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The color of the inner trinngle also identifics the
hunight Class of the choracter,

Card Types
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Thersare four cord d1vpes wsed a0 the Knights of Stlver Kndghis = silver teinnple
the Fadine Collectalile Card Game. Gold Knights = gold ieiangle
Black Knights = Black triangle
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E Bnighi Power: The amouni of power that
this Enight can Attack or IRefend with,

ﬁl."nrll Xumbcr

G ifense Bffect: The cffcet this card hos
when it is nscd for Offense,

) Defense Effcet: The effeet this card has
when it s vused for Defense

i Wiibel Facil: When a cardiellcel increnscs
| ¥ouer Knight Power, it increases the power
of cach Enight, not just your tolal! |

level: Used to identify whether i Enight can
battle for o particolee Field Card, Also repre-
senis the Points that the Radght (s worth ance

limlely Foavl: In gnmeplay tecms, "l.-:.,ll]|:||;_
with™ means the ear YOU control, and
“bavtling agninst” meéans the coard vou ace
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-wi= TECHNIQUE CARDS =i
Fechnigue Cards are played in battle tosgoin o
faetical mdvantage overdapopponent, and

i{he Power {hev aeded during battle con be

nereased by paving o Cosmn Cosi

3 Card Naome

El'nwur Mcice: A charl bdicating how siuch
additionn] Power con be added toovour BEnlghit
Card, wod the Cosmo Cost that most be paid
||I| cnch Power inoréase

(B Card User: Indicates which Kaight or
Eniohis can vse this Technigue Cord

':-_:}lll'l'rﬂl.'l,: Eifcet: The cffeet this curd hos
when it Isused for Offense,

EI.;‘F#II#E Effcet: The elfect this card has

S .
when ivis used for Defonse
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Card Xunmber

= FIELD CARDS =i

Bicld Cards represent the places where'the
Baights of the Lodinc batele.
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ﬂl}!ﬂ.ﬂ The Level of elther playvers Knight (or
thesum of the Levels ol moltiple Enighis
controlled by one plaver in'l batilel must be
1 to or lower than this il Alsai the
'S nnﬂl.h-, r of Field Damaye 10 ke Lo fmin
i Seontrol of this Field Cards

1
: | Glfnrlf Name

i Eliﬂ‘m-l-. The effect thatthiseand has on the
Enlghts focobved in g bettleavers 1his Field

Card, o its effect on the resulfs of 1hat batile,

El Cord N¥omber
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== FOWER OF FODIAC CARDS =i

Eower ol Ladine Cards are plaved in battle (o
A @ tachicil aovanlngc over o peoment

¥ Card Xame

ﬂ"il.'ill'lu Cost: The amonnt of carnds that imust
b moved froon o player’s Cosmo area to their
Dascard Pile to bring thiseard Ints play and
activate its cHlecis

G"uml Eifeet: The effect this cand has when if
is plaved.

P hase:; The Phase ll'n turn do which
the Power of Zodiae Carvd moy be playved

G"ilr{l Kumber

mvilved In o Goge plices thelr o iyt
s that il conmects o thelr |:|:'I$I\II}I:'I||"\- ’ﬂ;l,l,lﬂ'u'_l torming o
slinced Fi l.| 1

ﬂ'ﬂwlﬂ iren: Formed by '||| icing two playinngs
togethcr, Thie Defensive plaver ployahiss

Field Cardafo this aren hefore (he game
bregins.

beck area: A plaver's slulfled Deck ts

ﬁrum:ﬂ face-down here, Cards drm o a
p'l,rij'l.;l'h haodsare {aken from the Deck,
Gm%l-l’“e: IMecnrds are illa.l.i'-u!t fiee up in

© s eren,

ClHealm of Enights area: Kaight Cards muy
be taved to this aren durlng the Deploy
Eaights phose. Enight Cards may be meved o
oEfrom this arca during the Move Phiase.
Fiawer of Zodine and T-l'-'-l'!h'l'livl'j'l.lﬂ. Cords iy b
plaved Rere during the Battle Phiase,

@l'm-mu aren: Any type oFeard miay b played
face down (o this nreh :lu.rIﬂg e Cosmn Plhise
to be used to pay hidtife Cosma Costs

@Point areca: An ..lru_u..tnr'rhg 1t ot the actunl
playmat, Defented Taights amd Bield Cards
that hoove been wiion are |:||uf|':':!_ imithis aren




Thigfised by plivers to pay the Power ufﬂbﬂim

M PORTANL: Por gameplay preposes, o cardis
T T e [+ | i -
considencd to be “in ploe® 400 I8 clthierdn the 9 e

e Beginning Play

| Healm of Bnights ared-or oa Eicld Cord

Belore beginning play, fip o coin’ or play
rovk plper-scissors o determine who will be on

C T ema e Foe v i L Y iy
Wi “”“”,., ihie (Gamc Hiensefor the first Contest. The plaver who is

o CHEense Tor the Hrst Contest will thien be on

Tl first plogyes to win 2 Contests wins the (ame: Defense dn the following Contest. Plavers

conthnne to altcrmnte be Iu.“ i CMTense and
Dvfense each Contest until a Goame winner has
been determine:d.

'l-Tillnita_g a Contesit

Fhisatarres deck las all the cards w1l meed to
clhallenge an apponent 1o o game. To begin, the
plaver on CHfense shoold remove all Fiehl Cavds
frome his Deck. The 1toral number of

remdining cards will coual 300 Cnlv the Diefender
nses Field Cords in Enights of the Sodie

The frst player to goin 20 Points wing thie Con-
teat, Thicee are Lwo ways o gain Points:
1} Deteating an opponent’s Knight in
Tt e.
23 Gadning control of a Field Card by
inflicting Ficld Damuage cqual to
the Limit of that Field Card,

Decks shanld chen e shnffed . Each plaver susd
allow their opponent 1o cot thedr own Deck ofter

it hies been shuffed. The Degksare then ploced
fice dowti in the Deck area of ench plaver's
playman

Fiaully, the Defender ploges his & Fleld Cards
face down on the Field nrea of the playmat

While fuce down, OXEY the Dfender can peel at
these cnrds,
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== 1. Deploy Tniolis 1%l =

Each player (Offense first) can chgose fo prepare
o Bnight for bottle by plaging their Kalght Coard
fice down in (e Reaidon ol Knightsarea of the
plignittEnch player 1s limited 0 playing 1
Hodght Coneel 1o thils arca per turnSEach player
i alan Choose not to play any KEnight Cards ad
all.

Rules olthe Game

Ruights afithe Zodiac hes & Phosed of pomeplay:

<= 1. Draw Plinse =

{0 the firsl turn, hoth plavers draw b cards: In
g¥ery subscquentturn, the plaver whose toen It
curcently isdrawscacds into his hand until i
confiais of Soodrds

"'-*-' Lo 0wmo I"hase =i *
Eagh' pliver (€ Tense first) can play ns miiy .
enrdsasthey'd lke, of any type, from Uieir lind
Lo e r:;ﬂ_-.qu_u-ﬂ:-c-u of the playmar, THe Cards
musbbe plagsd 6 this arca face doven, mndsE

A-mmximum of 6 Knight Cards are allowed to e
in ench player’s Realm of Knights area ol the n._u,d *

of thie Move Pliase

e

Card Cosma Cost andfor increazethe ,p:rm:rﬂf
Techitlgue Cards during the Battle Thsst {see
“Batile Fhase™).




=3=§, Move Phase =i

Lach pliyver (CHiense Hirst) may choosc Lo move
aty ntimber of heir Koights ducing (lils-phase,
Lt ach RKoight moay onely move anee per b
Enight Cards cemain in their enredinl orfentntion

(iace up o fnce down) during this plinse.
Plivers mny move their Knights from the Realm
al Baighis area (o o Ficlid Cacd ov vice-versa
However, plavers CANNCIT move n-Bonighi from

e Field Card (o another during the Move Phase,

Bnighns thatare moved tooa Field Card nee
preparing to do battle over that card, Knights
that gre moved 00 the Healm of Knights area are
pulling Buek from nn upeoming batile, oegre
helng prepared to move 1o a new Fleld Card on-a
sitbisequent turn

Enlglt Cards CAN be moved onto o Field Card
that isalveady occupled by another ol the samEe
ployer s badghis, provided that the siom of fhe
:1‘,,||||_=.'|:|;|.;' Leve s does nol exeeed the ]'.1I."I| Cnard s
Ll (see Batile Phase, Level Cheek).

Aopdphit Cacds don’t hiave to be moved at all
during this phase. For instasce, & playver oy
clhipose (o leave o Kndght Ehat I won-on provions
Ledtle on o porticalor Field Carvd there in order
Lo cltivve vob amotlic e Dattle vigior,

Beep dn mind that cacl plivver msy have oo more
than & Kofght Cards o thelrBEenlm of Enlghits
nren ol Lhe end of thigphase.
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a}) Level Cheek

Each player compares the Lewel of the Enight
fnvolved In the baitle (efhe sut of thelr
Knights' Levels™if they hovemultiple Knights
q:qn‘!:(:.ﬂjng_ﬂ Bateled (o the Limit printed on the
Field Card.

I the Level of the Offensive plaver's Knlght(s)
exceeds the Limdt printed on the Field Cand, the
batiléies not ke place. Instend, the Enightfe)
nre palled back wtlic Healm of Knights arcasle
the Disfensive pliver’s Bonight{s) excecd the Fiekd
Cattidimigethe Enight(s) are immediateleputied
Bagle (6 the Renbm of Knighes area, ani tlye Bield
Card I sent e the [Mecard Pile. [neither case,
T} 'ill'illl.f:f— are engncd Ly either |r|.|g;':.!.'_,.

B~ 5. Hatile Phase =i

Eaeli plaver stinultaneansly turns over all fmee
oo cards, both Enight Chards nnd Field Cornds,
that will be involved in e Battle Phose. Foce
down Field Cards oot dnvoleed in o boagele, Kuighi
Cord s in the Realm of Kxlghies aren, sd cands in
thie Cosmo meen remadn foed desmn:

If moee than one Field Card sl Bednvolved ina
baidtle this twrm the (lfensive plaver chooscs the
order of the battles: Eachibattle {8 eontesied in a

series of Steps:

b Cheek for Card Effcels

Both Kunight Cards and Fleld Cards have card
¢ffecis which may alter e patoome gln batiles
Bath plavers shuld gheekthecas déetivets of
thele swn cards, and communlcate pny relevant
cir eblects totheir opponent. Note that card
elfcets ghny widely, and some moy only he able tg
beappbicd after @ specified battle oulcome.
Regartding Tnight Cards, only the relevail card
pi'fci';‘t may e applicd: the “Offense” effect log
the Effenstee pldver, mud the “Defense” ¢lect e
the DEfemgive player

HE Wy hen e dose 0 hagtbe, discard afl caxds in
1o paakce the battle end in o g,

-
DEFENSE L When yon win o batils, mose 18 oen
d-af your chilee feom your Coema ares 00 Your

 ¢) Comparec Knight Power

Hork |:'!=|'1‘;.:r:1 compire the Power ol their Knigdhi
uigjn-,El. the Power of thelr Uppm_d.ll.:ﬂf.'& Ratlght
Remembcr to apply any card gffects rom

the previous Step that 11!1:5_]!'“;“: Power of the
Emights. The Knight with the highest power al
the end of e baole willbe the wigner of that
Batile.

If o pluyer is nsing moee fiam toae Boight i
o battle, the sum of THEEnighta S wer counls
the total Power,

!




d) Play Technigue or Power of Fodiae Cards
Hoth players may chioose 4o play Technigue. or
Power of Zodine Cards at this poiat tolry 1o altes
the anteome of Lhe battle fwthelr own favor,
Ench player (COffensc first) places o5 many Power
af Zadiie ind for Technique Cardsias they wish
face dowm o the Realm of Knights avea, direcily
Below the batile that is tking pluce. Ooee botl
plavers have finighed placing these cards on the
Kealm of Ruightsren, they are simultancously
rurngd facenp. Bath players must then pav (e
CasmoClpats fop the cordis) placed,

(IMPORTANT - If o plaser cannot pay the Cosme
Cost they commot bring those cards into play.
Aplayer thatbrings cards into ploy that they
cmntd poy formust e diately discued then,

In wddition. many Techaigue and Power of Sodiac
Cards speciflcally designate the Enighit andfor
Bnights that gan use them, 1T a player plays a
card that dacs not appiv to the Enight or Knlghis
i Battle. the card must be fmmedin]y
digenrded, Power of Zadiae cards also designate
thie Pliasge of the turnin whicl they may be
pliaved.

Pawer of Aodiae Cavds hove o set Cosmo Cost
antl effect. Technigue Cards, lowever. do not
have a Cosmo Cost However, their strengih can
b greatly inereased by paving Cosmio Costs
Each plaver (Offense first) can chopse to pay
Cosmo Costs for Teclmique Chrds (o further
intTense thelr powers

<ie

¢) Determine Balile {nieome

COnee Step d is completed, players.compare (e
final Power of the Enightsdavelved inthe battle
The plaver whose Kmight oe Enightsdiave the
highest power wins the battle,

TOTAL POWER : TOTAL POWER
00 &

IF the battle t5 o Tie, nothing hagpen s, All cards
involved in that haitle remminewhen® they are.
and Step [ is skipped

~18a

Refer to the chart on the side of the Technigue
Card for 1he Cosmo Costs thal must be r'\.;[i.:l for
cach level of increased power,

If o player 5 attacking or defond ing with
multiple haights, genernl card effects (those 1ha
do not specificnlly desipnate the Enlohis they
affecthare applicd to cach Enight, Also, o player
using multiple Knights wiio koses o battle Toses
ALL the Knighits invelved in that batgle,

iy Apply Baille Gulcome

The winner of the battle receives Foints equald™to
thie Level of the Enights hehas defeaged. 1The
winner (nkes himopponent’s defepted Knights
putd ilaces them in the Folnt arcato the Teft of
theplagmai (the€ards arc returned to their
gwner abthe cod of cach Contest), This is on
casy wiy to kecpetrack of how many points each
plover hos amasscd,

Rentember, the st player to reach 20 Points
wink the Contesd

The loset alst tukes o face down card frop the
g ofhis etk and puts it underneath andd !
perpendicular tihe Ficld Card whese the Lattle
hus st ialien phiiee: This is known as Efeld
Drnmipre.




Wlien Ficll Damage equnlsthe Linit ofa
particular Fickl Card, the face down Field
Bramnnge cards are discarded, and the winner of
il battle takes the Fielhf Cood and places it in
the Pointares, whercits Limit counts

towards the M Points necded toowin o Contlest,
Just us the Enight Cords di

I the plover on Offenge’s Roight is ancontested
in o battle over o Field Cocd, the Defensive
plaversimply places o Field Damage cond under
the Field Card, No points are gadned by cither
ployer, nnless the Fleld Daowige equals the limil
of the partienlar Field Card,

Ifa Ficld Card has only o Defending Baight and

o Bndght on Offense, nodbatele takes place there.

Finatly, any Technfgque and for Power ol Zodiac
Cards that have boen used dn this atile ace seat
1o thie THsenrd Pile.

<>

The termSdecking™ fefers to o player’s Deck
Leing cotmpletely wsed wp before & Contest has
been completed. In Enights of the fading, the
plazer whe has been decked is allowed to
roshullle his Diseard Pile to lorm a'new Leck:
Howewer, & Decking Penaliy s inewrred. Before
the Biseard Pile s reshuflled, the decked plaves
must choote 8 cards randomly from the Cosing
aren of theplaymat mod add them 1o the
diseards.

I n player that hos heen decked canmot pay the &
cord Decking Penaliv, play continnes) However
that plover must skip the Deaw Phase of his tom
for the remnindér of the Conlest

These Steps are then repented with ench hattle
wntd] all batiles are résolved,

The next turn for cach plaver then Begins,
starting with the Draw Phase.

et Remember that plavers 10
NOT altermnte between Offense ami
Thefense during o Contest, Inother words, o
plaver that begins o Contest on Offense
OIS (e |,'|‘||.|_"'|'.11|.' |.|'II' the gndire Contest
[iring the SEBSEQUENT Contest, the
Cfenstve pluyer becomes thic efensive
plover mud viceversa,

<>

For Buighes of the Aodioc, most players will wond
Lo prepare o separate Offense and Defense Deck.
(ifense Decks must contain exactly 40 cards
Prefense Decks must contadn exonctly 45 cirds;

B of which must be Fleld Coards, The contents af
these Dhecks comorbe alterad in any way doring
w Cimme

Whien bailding i Deck, plavers are noballowed to
include any duplicate cards (coeds with (e same
card gmmbee), Plavers can include twoocards of
1he sunie odme, ws bong as thedr cord nmmbers

e diliepemt
P




