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TRADING GARD GAME

Quick Start Guide ver1.00
" ///// About Fire Force TCG
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M Types and Details of a Card
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Fire Force TCG is a two-player competitive trading card game that allows
you to quickly build a deck and start playing. Fight alongside characters
from Fire Force, reduce your opponent’s Life cards to zero, and deal the
final blow to claim victory.

There are three types of cards in the game: Unit Cards featuring Fire Force
characters, Event Cards that support Units by recreating Scenes from the
series, and Flame Cards, which generate power for battles.

Enjoy the game in Blitz Shield Mode, where each player prepares 5 packs,
or in Constructed Mode, where you build a deck with your favorite cards.

[/ How to Play
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The game starts with the first player’s turn, and players alternate between
their turns and their opponent’s turns until the winner is decided.

- - .
///// Winning the Game =500,

----------------- The cost of the card. To play a card, you must exhaust a number of ready cards with Flame equal to its cost.

® When a player deals damage to their opponent while the opponent has
0 Life cards.
©® When the opponent’s deck reaches 0 cards.

Blitz Shield Mode

{ WHAT YOU NEED TO PLAY)
Deck : Build a deck using 35 non-Flame cards opened from 5 packs.
Each player has one deck.
Flame Deck :
Build a deck using 5 Flame cards opened from 5 packs.
Each player has one Flame deck.

{HOW TO BUILD A DECK})
® Cards are taken directly from five opened packs.
©® You may include any number of cards with the same card number.

Strategy Mode

{ WHAT YOU NEED TO PLAY)
Deck : Build a deck using 40 non-Flame cards of your choice.
Each player has one deck.
Flame Deck : Build a deck using 5 Flame cards of your choice.
Each player has one Flame deck.

{HOW TO BUILD A DECK})

® A deck consists of exactly 40 cards.

® A deck contains Unit cards and Event cards.

® You may include up to 2 cards with the same card number.

® Even if the names are the same, cards with different numbers are
considered different cards.

{HOW TO BUILD A FLAME DECK})

® A Flame deck consists of exactly 5 cards.

® A Flame deck contains only Flame cards.

® You may include any number of cards with the same card number.

I © Power -+ The Unit’s power. If the attacking Unit’s power is greater than or equal to that of the Unit bei_
Attribute ---------- The attribute of the card. Attributes are categorized by traits, organization, and other factors.
Support Power ---- Some Units have support power. When your Unit is attacked,

you may place a Unit card with support power from your hand into your THE ADOLLA to give power to the attacked Unit.

© Flame--- - Some Units and all Flame cards have Flame.
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About Flame
p Paying a Cost

You can dispatch a Unit card or play an Event card
from your hand by exhausting a number of ready
cards with Flame equal to its cost.

4
) Attack '

Your Units with Flame or your Units that have been
given a Flame card can attack exhausted Units or
your opponent; otherwise, they can only attack
exhausted Units.

*Units cannot attack on the turn they are dispatched.

P> Limit of Flame

Each player may have up to 8 cards with Flame, including Flame cards,
on the Scene.lf a player has 9 cards with Flame on the Scene, they must
immediately place 1 of those cards with Flame into their THE ADOLLA.
*This is not the same as removing a card.

} The Units that are given a Flame card

Units can be given Flame cards by effects.
Units that are given Flame cards are not cards with Flame.

} When a Unit that has been given a Flame card is removed

If a Unit that has been given a Flame card is removed or moved from
the Scene by an effect, the given Flame card remains on the Scene in
an exhausted state.

The act of taking the specified number of cards from
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A card in a vertical position
is in the “Ready” state.

A card is placed onto the
Scene in the Ready state
unless stated otherwise.

A card becomes exhausted
when paying a cost, attack-
ing, or due to an effect.

(® (Exhaust the specified number of cards with Flame): Ready this
Unit and it gains +30K power during this turn.

A card in a horizontal position is in the “Exhausted” state.

A player cannot exhaust a card that is already exhausted when
paying a cost or attacking.

Exhausted Units can be attacked by opponent’s Units.
Exhausted Units become ready during the Preparation Phase.
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the top of your deck and adding them to your hand.
Trigger Ability----- Some cards have a trigger ability. When a card with this ability is placed from your Life area into your THE ADOLLA, you may activate it. ) ) ] i .
Dispatch The act of placing a Unit onto the Scene, either by playing it or through an effect.
Card number------ The identification number of the card. _ ) ) o
Remove The act of placing a Unit from the Scene into its owner’s THE ADOLLA.
Rarity - The rarity of the card. )
Activate The act of using a Unit’s ability or an Event card’s effect.
y During battle The period from when a Unit attacks until the attack ends.
///// About ca rd S state uring Effects that are activated during battle do not activate outside of battle.
Units that have Flame or are Flame cards. However,
Cards with Flame

Units that have Flame are not considered Flame cards.

|| Triggered ability that activates when the Unit is dispatched.

(0 M | Triggered ability that activates when the Unit is removed.

Triggered ability that activates when the Unit attacks.

When Blocking Triggered ability that activates when the Unit activates its Blocker ability.

An ability that you may activate when you or 1 of your Units is attacked.

An ability that you may activate during your main phase.

You exhaust the specified number of cards with Flame.

Once PerTurn An ability that can be activated once per turn.

A Unit with Blitz can attack on the turn it is dispatched.

After your opponent declares an attack, you may exhaust

Blocker . )
your Unit with Blocker to make it the new target of the attack.
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You may exhaust your Unit with Pray to choose up to
1 of your Units and give it 1 exhausted Flame card.

When you dispatch a Unit with THE ADOLLA LINK, you may choose up to =
1 [THE ADOLLA BURST] attribute card from your THE ADOLLA, place it FZ K
face down onto the Scene as a Flame card and exhaust it. *‘Jt'i
It cannot be given to a Unit. #
T dag
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Deck

YH—+ i »
Place 5 cards from the top of your deck face down i Blitz Shield ode
into your Life area during step 4 of the “Game A deck consists of 35 cards, and you
Preparation” section. | may include any number of cards with
— the same card number.

| Strategy Mode

| A deck consists of 40 cards, and you
= - may include up to 2 cards with the same
card number.

N J
N J
3 & : THE ADOLLA
N J = '
| When a card is Placed here
Jr It is placed face-up.
When a Flame card is placed here
Immediately return it to the Flame deck.
| J
|
Choose 1 of your ready Units and attack with it. attacked may place a Unit card with support power from
* Units that were dispatched onto the Scene this turn cannot attack. their hand into their THE ADOLLA. If they do, the attacked
\ J Unit gains power equal to that Unit’s support power.
Choose the attack target: either your opponent or 1 of lneyavcotehnysnerol fes
= our opponent’s exhausted Units.
Game Preparatlon "yOnIy Unif:r:vith Flame or Units that have been given a Flame card If a Unit is attacked and the attacking Unit’s power is
© Grest your opponent before the game | - B e 7 greater than or equal to the power of the attacked Unit,
) o . remove the attacked Unit. Otherwise, nothing happens.
@ Each player places their Flame deck in its designated area, then . . . - =
shuffles their deck and places it in its designated area. B J Activate any effects that trigger when attacking. ' . |
© Each player draws 5 cards from the top of their deck and puts "‘ ' [ [ [ [ | [ [ | If a player is attacked and that player has any Life cards,

. . . they reveal the top card of their Life cards and place it
them into their hand. Then, they may return all cards from their b / If the player being attacked has a ready Unit with EEZE4, into their THE ADOLLA. At this time, if a card with a
hand to their deck, shuffle it, and redraw 5 cards from the top. |} . L B they may activate its ability. trigger ability is revealed, they may activate that ability.
This redraw may be done only once.

| | | | 0
O Each player places 5 cards from the top of their deck into their 7 ‘F! T ;
Life area face down. | L [ WL 21 G DIy I IR 0 oy Finish the battle. Activate any effects that trigger at the _LI

— org da Reaction ability from their hand or the Scene - ]
@ Each player plays Rock-Paper-Scissors. The winner goes first. uJ by paying its cost. end of the battle. Any effects that last until the end of this
O The player who goes second places 1 Flame card from their | fali=YImey) playjoracHva el iEselanylh T ER Gfit i s battle end now. Pl
\ | ace 5 Flame cards here.
Flame deck onto the Scene and exhausts it. e ——— %%%

@ Once both players have finished preparing, the game begins.

Turn Sequence

Prearation rase  Maln Phaso o EndPiase
You perform steps A CUIEVA I (T ED A RUCR (UL *please see the “About Battle” O Activate any effects that trigger at the end
O to © once. IERGOEEDNI T LRI RUUEHENGE section for details on how to of the turn. . .
© Al of your exhausted cards in any order: attack. @ Any effects that last until the end of this
turn will now end.
become ready, and return N e e Each player may have up to 8 © End your turn. Then. your opponent’s
all Flame cards that are given to the Scene by paying its cost. cards with Flame, including Prep!nration Phase b’e{;ins PP
O KARK - WEH HHHSHYEEERER to your Units on the Scene to @ Play a non-Reaction Event card :;l:r:fa;g:dhsa,sog ::‘:dssc;ﬂi.ﬂame * Players alternate between their turns and their
their ready state. from your hand. , - T .
@ Draw 1 ca\r,d. (3] Actinte a card’s Activate ability. on the Scene, they r_nust immgdi- oppone"t;lmz: ;:Lt::avlv:::;;::?::: ;,ppo.
complete RUleS are © Place 1 Flame card from O Attack with your ready Unit atel.y place 1 card with Flame into nent while they have 0 Life cards.
. I your Flame deck onto that was not dispatched this turn. their THE ADOLLA. @ When your opponent’s deck reaches 0
Avallable Here. the Scene. RO RN NN NN RN RN NRNEEEEE cards.




