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Your card collection will become
your avatar in battle. That's

“Cardfight!! Vanguard™!
In a cardfight, you will make a deck (army)
from your collection of cards, and using those
cards you will fight your opponent, A
vanguard is your avatar to lead your army.
The card placed on the vanguard circle will
become the vanguard. By stacking higher
grade cards on the vanguard, 1t will become
more powerful. With the aid of your army,
defeat your opponent!

and
D
if you deal 6 points of damage

to the opposing vanguard, or
if your opponent” s decl runs
out, you win!

If your attacker’ power is higher than or equal
to the opponent’ s vanguard, you can deal
damage. The fighter to deal 6 points of

damage faster wins. You can also win if your
opponent’s deck runs out.
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To cardfight, you and your
opponent will each need a
deck of 50 cards!
In a cardfight, each fighter will take turns
attacking and defending. Before you begin,
place a play mat on each side. If both

fighters have their 50 card deck ready, you
are set {0 go.

eak your limits

P o
ith Limit Break® @ﬂ

The new power “Limit Break” let s you
exceed your limitations. This ability
becomes active when you have 4 or more
cards in your damage zone and your back
against the wall. Can you go beyond your
limits and awake the powers that lie within?




Details of the Play Mat

The play mat is where the cardfight takes place. Cards played here

become units for battle.

Remember the 3 circles!

Guardian Circle
When you are attacked, this
is where you can call
guardians to defend, The
amount of shield gets added
to your unit being attacked.

Cards placed here indicate
the amount of damage
you have received. Once
you have 6 cards here,

you lose the cardfight.

| Vanguard Circle

The card placed here is your
avatar (i.e. your vanguard).
Ride a powerful unit to fight
your oppor!enl:,
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Rear-guards and
Euardians retired during

attle and cards you
discard go here.

Rear-guard Circle
This is where you place
units that fight alongside
your vanguard. Align
}(uur units in an optimal
jormation by moving or
exchanging their positions.

Details of a Card

Unit cards are the only type of card in “Cardfight!! Vanguard” , so this
page is all you need to read a card.

Grade

This number represents the
card’ s level of power. It
gives restrictions to what
cards you can ride and call.

Cards you reveal durin
a drive/damage chec
are placed here.

Put your deck

Skill lcon

All units have some sort of

icon here according to

their grade. It represents

Lhe type of skill that unit
as.

Ability Text
Special abilities will be
written here, as well as
costs and conditions to
use them.

Card Type

Units are either “normal
units” or “trigger units”
which have a trigger.

Power

This number is the card’s
strength in battle. If the
power is higher than or
equal to the sing unit,
the attack will hit. The
her the power, the more

'
advantage you will have in
battle.
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Remember the 2 numbers!

Shield
This number is the card’ s
strength when used as a
vardian. Units with a
igher shield have a
higher defense capability.
Some units do not have a
shield.

Trigger Icon

The icon here indicates
the effect that activates
when this card triggers
during a drive/damage
check.

Card Name

The name of the card.
You can only have up
to 4 cards with the
same name in a deck.

Clan

The group that this
unit belongs to. Some
abilities and efiects
will check a unit’s
clan.

Critical

Race

The unit’ s race is
written here. Some
abilities and effects will
check a unit's race,

Cards that have been | The pile of cards put
bound are placed | under your vanguard
outside the play mat. during the cardfight.

here face down. This number shows how much
g{r}a}\;‘;"cnni:'i :; dai _1his unit will deal when its
T o attack hits an opponent’s vanguarel.




The Type of Ilcons Use Your Unit's Abilities

Many types of icons will appear on cards, and they hold the key ina  Some units can activate special abilities by paying certain costs. They
cardfight. Remember the different types of icons to get an advantage. are all really powerful, so try to pull them off.

. T 7 T/ J:AL the beginning of your main phase, 110, and this ur:i!
Trigger Icons gets & +2000 untilend of turn,
There are 3 types of skills. Each If these icons are revealed during a (ACT [ o8 BV R ) 1@|am|pmm«mnppmﬂ
unit will have a skill icon drive/damage check, it gives a unit v |mmm"ﬁmm

according fo thelt gati 001 7 ?nd £ ad.dmm; il The cost is the action needed to activate the ahilit\,r.
Boost Critical Trigger

Units with this icon can Give a unit +1 critical. This Abilities are usually written in the order of type, [place

support attacks from the = | effect can be given separately 3 § toactivate], [cost], condition or timing, and effect.
back row G | fromm the power bonus.

Intercept_ iai Draw Trigger
Car'guar 5 In the front row i
with this icon can guard Draw a card from the top of

against an opponent’s attack,  QERAWE | YOUr Cecle Counter Blast
Twin Drivel - Stand Trigger The cost paid by turning over

A vanguard with this jcon Stand one of your rear-guards fii;:euq_cfnrd; in };o:rfnahn;ra%?
ill perform a drive check s in the rest state to attack zone. Turn over a nu 2
::\flicepwhen it auaclks_ {STANER again. cards equal to the number ”U”'blr of] fo"' in

Heal Tri indicated after the icon. A L ;,’U' damage zone.
2 rigger
il @ If the amount of damage you

Abllltg Icons . have is more than or equal to
There are three types of abilities ERL Kcul opponent’ 5, you can Soul Blast
according to the timing that they are eal one damage. / = -
A § To you Eoul e e it
Activated Ability Rules for Building a Deck zone. Choose a number of
This ability can be activated There is a set of rules for building a cards equal to the number

during your main phase by deck. You can build any deck as indicated after the icon.

paying the cost. long as you follow these 4 rules.

Automatic Abitliy A deck must contain

This ahiiir[y gets activated @ exactly 50 cards. Soul Charge
automatically when the timing You can only have up to 4 *

writlen on the card is met. cards with the same name. :;El.lﬁgf ::'m“l;:f:‘ (:r'é‘: g;u';;

Continuous Abili (3) There must be 16 trigger units. to the number indicated after the
If it is not specified on the Volicanonlv hava s icon. The cards can be used to
card, this ability is in effect as @ 4 heal tl‘igge‘r"s. P activate abilities with soul blast or

long as the card is on the field. ﬁg:y:lf:;sz: ﬁ;-lile you to have

The action of putting cards from




How to Make the Starters Guide

the blue side fi=:
facing up

©

Bring the two sides|
together sojthat the
slit opens up

Put the pages
togetherto
form a little book

If you have readjthelbluelss Perform the same [FSmg
spread it out \'\! - steps to shape
red side facing"Upthis'time it into a book again®
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The progression of a cardfight is shown above. Many phrases should be
familiar from the animation or comic. If you are not familiar, no need to
worry. You will learn as you go along.

If your hand and deck are ready, say “Stand up” , and turn over the
card you have placed face down. That card will become your avatar
e. your vanguard).Then, let the cardfight begin with the first tumn!




The turn starts with “stand &
draw” . Turn units in the rest
state (sideways) into the stand
state (straight), then draw a card
from your deck. Next, grade up
your vanguard with “ride”

Place a unit on top of your
vanguard with the same grade

as or 1 grade higher than your :

vanguard. You can only ride
once per turn. Constantly riding
up to grade 3 as quickly as
possible is the key to winning.

! [ € Drawa cand from your deck, and make

sure your opponent cannol seewhat its,
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Riding to a
higher grade on
each turn is the

~—key. You can

ride to the same
grade, but you
cannot ride to a
lower grade.
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Only units with the same or lower grade
than your vanguard can be called.

“Call” units to the rear-guard
circle to fight alongside your
vanguard. You can call any
number of units as long as their
grade is less than or equal to your
vanguard. Rear-guards can be
exchanged or moved vertically
within the same column. You
can also call units to replace
existing ones. Call units to use
activated abilities or abilities that
set off when they enter the field.
Align your units for battle with
the total power of units in the
front and back in mind.

You can call units to
replace existing ones.

Activated Ability

Activated abilities can
" be used before battle,
and they can be used

w multiple times.

Autornatlc Ability

An ability that can be
5 played when it enters

=——=—=— the field by paying the
(==




Attack!

You can only atta
unit’s in the front row.

Attadc with all units with shield n - — Move units in th n
. from your hand to the - Lo with “intercept” to the
18000 total pOwWEer guardian circle. ttackwi guardian circle.
: = 3 B You can only attack with | - s
units in the front row,

“Boost” the attacker's
power from the back row.

Rest your unit in the front row to . Increase the power The defending fighter can defend by
attack an opponent’ s unit in his or @H h // by "boosting calling units with shield from hand

from the back row.
By resting a unit with Defend by moving a
“boost” in the back row, unit in the front row with
behind, rest it to add power to the you can add its power to circle. Any number of guardians can % “intercept” to the

attacker. The fighter going first the attacker. Grade 0 and be called as long as their grade is 2 guardian circle; Grade 2
cannot attack on his or her first turn. &89 1 units have this ability. less than or equal to the vanguard. units have this ability.

attack.
her front row. If you have a unit

L and/or moving units in the front row
with the “boost ability” directly "%’5
\ NS

with “intercept” to the guardian
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7] © An eifect triggers | /3
if there is a trigger
Lokt @ Attack with vanguard icon in the top
right comer
=

© +5,000 power
to a unit plus an
additional effect! .

@ Flip over the tap
card of your deck

into the trigger zone

@ Drive check twice if
it has “Twin Drive!l”

H 0 The revealiad dard g0 o hand

Hand

If you attack with a vanguard, you
get to drive check. Flip over the top
card of your deck, and check its top
right corner. If there is a trigger icon
and you have a unit in the same
clan, you get the effect of the
trigger. The revealed card goes to
your hand. If the vanguard has
“Twin Drive!!”, you get to drive
check twice.

If a vanguard with
“Twin Drivel!”

= attacks, you get to
drive check twice.

& |t is the ultimate
ability that only
grade 3 units have,
and gives you
double the chance

to reveal a trigger.
If a rear-guard attacks, there is no

drive check, so proceed directly to
the damage check.

Drive check twice with Twin Drivel”

TCHeelqN

if there is a trigger
icon in the top
right corner

@ +5,000 power to
a unit plus an
additional effect!
] © Flip over the tap card of your
deck into the trigger zone

© Perform a damage check for
each damage you receive

Avar-gaand Cirche_| @ Retire all guardians

© Put the revealed card face up
into the damage zone

Compare the total powers of the
attacking and defending sides

Judge the Result of Bat'tle
including all effects, boost from
rear-guard, and shields of

guardians.|f the attacking side’ s

power is greater than or equal to | 1s000| | 15@9 ‘ 18000 | | mm
the defending side’ s, the attack will :
hit. If the attack hits a vanguard, the
defending player will “damage
check” . Check for a trigger, and put
the revealed card face up into the
damage zone. If the attack hits a -
rear-guard, put it into the drop  |:200001f| 2“"”

zone, Powers are the same

Attacker’ s power  Attacker’ s power
is higher is lower

I @ Compare the

powers after
adding all
effects from the

drive check.




If there are no more units to

attack with, end your tum.

When one attack (i.e. battle) ends,
the defending fighter retires all the
guardians. If you want to attack
more, go back to D and attack
with another unit. If there are no
more attacks, declare that you will

end your turn. Your opponent will
start his or her turn from B “Stand
& Draw"”. This sequence will
continue until 6 points of damage is
dealt or someone’s deck runs out.

Tips for Winning a Cardfight
@ Ride eachturn to reach grade 3
Exchange your hand before the
cardfight so that you have each
card from grade 1 to 3, and ride
on each of your turns.

@ Aim for a total power of 15000
To overpower opposing guardians,
call units so that you have a

combined power of 15,000 or
more between units in the front
and back row.

@ Attack the opponent’s vanguard
In order to deal 6 damage faster,
concentrate your attacks on your
opponent’s vanguard.

gine victory! )
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