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¥ ﬁINTENDO, GAME BOY. GAME BOY ADVANCE
ANDTHE OFFICIAL SEAL ARE TRADEMARKS OF

NINTENDO
#2001 NINJENDO. ALL RIGHTS RESERVED

THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO
HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS
LOCK FOR THIS SEAL WHEN BUYING GAMES AND
ACCESSORIES TO ENSURECOMPLETE _COMPATIBILITY.

LICENSED BY SALE FOR USEQNLY WITH OTHER AUTHORIIE_‘,'ED

PRODUCTS BEARING THE OFFICIAL NINTENDO SEAL O
QUALITY.

WHICH REQUIRES A GAME BOY" ADVANCE
GAME LINK® CABLE

Gh‘

GAME BOY* ADVANCE VIDEO GAME S5Y!

THIS GAME PAK INCLUDES A MULTI-PLAYER MODE

THIS GAME PAK WILL WORK ONLY WITH :l
A.
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WHAT IS "YUu-GI-OH! DUEL MONSTERS'"?
"YU-GI-OH! DUEL MONSTERS" IS A CARD GAME BASED IN THE YU-GI-OH!
UNIVERSE, WHICH APPEARS IN THE YU-GI-OH! COMICS AND TELEVISION
SERIES. THERE ARE MANY KINDS OF CARDS, SUCH AS MONSTER, MAGIC
AND TRAP CARDS. HAVE FUN COLLECTING CARDS, CREATING A DECK AND
USING THEM IN DUELSI

THE ULTIMATE DUEL SIMULATOR!

A BuTTON

Ent

YU-Gi1-OH! THE ETERNAL DUELIST SOUL IS A DIFFERENT EXPERIENCE
THAN THE PREVIOUSLY RELEASED GAME: YU-GI-OH! DARK DUEL STORIES
IN THAT IT COMPLETELY SIMULATES THE YU-GI-OH! TRADING CARD GAME,
DUEL MONSTERS. THE FUNCTIONS FROM THE OFFICIAL RULES, SUCH AS

CHAIN COMBOS AND FLIPS ARE ACCURATELY RECREATED TO ENHANCE

YOUR GAMING EXPERIENCE. THIS IS EXACTLY HOW YU-GI-OH! DUEL
MONSTERS WAS MEANT TO BE! g

o L F - . Lo 4 - B BUTTON

Players who are unfamiliar with the Official Rules of the Yu-Gi-Oh! Trading Card
Game should read pages 35 to 74 in order to fully understand how to play.



GETTING STARTED

INITIALIZE DATA

Insert the Game Pak into the Game Boy® Advance system f saved data already exists and NEW GAME is selected, the
screen on the right will be displayed. Please be careful.

and move the power switch to ON.
"RESSING START WILL ERASE ALL PREVIOUS DATA. The

The Title screP il Spmoes 1ew game will start from the very beginning. Press the
Press START at the Title Screen and the Start Menu will be "”ﬁ"‘ 3 Button to avoid initialization and return to the Title Screen.
displayed. Highlight your choice by pressing Left or Right on f'! AT
the Control Pad and enter the selection with the A Button. Sk e

199 KAZUKC KRS Ihis option continues a previous game.

Starts the game from the beginning. RaviNG. st Loiting

This game system automatically saves and loads game data.
Saved data will be periodically overwritten.

Select a deck. This will be the player's initial deck. There are
three kinds of decks, and each one is composed of different
cards. Choose the desired deck with the Control Pad and

enter the selection with the A Button. !

Turning the power ON will automatically load saved data and
the game will restart from where it was previously left off.

SRR s =
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GAME MODES
Start the game by selecting NEW GAME or CONTINUE from the
Title Screen and the Game Mode Select Screen will be displayed.

The Janken Screen will be displayed. Choose by pressing Left 5

Right on the Control Pad and press the A Button. The duelist # ==
0 wins at Janken can choose to go first or last during the k

e rules for Janken, are very similar to the game: Rock, Paper, J !
issors. Rock beats Scissors; Paper beats Rock; Scissors

s Paper.

i el

Select the mode to be played by pressing Up and Down on the
Control Pad and enter the selection with the A Button.

R

. Five cards will be automatically drawn from the deck as a hand, and the Duel
ins.

LA papk of cgrds is awarded after winning a Duel. There are
nany vaneﬁes of packs - choose one by pressing Left or Right
nrthe Gontrol Pad and amer meselectmn with the A Button.

g—

Players can Duel with a variety of characters. At first, players can only battle with five
characters, such as Yugi and Joey, but the number of characters that can be battled
increases as players win. Players win one pack (of five cards} for each Duel they win.

0 2 Vel
cards in th in‘ paglg mli—then hesdlspiayed Move the cursor  |_J&" m
ing Up and Down onlﬁ’"@o? ntrol Pad to choose a card. I

"

Left or Right on the Control Pad to move the curser mgthmég

the battle opponent. Enter the selection wrth the}A Button‘;“' *_‘, ‘

with the A\ Button
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REGARDING PACKS ACQUIRED THROUGH VICTORIES
Each type of card pack can contain different cards. At first, players can only select

from Gltypes of card packs, but new types of cards become available as the player

continues to win in the Campaign Mode.

This allows players to check the cards they possess and build
their decks. For details, please refer to "Deck Edit" (page 17).
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REGARDING HoOw TO PUT TOGETHER A DECK
Please build your deck before starting "Campaign" or "Link Battle"

Modes. The Deck cannot be changed once these Modes have started.
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ends can battle each other by connecting two Game Boy Advance systems with
e Game Boy® Advance Game Link® Cable. Please note players do not receive
cks for winning Duels, such as in the Campaign Mode.

lease refer to "How to Connect the Game Boy® Advance Game Link® Cable"
age 14) for instructions on how to connect and cautions related to linked play.

. Once the units have been connected, switch on the Game Boy Advance systems
start the game. Both players should choose “Link Battle" from the Game Menu

reen and press the A Button.
e battle begins immediately after the players select "Duel", so please build your

ecks in advance.

. The janken screen-will be displayed. Choose by pressing Left or Right on the
ontrol Pad and press the A Button. A player who wins at janken can choose to go

rst orlast in the duel by pressing the A Button.

. Five cards will be automatically drawn from the deck as a hand, and the Duel

ins.

ease refer to "The Progressnon of a Duel" on page 42 for details on the progres-
“gion of a Duel-and oontroIs

y | 2 LS , 11



Friends can exchange cards by connecting two Game Boy Advance systems with
the Game Boy® Advance Game Link® Cable. Each player chooses one card to
exchange.

*Please refer to "How to Connect the Game Boy® Advance Game Link® Cable"
(page 14) for instructions on how to connect and cautions related to linked play.

1. Once the units have been connected, switch on the Game Boy Advance systems
to start the game. Both players should choose "Card Trading" from the Game Menu
screen and press the A Button.

*Only cards in the Trunk can be traded. Please be sure to build your deck in
advance.

2. The Trade Screen will be displayed. First, choose "Select A
Card" and press the A Button. The Trunk Screen will be
displayed. Scroll through your cards by pressing Up and Down
on the Control Pad. Players can view detailed card data by using
the "Card View" command. Once the card to be traded is
highlighted, select the "Decide” command using Left and Right
on the Control Pad and press the A Button. The Trade Screen will
be displayed. If you would like to reselect again, choose “Select
A Card”.

12

8. After both players have selected what cards to trade, both
layers should choose "Trade it now" and press the A Button to
omplete the trade.

|4
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CAUTIONS FOR TRADING

If the total number of cards
drops below 40, with the
exception of Fusion Monster
Cards, players will not be able
to build their decks, duel or
trade. Please be careful!

1=

£l 5 s

"Fusion Monster Cards go in
the Fusion Deck, not into the
Main Deck.
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This explains how to connect Game Boy Advance systems with the

Game Boy® Advance Game Link® Cable.

- Game Boy AQVANCE........cviuiiiniecesinsennensaassnsssssasmneses
- "Yu-Gi-Oh! The Eternal Duelist Soul" Game Pak............

- Game Boy® Advance Game Link® Cable.....................

1. Confirm that both units are switched OFF and set a Game Pak into each one.
2. Connect the Game Boy® Advance Game Link® Cable to the external expansion-

connectors of each unit.
3. Switch both units ON.

4. Refer to pages 11 to 13 for further operating instructions.
*The player whose unit is connected by the smaller plug will be Player 1.

In the following circumstances, the link may fail or malfunction.
- A cable other than the Game Boy® Advance Game L|nk® Cabla ls used

- The cable is not inserted completely.

f

- The cable is disconnected during play: i 1 B

- The cable is disconnected from the connection box.

- More than 2 Game Boy Advance units are ognné’ctec_l.

e Calendar Mode allows you to check the date for special
-Gi-Oh! events.

OTE: The game runs on a fictitious timeline that does not
rrespond to the real date.

ne (_:Iay passes for each battle in the Campaign Mode. Weekly and Monthly
u-Gi-Oh! comics that contain packs are sold and Duel Monsters tournaments are
eld. Check to see when they occur with the Calendar Display.

Weekly Yu-Gi-Oh! and Yu-Gi-Oh! Magazine Launch Date
Weekly Yu-Gi-Oh! will go on sale every Tuesday and
~ Yu-Gi-Oh! Magazine will go on sale on the 21st of every
) mion!h Players can obtain special packs on these days.

4 »>

.ﬁmDuel Monsters Twrﬁ'"

Lot




ECK EDIT

is confirms the cards in a player's possession. Players build their decks here as
ell. Players should construct Decks with 40 to 60 cards and Side Decks with up to
5 cards. However, Side Decks are not necessary to Duel.

Players can check the battle records against each character.

ayers can scroll through the card list one card at a time by pressing Up and Down
n the Control Pad and can scroll through five cards at a time by pressing Left and
ight on the Control Pad. The Command Menu is displayed at the top of the screen
y pressing the A Button. The B Button will take the Command Menu away.

Selection Cursor
Information on the
_selected card

Players can acquire a card by inputting the Password (the
eight-digit number) that appears in the lower left corner of a
Yu-Gi-Oh! Trading Card Game Card. However, only one copy of
a card can be acquired for each Password.

Card Graphics

Graphic for the selected card
1. Move the input cursor (the number that is lit up) with the Control Pad and anter

the digit with the A Button. To make a correction, move the password cursoi wlth the.
L or R Buttons and re-enter the digit.

2 - =1 ")” 15
— o
2. When the password has been inputted oomple‘[gly, choose}'GETf Lo | '.- Deck and Trunk Information
press the A Button. The card will befaoqulred if the Pa@volgd i ’-:’ i - Trunk, Main Deck and Side
correctly. ; ’ ey A e e Bl | A %5 - Deck information
L S ol e ) By b = -
"' ; C i r— o r o ‘ ._r:: f’ d : :
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Card Information
This is how to view card data with the Select Cursor.

Monsters

Normal Fusion Ritual Effect

Variety of Card Card Name

Dark Masician Girl
2000 % % P 3

1700 3

Monster/Type

Dragon

&

Spellcaster

&

Zombie

ot

®

Beast-Warrior

&

Beast

@

Winged Beast

Insect

Dinosaur

Reptile

Sea Serpent

Machine

&

Thunder



Maonster/Attributes

Q 0 0 O @

Earth Water Fire Wind Light

Monster/Kind

@ © ©

Fusion Ritual Effect

Magic/Trap by Effect

Equip  Quick-Play Continuous  Ritual

>ommand Menu
ess the A Button on the Deck Formation Screen to display the Command Menu at
e top of the screen. Select from the menu by pressing Left or Right on the Control
Pad. Enter the selection with the A Button. Players can scroll through the card list
bne card at a time by pressing Up and Down on the Control Pad.

Menu Icons Which cards are shown How cards are listed
' 3 ]nnm:mnﬂ NAME E

o ik ¥




To Trunk
Moves a selected card to the Trunk.

To Main Deck
Moves selected card to the Main Deck.

To Side Deck
Moves selected card to the Side Deck.

EI o8 m

List Filter
Players can search for or sort cards in the Trunk, Deck or
Side Deck by type. S
Statistics
This displays ratios of card types in the Trunk, Deck or
Side Deck by type. A
i J -..;. ’
Exit ’ . . e
: Return to the Game Mode SeLect Sﬂqrn wheﬁ 9?:::, _
22 2 el § B8 e
2 =~ :,, jln‘_jjgff'i!‘é_{f

Deck and Trunk Information
Displays information about cards in the Trunk, Main Deck and Side Deck.

Side Deck

The top number is the number of highlighted
cards in the Side Deck, and the bottom number
is the total number of cards in the Side Deck.

Trunk
This number is the number of
selected cards in the Trunk.

I jrffannaﬂan a the selected cards in the Trunk,
{Wk - or Side Dglénk.
: Displays the total number of cards possessed.
D plﬂ;s the total number of cards in the
: of cards in the Fusion Deck.
total number of Monster
of all other cards in the

PR P 723
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ove cards between the Trunk, Main Deck and Side Deck to put together a deck for
Use in a Duel. There is a limit for the total number of cards for each deck. There is
also a limit to the number of the same card that can be included in the Deck.

Please refer to page 39 "Building a Deck"” for cautions related to deck formation.

Players can find the cards they are searching for by using the "List Filter" menu icon.
Searches can be filtered by types of cards and listed in order by Name or by another

stat.

Let's try doing a search for only the Effect Monster Cards from the Trunk and sort
them by ATK.

1. Highlight the "Trunk" with the L or R Buttons and select the "List Filter" menu icon.

1. Choose “Trunk" with the L and R Buttons and the Trunk Card List will be dis-
layed.

nghlight the mrd to add to the deck Using the List Filter could help to find the

2. The Filter Card Screen will be displayed. Choose "Effect G
Monsters" with the Control Pad and press the A Button. e es Ired'card more quiek!y.

[ sz o corss

Putkom Momiters ot owsters

4 -
- r

| b

[ e
Mo Dy

3. Next, choose "ATK" and press the A Button. The card list will . = grrmmp
display only the Effect Monster Cards sorted by’ A}K fmm o # R

highest to lowest. y ” T, et e
! | o] g | ISR e
e ) A% it — { o Lot
- 4 .f'/_.fj .—!j‘h‘ , - _,.(
- s e - s B ]
! '—’.{ 'i" e - - ij ey Foe
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DUELS

This explains how to view the screen when
Dueling and the appropriate controls. The
rules in effect are very similar to the rules in /'
the Official Yu-Gi-Oh! Duel Monsters Tradmg

Card Game. (See page 35, o
"Duel Monsters") h-—

MONSTER Information ELIMINATED
CARD ZONE Windows CARD ZONE

FIELD CARD ZONE GRAVEYARD

FUSION DECK ZONE DECK ZONE
Cursor Information
Move the cursor with the Control Pad
Information will be displayed at the
bottom of the screen according to the
location of the cursor.

MAGIC & TRAP
'CARD ZONE

With the cursor, select a card to display
the Command Icon. If you select the
GRAVEYARD, DECK ZONE etc. the cards
in the desired location will be displayed. -

#

NOTE: Holding down the B Button: wull
the processing during a game v

26 - ‘ rar r,-—--‘ {2
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Card View
Players can view detailed card information or the cards that are in the areas

selected by the cursor. face-down Defense Position.

Summon (Special Summon) Flip Summon

Plays Monster Cards in the Hand onto the Field in the face-up Attack Position.

Activate ' Atk Pos
Activates the effects of Effect Monster Cards, Magic Cards angl j!'rap Can:is SWRches’Defense Positton Monsters on the Field to Attack Position.
f ’ ] | ! ( - 4 ‘2 ’ {
Def Pos ' A3 e Sy § 9
Switches an Attack Position Monster on tha Fnald to the Defense, chdmn @ﬂen.Monate_rs on the Field to attack.
¥ LT N T,
- £ | 1) o N ot {14y
— ..-i i e et F xs
Surrender - ot Dra il : ¢ iwid’
Abandons a Duel in progress and ,l:eeultg a | - 32 "Si der") raws. one from the < during the Draw Phase.
¢ x4 ‘_ Cal '_"/li'..'_r
- { [ I-i .r - - .l’ . A
40 F s

Places a Monster, Magic or Trap cards from the hand to the Field in the

Flips face-down Defense Position Monsters to the face-up Attack Position.

29



Information Window

A player's Life Points and current phase are displayed here. The
player's info is on the left side of the screen and their opponent's
info is on the right. The current phase lights up in red.

LP 8000 |
Dl:il'Iujl‘.’I:@ !

Current Phase

Phase Display
D: Draw Phase
B: Battle Phase

M1: Main Phase 1
E: End Phase

S: Standby Phase
M2: Main Phase 2

GRAVEYARD/ ELIMINATED CARD ZONE/ FUSION DECK

Move the cursor to the GRAVEYARD, ELIMNATED CARD ZONE
or FUSION DECK and press the A Button. The card list for that
area will be displayed. The player can look at their Opponent’s

GRAVEYARD, ELIMINATED CARD ZONE and FUSION DECK.

[‘\.A"; ar

v,

" Information
by pressing Left or Right on the Control Pad and enter the selectlon with th A

Button. They can view detailed card data with 'Card View". "EXit" returns a ?layer,to
the Field. gl =t |t -

Players can move the cursor by pressing Up and Down on the
Control Pad to scroll through the list. Players choose from the menu -

30 er-11 31y 3f

Special Summon Monster List

When performing a Special Summon for Effect Monster Card, Magic Card and Trap
Card effects such as "Elegant Egotist" and "Giant Rat", a list of target cards will be
displayed. The list is controlled in the same way as other lists. Select the card to
summon, choose “Decide" from the menu and press the A Button to effect the
summon.

The icon displayed in Information - CARD STATUS in the List Screen shows the
status of a card.

‘) Targets for "Prohibition”
A Cards that Cannot be Returned to
the Field with "Monster Reborn"

@ Cards in Hand

Cards in the GRAVEYARD

a\\u Fusion Material Cards

@ Cards in the Deck

@ Targets for “Lightforce Sword"



Players can end a Duel in progress by surrendering. However, they forfeit that Duel.

In any phase other than the Draw Phase, the Surrender Icon will
be displayed when the cursor is on the Deck and the A Button is
pressed. After pressing the A Button again, players will be asked
if they really wish to surrender. Choose "YES" to surrender and
press the A Button.

This explains Duel Progression and the controls.

1. Draw Phase

A_ player presses the R Button to draw a card from the deck into
his own hand. A player can also draw a card by highlighting the
deck and pressing the A Button to display the Draw Icon.
Pressing the A Button again will draw a card.

C

4 -

2. Standby Phase : ; 33 . B
If the cards on the Field have magic or effects that are activated in this phase, please

follow the instructions that appear on the screen. - ; o

32 - [ P rv’...‘ " :I ;‘ ";I:’_:-‘-
- { Siepet Sl Sl ak -

L J el e s | PP A R R ;'-J'fif“i{:"l,;!f ‘kﬁ | 2 .

3. Main Phase 1
Players place Monster Cards, Magic Cards and Trap Cards on

the Field and use them in this phase. To use a card, move the
cursor to that card and press the A Button. The Command Icon
will be displayed. Instructions will appear on the screen when a
player activates magic or effects, or Summons a high-level
monster. Please follow them.

Pressing the B Button displays the Phase End Menu. Players then choose an action

and enter the selection with the A Button.

4. Battle Phase

Move the cursor tothe attacking monster and enter the

selection. Choose the Attack Icon and press the A Button. Next

“designate the target for the attack and press the A Button.

"Pressing the B Button displays the Phase End Menu. Players

then choose an action and enter the selection with the A Button.
Vet Vs o Lot Vo : s

-+ . F » ¥

ayers place Cards.and Trap.Cards on the Field and can use them in this
ayers,who have not Summoned a monster in Main Phase 1 can summon
| as in in 1 . 4

ase 1.
Eﬁnﬁrand players can end their turn.
- : ST
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6. End Phase s DUEL MONSTERS
If all of the actions that are required in the Main Phases 1 and 2 and the Battle Phase 8 The Yu-Gi-Oh! Trading Card Game
have been completed, the player presses the B Button, brings up the Phase End Files have been adopted for the play
Menu and ends his turn. b

of this game.

Both players repeat steps 1 to 6 until the victor has been decided and the Duel ends.
NOTE: The rules for the Official
Yu-Gi-Oh! Trading Card Game
are constantly being revised
and the rules in this game
may not be accurately
reflected in the current
| tournament rules.

Special Summoning Method for Specific Monsters

"Metalzoa" and "Red-Eyes Black Metal Dragon" perform a
Special Summon from the deck. Please be careful, if one of
these is drawn into the Hand, it cannot be played on the Field.
To Summon these cards, follow the instructions below.

First, "Zoa" or "Red-Eyes B. Dragon" must be equipped with the

Equip Magic Card "Metalmorph" on the Field. If the above

Special Summon Monster Cards are in the Deck, move the 7

. cursor to "Zoa" or "Red-Eyes B. Dragon® and press the A Button. .~

The Command Icon will be displayed. Choose "Activate® and
press the A Button one more time. g i - o bt prms| | B &
| ) {pistl) o s L Tg~
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|
The Duel Field is where players place their own cards that they have played or

thrown away during a battle. In battle, the Fields are arranged face-to-face as in the
There are 819 cards that can be used in the game! Their roles can be loosely divided § Fields shown in the diagram below. In addition, the designated areas for placing

into the following three categories. cards are outlined below.
%ﬂonster Cards (599 in all) T Golored Fish
hese cards are used to attack the opponent. Some of these
3 ; ¢ MONSTER CARD ZONE ELIMINATED CARD ZONE
cards are powerful cards with special effects and some must be Mt?nster gacr;ds are Saced here. Cards that have Egen removed
from a Duel are placed here.

L

Summoned by a special sequence.

FIELD CARD ZONE
Field Magic Cards
are plaeed here.

Magic Cards (148 in all)
GRAVEYARD

The effects of these cards are numerous and varied. Tha can
be used to improve monster abilities or to change the ooﬁdﬂlons o st e |8 : glz%tergyﬁgrgards ¥
of the Field. The proper use of these cards can determlne.ihe ¢ ; FUSION@DEC&ZONE —— e ; .

T et 11 FUSIOI‘I ,MansterCard = o DECK ZONE

The Deck is placed

here. Players draw one

card from here during
the Draw Phase.

outcome of a Duel.
- 4 2 il

’

" Trap Cards (72 in al) oy

1"“-;.5J5£l =l



Players battle an opponent in this card game. 1. The group of cards that a player uses in a Duel is called the Main Deck. In this

‘game, players make decks of 40 to 60 cards, not counting Fusion Monster Cards.
- Up to 20 Fusion Monster Cards can be included in the separate Fusion Deck.
*Duels can be held even if a player has no cards in the Fusion Deck.

Duel - A single head-to-head battle.

2. Players can set up 15 backup cards in addition to the decks to be used in battle.
These cards go into the Side Deck. It is possible to switch Side Deck cards with
_cards from the Main Deck in-between Duels during a match. Be sure to exchange
~them strategically. Make sure the number of cards in the Deck remains the same

. when switching cards.

. *Side Decks are backup cards to be used in a match. Therefore, players can Duel
‘without Side Decks.

Match - A set of three Duels with a single
opponent in which the first player to win two
Duels wins the Match. If there is one win and
two draws, the winner of the one Duel wins the A
match. If there is one win, one loss and one i

draw, or if there are three draws, the match

becomes a draw. ¢
| ¥ 3. All cards not in the Main Deck and Side Deck are kept in the Trunk. Cards are
. taken from the Trunk to build the Deck and Side Deck.
*In the game, most battles | = 4. b,:g@zimu of three qr‘lﬁa;sagirg:‘ca_m can be used in the Deck and Side Deck for
_are single Duels: Matches are | = abattle. However, certain cards are limited and are restricted to fewer than three of a
held for Duel tournaments |~ k in a hand. @nly*onpfa 4 Bare!.“alld ) 'Sub-limi_teiTCards' can be used in
7 Ve NaTe 0 et TS LR N e ey o e _
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LIMITED CARDS

-Left Leg of the Forbidden One
-Right Leg of the Forbidden One
-Left Arm of the Forbidden One
-Right Arm of the Forbidden One
-Exodia the Forbidden One
-Dark Hole

-Raigeki

-Sinister Serpent
-Megamorph

-Harpie's Feather Duster
-Jinzo

-Monster Reborn

-Pot of Greed

SUB-LIMITED CARDS
-Sangan

-Swords of Revealing Light
-Witch of the Black Forest

-Bell of Destruction
-Graceful Charity
-Heavy Storm

-Change of Heart

- Mirror Force

- Snatch Steal

- Confiscation

- The Forceful Sentry
-Painful Choice
-Call of the Haunted
-Cyber Jar

- Ceasefire

- Imperial Order
-Magic Cylinder
-Limiter Removal
-United We Stand

-Delinquent Duo

- Backup Soldier

- Nobleman of Crossout
-Morhping Jar #2

- Riryoku

i . _
Duel wins and losses are decided based on the
following rules.

A
f x8

1. Both players have 8000 Life Points at the start

t of a Duel. Life Points decrease when players or

= monsters are attacked or fail to defend

& themselves. A player wins when his opponent's

o Life Points drop to 0 or loses when his own Life
'Points drop to 0.

y '¢2. The Duel results in a draw if the Life Points of
" both players drop to zero simultaneously.

Q‘ 3. The first player to exhaust his deck and not
be able to draw another card from the deck
““loses at that time.

5
4. A player wins as soon as he collects all five
+ cards from the "Exodia" series in his hand. In
" addition, a player who draws-all five of these
+ cards for a hand at the first draw of a Duel wins.

S=|E

A7 |

ExopDiAa SERIES

-Left Leg of the Forbidden
-Right Leg of the Forbidden
-Right Arm of the Forbidden
-Left Arm of the Forbidden
-Exodia the Forbidden
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Duels are based on rules and follow the following sequence.

Players put together their Decks beforehand. Confirm that a
Deck consists of 40 to 60 cards and a Side Deck consists of 15
or fewer cards.

The winner of janken decides whether to take his turn first or

last. However, in match play the loser of the preceding Duel has 2 DUEE‘,:

the right to choose.

Five cards are automatically drawn from the top of f the Deck ;
This will be the player's Hand at the start. of the Dgel o g

'= yers draw one card from the top of their Deck. The first player
2an draw a card on the very first turn.

~ this phase, there are monsters that activate effects, Magic
zards and Trap Cards. If it is written on a card that something
must be done during this phase, please follow those instructions.

Monster Cards, Maglc Cards and Trap Cards can be played and
: in mis{pbaae Each ldnEi of card is played to an established
on the DueleF“eK] _

a maxlrhum W&Monsfer Cards and five | Magrc or
ion (not includin thi?]a agic Cards) can exist in a
time apjaﬁar

cannot throw away.a card on the Field and
ly five cards of a kind on the Field. In

w;ytb;lispose of the card.
~d ;

- M
.,f}; Vieww
il . e L AP 8
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Monster Cards

Playing a Monster Card from a hand without relying on magic or effects is called a
"Summon" or “Set". Place it face-up and vertically if it is in Attack Position
(Summon). Place it face-down and horizontally if it is in Defense Position (Set). The
position chosen when the monster is played cannot be changed until the next turn.

The position of a monster already played on the Field can be changed only once dur-
ing this phase. A monster whose position has been changed once cannot have its
position changed again in the same turn except under special circumstances.

In addition, Effect Monster effects can be activated in this phase.

: Magic Cards and Trap Cards »
| Magic Cards can be placed face-up or face-down on the Field. Baslcally the effedts

|

of Magic Cards are limited to the time that they are turned face-up. After.their effbcts

:f have been activated, they are destroyed and sent to the QRAVEYAHD As gﬁ e:soap
tion, Equip Magic Cards, Field Magic Cards and Contsnupus Maglc,Qa;ds_ [amalri dr}

the Field. " el
Trap Cards are played face-down. When a card is |pped 'fa'c

on that card are activated. Trap Cards ara also trqyed after a
are Continuous Trap Cards. . ;

Fusion and Rituals are performed in the Maln.ﬂhase = !

’ 1y 715 -
4a A 3ot | 1 j? Slgw
» iy

ach face-up Attack Position Monster on the Field can attack
e opponent once. However, the player to go first can play
lonster Cards on the Field in the first turn, but cannot attack.
[he player to go second can attack on his first turn. Also, the
attle Phase does not have to take place every turn. Players
move from Main Phase 1 directly to the End Phase and

" their turn. w"_ <

donster Cards
iny number of Attack Position
fonsters played on the Field can
icipate in an attack. (Defense
on Monsters can attack after -
ing positions in the Main

..'} If afpl‘éyer has attacked, anf.'




Battle Phase Sequence

Players enter the Battle Phase. The attacking player can attack any of his opponent's
monsters with any of his own. If there are no monsters in the opponent's Field, the
subject of attack will be the opposing player. One monster can attack one opposing
monster or player. In addition, a monster that has attacked once cannot attack again
in the same turn. Once a monster has completed his attack, the attacking player
chooses the next monster and attacks. This is repeated for all Attack Position
Monsters on the Field. However, players do not have to attack with all available
Attack Position Monsters. Please decide how to proceed according to the situation.

'-.': in Phase 2 begins after the Battle Phase ends. As in Main Phase 1, Fusions and
tuals can be performed, and Magic Cards and Trap Cards can be played on the
eld and used.

'a player does not summon a Monster in Main Phase 1, he can Summon a monster
bW, if he chooses, In addition, monsters that have not attacked or changed
psitions in the current turn can change positions.

If a player attacks a face-down enemy monster, the card is then flipped face-up. Its
effect is activated if it is a Flip Effect monster.

When a monster attacks, its position is set in the Attack Position. It cannot be
changed to Defense Position in the attacking turn.

Monsters destroyed by an attack, Magic Card effects or Trap Card effects are sent to
the GRAVEYARD.

Magic Cards and Trap Cards .
Cards set in the MAGIC & TRAP CARD ZONE on the Field can be used, but
generally, the effects of Magic Cards other than Quick-Play Magic Cards are not
activated in this phase. Trap Cards can be activated. Please use them awmdhg tq
the situation. - il J

Also, MagmcmauTmpcmmmbwnwwmmmmmm e —
46 y 1.8

! F
|2 7] G| DI




One can chart the progression of a Duel as follows.

Duel Start

Player's Turn

Standby Phase ¥
If there will be no

> Battle Phase:
Main Phase 1 -

. Start Step
Battle Phase " Battle Step

3. Damage Step
4. End Step

End Phase

Opponent's Turn

48 End Duel

-, FUIfill win requirements. .

T
| =

. ..

he Battle Phase consists of the following four steps.

START Players enter the Battle Phase. Players can use Quick-Play
STEP Magic and Traps against each other in this step.

V-5 g @ ™ S8 Players choose one monster to attack and a target for the
ST attack. Players can use Quick-Play Magic and Traps against
EP each other in this step as well.

AMA Damage amount is determined in battle. This is the last step
GE where Monster Flip Effects and such are activated. However,
STE P effects cannot be applied to monsters that have been destroyed.

After repeating the Battle Step and Damage Step as many times

as possible, the battle ends as there is nothing left to be done.
STEP Players can use Quick-Play Magic and Traps in this step as well.
&1 % EX AT Y il Ty S :
| wd S s } 4 y 3 = —— .
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CARD VARIETIES

Cards used in the game can generally be divided into three varieties: Monster Cards,
Magic Cards and Trap Cards. Moreover, the capabilities and uses of the cards are
very different.

Type/Kind
This is monster type and
kind (Ritual, Effect etc.).

Attributes
This is the monster attribute icon.
Magic Cards and Trap Cards are

aenchenss HE R casane | MoHCHRRLIE,
here by type and by kind
Bfa Shield Gardna (Equip, Continuous etc.).

Level
This indicates the level

Wl face-down and tarseted
| b 3 Maic Card mhoce

of a monster. Magic B e et iy —— Card Explanation
Cards and Trap Cards AP S resited a0d this card Thisis a datajfgd

5 turned face-u@ in

explanation of a card.
For example, Fusion
Materials-are indicated -

are displayed here with
their respective icons.
For Example: @ & @

Defense Position. Rheo
BT § this card is attacked
«II it is shifted to Attack

e - for Fusion Monsters, and
Card Graphic ATK/DEF ', Meﬂlevbalga{émme;‘t;'
Only monster's amvlncﬂeated r Effect -
- ’ ez Fiv »o»
50 2 2E 5 A0 L ';:.f;!llfrf!;! l.i‘tdh;

onster Cards are the basic cards used to attack the opposing player.

lonster Cards have Types and Attributes. They consist of 20 Types and six
ttributes. The differences between Types and Attributes affect how they receive the
ffects of Magic Cards and such. In addition, the level (# of stars) shows the overall
rength of a monster.

ase refer to Pages 19-20 for a list of the Monster Types and Attributes.

\ere are many varieties of Monster Cards, such as "Fusion Monster Cards" and
Ritual Monster Cards", which require Special Summoning, or "Effect Monster
sards”, which have special effects.

layers can summon one monster per turn in the Main Phases.
lowever, one or twa monsters must be paid as a Tribute in
. Qr to p[ay monstel's that are level 5 and above.

re ‘nfonmtlpn on Tribute SLu’nmon, please reier to page
ribufe

AL 1 ',',._~_ - s - Monster Cards
Fr = | :; ! fro W 7w | A e are yellow
.f ¢ = gl { ,J | # . = . '
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lual Monster Cards are special Monster Cards that can be
Immoned onto the field only when you have a designated

iual Magic Card and the Monster Cards required to fulfill the
Inditions described on the Ritual Magic Card as a Tribute. The
Sic capabilities do not differ from normal Monster Cards, but
2 procedure for playing them on the Field differs from normal :
onster Cards. Please refer to the details written on each card Ritual Monster
f the appearance requirements. Cards are blue

Fusion Monster Cards are special Monster Cards that can be
called forth with the Magic Card "Polymerization® and two or
more Fusion Material Monsters. The basic capabilities do not
differ from normal Monster Cards, but the procedure for playing
them on the Field differs from normal Monster Cards.

Fusion Monster
For more information on Fusion, please refer to page 63, Cards are violet
“Fusion”.

. - or more information on the Ritual procedures, please refer to
Monsters made through Fusion are considered a Special | . age 64, 'Flitggls'.
Summon. Therefore, it is possible to Summon (or Tribute Summon) :

other monsters in the same turn. In addition, if Fusion Monsters
are supposed to be "returned to the Hand" by Monster Effects

’ 7 'a '_sters tbat appear through Rituals are considered a Special
etc., they actually return to the Fusion Deck instead of the Hand v 18 A

L

- gmmon. Itis still ansib[e_to_surnmon other monsters in the
S=25E |’5’~'|.—|r|ri ] |r;*:5frilgl“ :

ir._ "__‘

R B e R e
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ROl
Monster Cards that possess magical effects are referred to as p'_,7-1§
Effect Monster Cards. The Summon method is the same as for [ i
normal Monster Cards. (Al
Effects can be generally divided into the following five varieties, ;_[ I '
but these effects are different for each card  aa
For details, please refer to the card's data effect details. Effect Monster

Flip Effect Cards are orange

This effect is activated when the monster is flipped from face-down to face-up. The
effect is also activated if the card is flipped face-up as a result of a Magic or Trap
card, or another monster's attack.

For more information on the Flip Effect, please refer to page 68, "Flip Effect".

Continuous Effect
As long as this Monster Card is face-up on the field, its effect remains active: When
the monster is turned face-down, its effect is no longer active.

Cost Effect
These effects require an action of discarding your hand or paying Life Peints in order
to be activated. Costs vary from card to card.

54 e kB3] P

fioger Effect
ese effects are activated as a result of inflicting Direct Damage to an opponent's

le Points, or when certain specific requirements are met. Requirements vary from
rd to card.

uiti-Trigger Effect

iese are special effects that can be activated, even on your opponent's turn. An
@ample of this is kind of effect is "Kuriboh", whom is discarded from the Hand dur-
g your opponent's Battle Phase.

TOKENS
Tokens sometimes appear in the MONSTER CARD ZONE as a result of the effects
of Effect Monster Cards or Magic Cards.

‘he tokens are not Monster Cards. They can change
retween Attack and Defense Positions and they can attack,

but they cannot be used for a Tribute Summon. When they
ire destroyed, they do not go to the GRAVEYARD, instead
they are eliminated from play.




There are many types of Magic Cards. They are usually used
only in the Main Phases, with the exception of Quick-Play Magic
Cards.

*“There are other exceptions, such as "Curse of Fiend", which is

used in the Standby Phase. =i

Magic Cards are
Green

These are generally destroyed after activation as long as there is no 'Contlnuous
Icon". Many cards such as "Raigeki" possess powerful magic.

4
*There are also exceptions such as the "Swords of Reveahng Light, thh reﬁ\ams

on the Field for three turns. .

These cards are "attached" to monsters. They remain og the Fiébdg - destrc
when the monster they are equipped to i [ destroyed. It is posglble o,_pqm_ !

monster with multiple cards. / -
.". -I .- 1 T

For more information on the use of Equlpw@?smﬁ“ mﬁ” t&‘nﬁgﬂ'

Magic Cards"”. » JeEi i t :
: # 1 ="
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cards change the topography of the Field. This topography influences monster
bilities and changes ATK and DEF.

- more information on the use of Field Magic, please refer to page 67, "Field Magic
e

e contain special magic that can also be used in the Battle Phase. They can be
ated during an opponent's turn if they have been set on the Field.

cards are necessary in order to summon Fusion Monsters.

i'ﬁol'e' irvformation on the -Fusibn_procedure. please refer to page 63, "Fusion”.

heoessary for u{e ;ppearanca,of qual Monsters. The monsters that
) eech -
e, e

'
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' DUEL RULES
These cards can be activated starting with the opponent's next :
turn once they have been set on the Field.

gﬁ E’; ’ ;_q Lutf F E’ | '. .Player's ATK > Opponent's ATK

image sustained by battling monsters is determined based on the following rules.

I le amount of damage inflicted is determined by both monster's ATK.

Trap Cards are

purple If a player's attacking monster's ATK is greater than the ATK of the opponent's

monster, the opponent's monster is destroyed. Also, the difference in ATK is
These cards are destroyed after activation as long as there is no "Continuous Icon". subtracted from the opponent's Life Points.

In addition, a player cannot use them in the turn in which they have been set. -Player's ATK = Opponent's ATK

These traps are activated in response to an opponent's summon or magic. They will If a player's attacking monster's ATK is equal to the ATK of the opponent's
extinguish or "counter" the effects of the opponent's actions. They are accompanied monster, both the player's monster and the opponent's monster are destroyed.
by the "Counter Icon". Neither player takes any damage and all Life Points are unaffected.

-Player's ATK < Opponent's ATK

S ESE RS E AR

If a player's attacking monster's ATK is less than the ATK of the opponent's
monster, the attacking monster is destroyed. Also, the difference in ATK is

L‘L!ﬁ Ei o_—JL—-|ﬁ f:i :_;L._...| =if [| %Iglf Ei _ subtracted from the player's Life Points.




The amount of damage inflicted is determined by the attacking monster's ATK and
the opponent's monster's DEF.

-Player's ATK > Opponent's DEF

If a player's attacking monster's ATK is greater than the DEF of the opponent's
monster, the opponent's monster is destroyed. Neither player takes any damage
and all Life Points is unaffected.

-Player's ATK = Opponent's DEF

If a player's attacking monster's ATK is equal to the DEF of the opponent's mon-
ster, neither monster is destroyed and neither player's Life Points are affected.

-Player's ATK < Opponent's DEF

If a player's attacking monster's ATK is less than the DEF of the opponent's
monster, neither monster is destroyed and the difference in the attacking monster's
ATK and the opponent's monsters DEF is subtracted from the player's Life Points.

60

\ len the opposing player has no monsters in the MONSTER CARD ZONE, the
ponent takes direct damage. The attacking monster's ATK is subtracted from the
ponent's Life Points.

Bre are three varieties of summons. A "Normal Summon" calls forth monsters with
}e-up Attack Positions. A "Flip Summon" occurs when a face-down Defense
Sition monster is flipped into the face-up Attack Position. A "Special Summon" is
jlled by using Magic Card Effects etc. Tribute Summoning is a rule that applies to
immoning high level monsters.

s necessary to pay a Tribute of monsters on the Field in order to Summon
onsters of Level 5 and above. This is called a Tribute Summon.

fyers must pay a tribute of one monster to summon a Level 5 or 6 monster, and a
bute of two mansters for a monster of Level 7.or higher. The monsters used for
2 Tnbute are sent to the GRAVEYAHD

b re Summons are treateg in the same way as Normal Summons. Therefore, a

ibL te Summon cannot qceur in a tum in'which'a monster has-already been

moned. th addition, there is no need for a tﬂbute when using "Monster Reborn”
monsters of Leva+5 arid abave Bl 3

,'i‘_ o1 4
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' Usion

L Sion is a rule that allows a player to call forth a new monster
lusing two or more of his own Monster Cards and one
blymerization" Magic Card.

Calling forth monsters with Magic Card, Trap Card
and Monster Effect Card effects such as "Fusion”,
“Ritual* and “Monster Reborn" is called a P
Special Summon.

0 or more Monster Cards used for Fusion Material and the
gic Card "Polymerization" are on the Field or in the Hand, a

n Monster can be Summoned. Monsters used as Fusion
aterial are different from the actual Fusion Monster Card that is
immoned.

A Special Summon can be performed as many
times as possible in one turn. However, it is :
necessary to follow the procedure on the
cards. In addition, a Special Summon is not =~
considered a Normal Summon, so it is posmbl;\
to do a Normal Summon (or Tribute Summon)
in the same turn.

*

n is performed according to the following procedure.

nsters A and B; which are to be used as Fusion Material, are on the field or in
‘The ',F_'olymerization“- Magic Card is p{ayed in the MAGIC & TRAP CARD

{,.

E=

|.w-|r"



Rituals
Rituals call Ritual Monster Cards through a special procedure
different from the Normal Summon.

A Ritual Monster Card can be called when the following are on the Field or in the
Hand:

(1) the Ritual Magic Card,
(2) the specific Monsters required by the Ritual Magic Card, and
(3) tribute monsters with a total number of levels (stars) equal to or greater than the

Ritual Monster's level.

In addition, Ritual Monsters are treated as a Special Summon so they cannot be
subjected to "Trap Hole" etc. ; i

ol )

T

Fieiap

oo | IHEENEEERS

o |
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The following explains the Ritual method using the appearance of the Ritual Monster

pkurorider” (Level 6) as an example.

A player has the Ritual Monster Card "Dokurorider” in hand and tribute monsters
h a total of at least 6 stars on the Field or in the Hand. The player uses the

Bvival of Dokurorider" Ritual Magic Card by playing it in the Field MAGIC & TRAP
IRD ZONE.

iThe player pays a tribute of Monsters from the Field or from hand that have a total
Imber of stars egual to six or more.

*Revival of Dokurerider" and tribute Monster Cards are sent to the GRAVEYARD.

Jokurorider" descends onto the Field.

ABOUT THE NUMBER OF TRIBUTE STARS
Vhen choosing the tribute monsters for Level 6 Ritual Monsters, a single monster
has enough stars cannot be chosen. In other words, a Level 1 monster and a

evel 6 monster cannot be chosen.



Special Summon from the GRAVEYARD

By using the effects of Magic Cards such as "Monster Reborn"
or "Premature Burial”, players can bring monsters from the
GRAVEYARD back onto the Field. In addition, these are treated
as Special Summons, so they cannot be subjected to “Trap
Hole" and such.

Special Summons such as those listed above cannot be used to call back Fusion
Monsters or Ritual Monsters that have been sent from the Hand or Deck directly to
the GRAVEYARD. Please be careful.

If Fusion Monsters and Ritual Monsters that have been summoned to the Field by
the normal procedures are sent to the GRAVEYARD through battle or magic_eﬂ;cts.
they can be brought back onto the Field by using cards such as 'Mons_t,er Reborn®.

= E RIS ER 1 |’5’|thi-i
£ Ex._:,I..J | |’§=| Far e Efag.,,-+
66 or LAY ::ffm-i; L S |

ip Magic Cards, which strengthen monsters, can only be

2d for monsters that are designated on the cards. However,

y cannot be used if the monster in question is not face-up.

2y continuously remain on the Field after being used.

ever, Equip Magic Cards are sent to the GRAVEYARD along
th the monsters they protect if these monsters are destroyed.

ghlight the Equip Magic Card in use and their subject monster to show equipment
nbinations.

ayers can change the topography of the Field. The topography 1., 7,7, i1 1

) ) If-

- =é Field has advantages and disadvantages to monsters RSNy
scording to their type and atlrlbutas Their abllmas will be B, m.
ecteo aoc:ordiﬁgly. 1y od Wi SEPYPL
ol Bt fpue ¥ ¥ i'l’-"nrilﬂ

play’ed on the an’nre Field.
. played, the previously played Field Magic Card on
e field is sent to the AR,D. In addition, the topography of the Field returns
ts }nlhﬁ] p.vhbn ic. Gﬁrgs are destroypd -

f P amertgg
i .»g.Jmé"

3| &

aly ‘one Field Magic Card can
e n? anolhelgfi;g Magic Card
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Effect Monsters are monsters that have magical effects. There are a variety of such
effects, among which are "Flip Effects” that have activation requirements.

Flip Effect Monster effects are activated whenever Field cards are flipped from
face-down to face-up (regardless if the player does not want to activate the effect). A
card may be flipped face-up due to an enemy attack or due to the power of magic or
effects. (They are also activated by cards such as "Swords of Revealing Light".
Cards are sometimes destroyed without being turned face-up by cards like
"Raigeki". In these cases, the Flip Effects are not activated.)

A player can activate a Flip effect at will by following the procedure biplbw.
1. Play a Flip Effect Monster in the face-down Defense Position.

2. Players cannot change positions of a card in the same turn in. whlch the. card was
Summoned. So they must wait until the next turn or thereafter to flip.the cardand
activate the Flip Effect.

o 1

Please refer to Page 54, "Effect Monster Cards" >fd'r addjtional mfon'natmn e?c{ut .
effects. ’ . -t ...'

;"" 1-.1 -y
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ing a Duel, cards are sent to a variety of places due to battle, Magic or Trap
icts. Card type and circumstances determine the place to which they will be sent.

ister Cards destroyed in battle are sent to the GRAVEYARD. Cards returned to
| Hand or Deck go to their respective places. However, Fusion Monsters to be
irned to the Hand or Deck go to the Fusion Deck.

Removed from a Duel
rds removed from a Duel due to the Effect Monster, Magic Card or Trap Card
& g:) to the ELIMINATED CARD ZONE, and basically cannot be used again in
at Du

Jontrolled By the Opposing Player
ards that were originally a player's own, but have come under the opposing
's control through "Monster Reborn", "Snatch Steal" or "Change of Heart",

o a pla “s own GRAVEYARD when destroyed, his own Hand if they are to be
{ el-!and orl}lsown nacklfmayaretoberetumedtothe Deck.

RAVEYARD as long as they are not

) if they are destroyed by Magic
or's s Hand if returned to the Hand
inatsd ‘from a Dual

5 r E
il L= RV / (7 69
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'Iayers continue by playing in response to each other. The ottty
ts are processed when neither player can play. — o

"
[

CHAINS

A chain is a rule that was invented in order to simplify determining the outcome of a
series of complicated Magic and Traps Cards.

8in Links pile up in the order of activated effects and are processed in order,
ing with the newest effect on top.

First of all, let's assume that a player has played a Magic Card. The Magic Card is
called "Chain Link 1". If the opposing player plays Magic or a Trap Card against it, it
is called "Chain Link 2". Chain Links continue to pile up each time such a response

occurs. When both players can no longer play, the effects of these Chain Links are NI - L - CHAIN LINK 4
processed from the highest number down to Chain Link 1. R i S UNTER-TRAB Uaat e rCHEE B Tan
In a game, chains are played as follows:

: - CHAIN LINK 3
| - COUNTER TRAP USED IN RESPONSE TO CHAIN 2
becomes Chain Link 1. B i~ P

1. Let's say that the opposing player played magic. This becomes "Chain 1" and it
- CHAIN LINK 2

Chain Links are formed as in the diagram below.

2. If a player has a card that allows him to respond to that play,  |_!'ms . : 4 QuUICK-PLAY MAGIC OR TRAP USED IN
the player is given a chance to form a chain. To form a chain, the g Lo - RESPONSE TO CHAIN 1
player chooses YES and uses a card. This becomes Chain Link [l . ; : Tk

2 CHAIN LINK 1

THE MAGIC/ NORMAL TRAP/ EFFECT FIRST USED
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Speeds are set for Magic and Traps Cards. You can only respond to a card and start
a Chain by playing a card of equal or greater speed.

This is the slowest spell speed. Spell Speed 1 cards cannot be used to create a
chain, no matter whether it is a Magic, Trap or Effect card. These cards can be
countered with Spell Speed 2 or 3 cards.

SPELL SPEED 1 CARDS
-Normal Magic

-Equip Magic - Field Magic
-Effect Monsters (Continuous, Cost, Trigger, and Flip)

These cards can be used to counter a card with a Spell Speed of 1 or 2.

SPELL SPEED 2 CARDS
-Quick-Play Magic -Normal Trap

-Effect Monsters (Multi-Trigger) . It‘ :,_;l g,-_- rz‘lg

72

|§z|'§|§-;ri|fs;é|.-tr| | {’*L—-l 1 ‘ﬂrb— l””i'E[.z-

Players can use Spell Speed 3 to counter any speed. Only another Spell Speed 3
gid can counter it.

*ELL SPEED 3 CARDS
sounter-Traps

long as the spell speeds correspond, chains can pile up to any number of links.

e following cards cannot be used to counter the same kind of card in a chain
Bcause the effects would repeat without end.

CARDS THAT CANNOT CHAIN DUPLICATE CARDS
-Forced Hpquiqition -Magic Jammer - Appropriate
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This explains how to process a chain.
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As a result, the effect of "Anti Raigeki® is cancelled by "7 Tools of the Bandit". The “I I |l:| EI =1 |.r_ ril IL'-hilﬁi"'Lvaﬂ | LL tlti| L-f = i 1} e |F EIEY

effect of "Raigeki" remains applicable. Therefore, all of the monsters on B's Field are & e
destroyed. ' _ £l ESL:-J 2= |31Lr-|"£|-5|']ﬂri]=s1’-i._"'iﬁle:l.zjf

1) Player A uses "Raigeki” in an attempt to clean out the monsters on Player B's
Field.

2) B responds by playing "Anti Raigeki".

3) A responds to this by playing "7 Tools of the Bandit".

Canceling the "Anti CHAIN 3 Tries to pevent the 2 S ot &
Raigeki" offect activation of "Raigeki". M%mmM%EM]g‘lga—mr%bﬁi in| L!"’i«‘”' J”{J—'
Gl redttae el dﬁr’ i daémalglm&|zu,|rdz+-l.¢flsgimitzﬂmrmq 5z
The effect comes to nothing CHMN 2 Tries to deflect the "Raigeki" c

and can o onge b used ofec baok at he pporet.

Bk blee T
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All of the monsters on the CHMN‘l 1?16510(365110}’8“01“1"
cpperents it gy s n ocpprents ekl
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ITED WARRANTY

i of America, Inc. warrants to the original purchaser of this Konami software product that the medium on

miscomput.rpGWIaWdedisfrBefromdefectsin ials and wc hip for a period of ninety

0fflays from the date of gt’mhasa, This Konami product is sold “as is,” without express or implied warranty of

nd, and Konami Is not liable for any losses or damages of any kind resulting from use of this program.

i agrees for.a period of ninety (90) days to either repair or replace, at its option, free of charge, any Konami

postngé"ﬂ with proof of date of purchase, at its Factory Service Center. This warranty is not

able to normal wear and tear, This wamranty shall not be applicable and shall be void if the defect in the
‘gqﬂywapvoduct has arlsen lhrwgh abupe -unreasonable use, mistreatment or neglect.

GF (u.o‘msﬁ WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS

OBLIGATE KONAMI. ANY IMPLIED WARRANTIES APPLICABLE

ES OF MERCHATABILITY AND FITNESS FOR A

'(90) DAY FE0D OEECRIZED ABOVE. INNO EVENT
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