 Helmet attached at a time, unless noted. Any character may have 1 attached Energy or Food resource, even if they do not have an EQUIP icon. If a character has an item attached, they may use that item in addition to any move or attack listed on their card.
· Resources – Energy and materials needed to perform actions and build structures. You may have 1 Rare Resource in your main deck (any resource with a 1, 2 or 3 star). You may attach up to 1 Resource to any character. 
Side Deck (Full Game)
Your Side Deck may contain up to 30 additional cards that can only be accessed through specific actions during the game. Examples include basic land cards that can be discovered, wild animals that populate that land, and bonus cards gained from hunting those animals. Other examples could be Structures or even additional characters, such as Zombies or higher evolutions of characters already in your Main Deck. Your Side Deck is kept off the game mat, does not to be shuffled and you can look at it at any time. If you play a card from your Side Deck you must reveal it.
Cards That Can Only Be in Your Side Deck and Not Your The Main Deck:
· Structures – Built using materials that provide unique advantages.
· Locations – Discovered through actions; allow exploration, farming, looting, and more.
· Wild Animals- Creatures that populate the Dead World and may appear at different Locations. Some provide hunting bonuses, distractions or allies to tame.
Skirmish Cards:
· Defending Location – This card is placed by the Defending Player and determines where the battle takes place. It usually provides a defensive advantage by enabling specific effects during setup.
· Battlefield Conditions – This card is placed by the Attacking Player and sets the conditions of the battle, such as weather or time of day. It also allows the Attacking Player to take the first turn and determine which turn each player is allowed to target the other.

5. Resources and the Energy Pool:
The 6 dots at the bottom of your mat represent your Energy Pool. This is a shared pool of energy between all characters you have in play and resets each turn during both offense and defense.
When you play an Energy card, you may place it under the bottom of the mat and “tap” it each turn by sliding it farther underneath the mat. Energy powers your characters’ actions and is divided into 2 types:
      • Light, Dark, and Special Energy – These cards are marked with an energy icon in the bottom-right corner and a number on top showing how much energy they provide to your pool. These cards may either be placed into your Energy Pool to be shared or attached directly to a character for that character’s use only. If a character leaves play or is moved to the graveyard, any attached cards go with them.
     • Regular Food Items – Basic food items must be attached directly to a character, and any bonuses they provide are explained on the card.

6. Game Setup
Before you start the game make sure both players have their playmats touching them in the center of the play area. Each player should have their main deck shuffled and on the game mat with their side deck placed off on the side. 
Quick Game Setup
A 15-30 min game mode that skips the skirmish and side deck features. A perfect way to get started in the game and teach a friend in a few turns.
1. Skip the Skirmish phase.
2. Shuffle your main deck.
3. Each player draws 5 cards.
4. Roll a die to determine who goes first.
5. Neither player may target an opposing character until the start of turn 4.
Full Game Setup
The full game mode of Dead World TCG with a unique skirmish mode that dictates player roles and makes each game unique. 
1. Skirmish Roll
Each player chooses to roll 1 or 2 dice. The higher total becomes the Attacker, the lower becomes the Defender.
Ties are rerolled.
2. Defender Setup
· Places their Defending Location card in the “Your Setting” spot on the game mat.
· May place any characters, items, structures, wild animals or resources enabled by that card.
3. Attacker Setup
· Places their Battlefield Conditions card in the “Your Setting” spot on the game mat.
· Triggers effects of their Attacking Setting card.
4. Both players shuffle their main decks and draw 5 cards.
The Attacker takes the first turn.

7. Turn Structure
Each player’s turn includes the following steps:
1. Reset Phase
· Refresh or Un-tap your energy pool.
· Resolve or alter any character counters or effects.
2. Draw Phase
· Draw 1 card from your main deck.
3. Play Phase
· You may play up to 3 cards from your main deck:
· 1 Character
· 1 Item
· 1 Resource
4. Action Phase
· Perform actions like attacking, building, exploring, looting, etc. by Tapping Energy from your Energy Pool or ones directly attached to characters.
· You may play any number of cards from your side deck if an action permits it.
5. End Phase
· Un-tap your energy pool for defense.
· End your turn.

8. Combat & Actions
Attacking
1. Select a character and a target.
2. Tap the required energy from your pool or attached to the character.
3. If required, roll a die equal to the character’s Speed rating (1–6). If you roll over their Speed (for example, your character has a Speed of 4 and you roll a 5), the attack misses.
4.  If successful, apply the attack’s effects. However, note that some characters have a Defensive Shield Icon next to certain attacks, which may allow them to block or counter your attack. Any character with a Defensive Shield Icon move, has their Speed maxed out at 5 for any roll. 
Knocked Out Characters
When a character is knocked out, it’s rotated sideways and cannot defend. All attacks against it automatically land without the required roll.
Elimination
When a character’s health reaches 0, it is eliminated and sent to the graveyard.
Defensive Shield Icon
Some characters have a Shield next to their attacks, allowing them to roll to counter or block an attack when targeted. 1.Any character with a Defensive Shield Icon move, has their Speed maxed out at 5 for any roll. 
Bleeding
If a character is Bleeding than their overall Speed is slowed down by 1. Character cannot have a speed lower than 1 unless noted. 
Burned Cards
Any card that is “Burned” must be placed off the game mat and graveyard and cannot be accessed for the rest of the game. 
Movement
Characters may move spots on the Battlefield by tapping 1 Energy unless noted otherwise. This can provide Defensive advantages as any character in the North location must be targeted first unless a Tank is present on your side and some characters get offensive bonuses by moving during their turn. Movement is also required when moving a character on the battlefield to a newly discovered location.


9. Special Mechanics
Locations & Structures
Your game mat includes 2 spots (north and south) where you may build or explore:
· • Structures – Built using specific materials such as Wood or Steel, Structures provide unique advantages. To build a Structure, you may place the required Materials into the North or South location on the game mat. You may only place 1 resource per turn. Once the required Materials have been placed, burn those cards and play the Structure from your Side Deck.
· Locations– Land cards that allow fishing, farming, looting, additional spots for characters, and much more. Each Location card has a number of Tree or Animal icons at the bottom to show how many of each resource that location can provide.

Gathering & Exploration Actions
Fishing
Fish provide a great food resource that is compatible with all 6 factions types and is not regulated to dark or light energy. You may attach them to a character for extra energy per turn or burn them to heal a character. Most the time fishing follows the following steps:
1. Stock a compatible location with Fish cards (from your side deck) through actions.
2. Move a character with a Fishing Rod to the location.
3. Roll a die based on the number of Fish at the location.
4. If you roll a number equal to or less to the number of Fish at that location you may add 1 to your hand.
· More fish = higher chance to catch one.
Chopping Wood
Wood is the most common material and is mostly used for building or repairing structures. The most common way to acquire wood is the following:
1. Stock a discovered location with Wood cards from your side deck. 
2. Move a character with a weapon or ability to chop wood to the location.
3. Roll based on how much Wood is present.
5. If you roll a number equal to or less to the number of Wood at that location you may add 1 to your hand.
· More wood = higher chance to obtain some.
· Some weapons or abilities, like an Axe, allow you to target wood directly. 
Farming
Food items in the game provide several benefits like attachable energy and ways to heal your characters. 
· Certain locations produce food from your side deck every few turns.
· Food restores energy, heals characters or provides special abilities.
· Some characters and items can speed up production.
Hunting
Some locations may spawn Wild Animals from your side deck that may either be hunted, tames or just provide a distraction.
1. When an animal spawns in a location, it may be interacted with in several ways including being Hunted which involve targeting the animal just like an enemy character.
2. Animals in the North location may be targeted by both players and most animals do not become active unless targeted first.
3. If eliminated, the player may gain rewards (e.g., Meat, Armor) from the side deck.
Looting
Some locations and defending location may be looted which involve placing specific, shuffled item cards from your side deck face down under the location when they enter play.
1. When a lootable location enters play and the compactable item cards have been placed faced down from your side deck you may move a character to that location.
2. To loot one of items at that location you must roll a die based on the number of characters you control on the battlefield. A number equal to or less than the number of characters you control is a successful loot and allows you to draw the top item card form under the location. 
· More characters = higher chance of successful loot.

