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_'_Introduction“

Arena format is the game’s “Basic” rules and is designed for the player vs
| player(s) experience. A standard Heroes of Havokk Arena format game is for
ll 2-8 players.

| Players must first construct decks by selecting a Hero to battle for the realm
‘of Havokk. Arena format is designed to be the quickest and most direct way
#l to play the game. Each player chooses cards for their decks from these types:

Character cards come in two forms: Hero
and Ally Character cards. Hero characters
the main card of the deck and whom you play
as. Ally Characters assist your Hero character
by providing defense or powerful assist
abilities.

Item cards are Equipment and Treasures
that characters use to empower themsel
Treasures are relics or devices, Equip:

are Weapons, Shield, Armor, and some
Treasures.

Events are cards used to represent an action
that would occur, temporarily changing the
scope of gameplay or providing a variety of
other effects.

Spelleraft cards come in two forms: Spells
and Rituals. Spells are single-use cards,
while Rituals remain in play until they are
removed or discarded by some game effect.
Both represent magical attacks and abilities.

Skill cards come in two forms: Abilities and
Techniques. Abilities provide you and your
characters with abilities to utilize during your
turn. Techniques can be used once, or
upgraded to a Signature Skill if it really define
your Hero’s playstyle!
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an Character Cards

Card Name

Card Types
Character, Event, Item, Skill,
and Spellcraft.

and card

d}
Spelleraft: Skill. 'Event

Card Subtypes & Alignment
pe of a card, such as “Spell” or
ure” are seen here. This includes
Alignment.
A card that doesn't spi
Alignment is

around this character.
and their playstyle.

Card Name

If your Hero is defeated...
ou lose!

Card Sibtype

o A

Character sta

Character stats
2 12
" Artist Credit




uipment and Character Equipment slots

Each Character has 5 Equipment slots to equip Item cards: Weapon,
ld, Armor, and two Treasures. Unless stated otherwise, a Character may
uip one Weapon, one Shield, and one Armor per character.

also include a subtype for what type of equipment or type the card (
: Sword, Armor, Shield, Treasure). An Item card must have qul'p

play an Item card with the ability from your
nters play attached to a character you control. That character
open equipment slot of that type.
ou may play Item cards with the ability when you have no
equippable characters in play, but you would then be required to spe:
action later to equip the item to a character.

Example: Olivia has Asclepius and Healing Vestments equipped.
Olivia’s total stats now equal: 17x, 18 S5 %ﬁ} ,and 25 HP.
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Introductlon

« Item equipment cards have no effect unless
they are equipped to a character.

« You may not activate the abilities of equipment
cards that are in play and not attached to
characters, including ongoing abilities, unless
specified otherwise by a special card effect or

ability.

« Whenever a Character is defeated or _
discarded from play, any cards equipped or
attached to that character are placed into
their owner’s discard piles.

« If an effect would banish a character from p.
any attached or equipped items on that
character are also banished.

« During the Action Phase, you may use one of
your actions to move/transfer a single
equipment attached to one of your
characters to another.

« Ifyou choose to do so, the Character yo
moving an item to must have that availab
open before the move is made.

r card types, such as Skills or Spelleraft may also attach to characters. These
jects follow the same logic as the equip ability, where they are attached to a specific

* There is no limit to the number of other
non-equipment cards that may be
attached to a Character or game object.

» Example: A Character has an ability that
grants +1 ) and +1 @ for each Skill
attached to that Character. The Character:
currently has 6 Skills attached to them,
so they get +63 and +6 @ bonus. (|

. ,Signature Skills count for effects that count the number of attached
objects. Cards that discard or banish Skill cards or attached objects
om play are examples of how a Hero could “lose” their signature
ill as an option during their turn.




g P}

Introductlon

' cards total).
il . You may only include up to 3 of any uniquely named cards in your deck. If there are
any dot (<) symbols to the right of the card name, this indicates how many copies
your deck may include.

+ Example: Card Name “*% = you may only include 2 in your deck.

- Epic Cards
» A card is noted as “Epic” in its Card Type field, for example: Epic Item -
Treasure. Epic cards are limited to one of each unique object in play at a time per
player. If another copy of the same Epic card or object comes into play under the
‘same player’s control, it is immediately discarded with no effect. Discarding the
object this way does not trigger other abilities.

» Each unique card or object is determined by its name as it appears
exactly. This means that if you two Epic characters, Talos, Ytaxian Behemoth in
play and you also have Talos, Aribus’ Champion in play, this is allowed. If you were
to have two of Talos, Ytaxian Behemoth then you are required to discard the copy.

nents / Alignment Specific Cards

are four game alignments, each representing different gameplay aspects,

Neutral — Buffs, boosts, abilities. Neutral is designed to work in any seenario, so ﬂ!ese“
are often meant to assist your Hero, cards that increase character stats or offer them new
abilities. Neutral cards are Blue.

|| Chaotic — Discard, Reeycle, Growth. Chaotic alignment uses cards as a resource, whether that
is in hand, the discard pile, or the deck. Many cards in this alignment affect hand eontrol,
shuffling, and recovering cards from your diseard. Chaotie characters buff each other or
themselves in the presence of other Chaotic characters. Chaotic cards are Red.

] Dark — Death, Decay, Sacrifice. Dark characters sacrifice their own health for power or draw
out the life force of others and weaken them. Many Dark alignment effects lower an opposing
character’s stats or provide a powerful buff to a card or ability when the Hero pays HP to power
up the card. Dark cards are Purple. ]

— Banish, Heal, Buff. The Light alignment is known for Banishing opponents’ cards
through their abilities to wipe out evil from Havokk wherever it appears. Light characters are
empowered by a variety of effects, and their power scales quickly in numbers. -

. Token cards are used to represent characters and objects created by
other cards or game effects. i

| include those cards in your deck and use the card, your Hero's alignment must match
‘the card's rules text and specified alignment.
» Example: “Dark characters only” cards can only be played by a Dark Hero and
include it in their deck, or the Hero would have to specifically have an ability that
allows them to play Dark cards.




play.
yer draws 7 cards and places them into their h

players have arranged their Hero cards and
r their opening hand, you may begin the game.
note: Players are not allowed to attack with any of
cters during their first turn of the game. This includes
ds played that instruct characters to attack or specif
n an attack.

1ple setup is seen below, but you only need to ensure tl
leck, Discard Pile, Hand, and Banished Zone are
om one another; “In Play” refers to any cards that are
nd not in any of the other zones. Otherwise, you can

ver best suits your playstyle.

Discard

()pponent,s S ’s Opponent’s

B i.,__ ‘, s oo i) © | Opponent’s
Opponent’s t’s) pe? Banish
4113&!.)

"t

Banish
Zone




How to Play

) s turn consists of four

Ending Phase
« Any of your
OL Siripe > “At the end of your
effects at the w = e = = : "I.[‘urn_._” OF YOUr
beginning of your : e opponent’s effects
turn are resolve: : hat last until the
You may c:h_ang'e ' - e “end of your turn
your Hero S ,- are ended and
Signature 4 % 2 ‘resolved.
SKill. : R
FEnding Phase ends.
Active player’s turn
ends.

player’s turn, do the following:

‘At the beginning of your turn” type of effects.
ponent has any cards or abilities that trigger at the |
 effect is resolved before yours are resolved.

ining the order to resolve their own effects in, the A
is decides the order the effects occur in.

nge your Hero’s Signature Skill.
nning of your turn, you may attach a Technique Skill
nd to your Hero. If your Hero already has a Technique Att
before attaching a new Technique this way.
an attached Technique Skill card's effect directs you to ban
place it in any other zone, ignore that effect while it is atta
ntrol. If an attached Technique Skill card would leave
, banish it instead.

card from your deck.
ng Phase ends.
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| Action Phase
' During each player’s turn, they are granted 3 actions to use during their
- turn. The Action phase is where Players will play cards, activate abilities, and spend
their allotted actions each turn. You spend actions to do one of the following
per action spent:
+ Use an Action ability.
« Each Action ability may only be used once per turn.
« Play a card from your hand.
*« Move/Transfer Equipment from one character you control to
another you control.
* Draw a card.

The two main types of abilities are “Aetion” and “Ongoing”. Action abilities require
‘one of your turn’s available actions to perform. Ongoing abilities are active while the
card is in play. Keyword abilities (e.g., m have rules specific to each
ability. These Keyword abilities are resolved first when playing a card.

T s '
(#): Discard this card from play to draw two cards. i § gets +1@) for each Ritual you control, |
1 §- i b to a max of +5. .

0 : Abilities that require an action to @: Ongoing abilities and do not
‘activate will have this symbol next to  require actions to activate will have
this symbol next to them.

' Timing and Swift Actions
Swift Action is a keyword ability on cards where the
effects of the card or ability can be used outside of your
turn or during your turn at times where you would
normally be unable to play a card.

When it is not your turn, you may only play one
card or ability or effect with Swift Action until the
beginning of the next turn. During your turn, these
cards and abilities still use your available actions as
normal.

« Example: If you use a Swift Action ability to draw
extra cards during your opponent’s turn, you would
then be unable to defend yourself with any Swift
Action cards or abilities later during their turn.

‘When multiple players play Swift Action cards or abilities simultaneously,
‘resolve them in the order that they were played. If there is a dispute over the

| order the cards were played in, resolve the dispute either through a vote, roll, flip, or
‘other means. You can also consult a game official when attending an official event.
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How to Play

Combat Phase

First, the Active player decides if they want to attack an opposing Hero or
ll Ally character with any of their characters.

« Effects that trigger “When you declare an attack...”
or “When entering combat...” are resolved at this
time. The Active Player decides the order these
events take place.

« Ifyour Opponent has any effects that also take
place during this step, their effects are resolved
before yours.

« All attacking characters must be declared
before any attacks are resolved.

* Your Hero may perform the attached Signature
Skill card in place of their attack(s) during your
turn (replace only your Hero attacks, not all characters).

« You announce to your opponent that your Hero is
using their Signature Skill, and order this as you would
other attacking characters you control.

When you complete a Signature Skill’s effeet, pl:
Recharge tokens on the attached Skill card, whe
the card's rank. You cannot perform the atta

card if there are any Recharge tokens on it.

At the end of each of your turns where your He
character attacked an opposing character and
use their Signature Skill, remove a Recharge token
from the attached Skill card.

« Once you've declared attackers, you cannot
add additional attacks or attackers unless a
special effect allows you to.

« If a player has any Ally characters, you must
attack them first.
« Ally characters serve as a defense for your Hero,
in addition to providing abilities and effects.

| Phase ends for the turn.
* Any effects that trigger “At the end of Combat” or “Until the end of
Combat” are resolved at this time.
« [fyour Opponent has any effects that also take place during this step, their
effects are resolved before yours.
Actions During Combat
- If a card or ability has the Swift Action keyword ability, it may be used during
| Combat. However, this still costs an action to play as it normally would if played
during your turn.
“» Signature Skills are used in place of a Hero’s attacks and do not require
_ Swift Action when being used this way.
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attacks, compare the attacking Character’s total
efending character’s total AC.

value meets or exceeds the AC value, then the atta
attacking character’s total damage value to the defen

Attacking a Character:

+ The attacking character has 16 attack.

+ The defending character blocks and
has 11 AC. 16 > (greater than) 11.

+ The attacking character deals 4
attack damage to the defending
character’s 3 HP, leaving them
with o HP.

attacks...

ding character’s total AC value exceeds the attacking ¢
 attack is successfully Blocked, and no attack dam:
racters are ahways considered to be "blocking
ether their block succeeds or not.

Blockingia Character

« The attacking character has 12 attack.
+ The defending character blocks
and has 15 AC.
e 12 < (less than) 15.
The attacking character deals o attack
damage to the defending player’s HP.
The attack is successfully blocked.




The Ending phase is the final turn phase.
~« This is where “At the end of your turn” type of
- effects are triggered, and any “Until end of turn”
effects would end. \‘:’3&,
«+ If your Opponent has any effects that occur TR
during the Ending phase of your turn, they  |§ v
are resolved before any of your own effects. s J’; ;

+ The Ending Phase of the turn is still a phase for ‘{l 7
the purposes of card playing, so if you have a card
with the Swift Action ability, you could play it
during this part of a player’s turn.

» After all effects have been resolved,

 the turn ends.

e T

< e

In-between Turns Effects
Some cards and abilities will instruct you to
complete a task “in-between” turns, such as tl
Toxic ability.
part of this effect deliberately takes place ou
of the other turn phases. These types of &
were designed to take place outside of the
. normal steps to prevent unintended changes to
the specific ability or effect.
Example: During your Ending phase you had
an effect that reads “Prevent all damage dealt
to your Hero character during your
opponent’s next turn,” this wouldn’t stop the
W |t e B Toxic damage from hitting your Hero
L —— character, because this takes place before your:
Opponent’s turn.
When resolving these types of effects, all
the effects that take place in between
turns are resolved before the next player
may begin their turn.

Ending the Game

The game ends when one of the following conditions is met:

» When you have defeated all opposing Hero characters, you win the game. _

« When all cards between a Player’s deck and diseard pile have been banished
from the game, they lose the game.

» All players agree to end the game if the majority agrees on a winner. (Stalemate)

» When a special card or ability would end the game.




Neutral Alignment

Destiny

Your opponents cannot bani

cannot banish a card with the Destiny abilily, evel
temporarily.

Faithful
You may treat this card as the same Alignment as your
Hero character (when it is in play and not).

& When searching a deck for a card with the

Faithful ability, you may treat the card as fhoug 1
is the same alignment as your Hero, or the card's
printed aligniment.

& When you play a character with the ‘ail
ability, you decide which aligniment the character:
belongs to when it enters play. Unless stated

se, it remains that alignment until it leaves

A deck may contain any nu

@ “Any”isup tu’59'u de
deck must contain 1 Hero cha
minimum, and for a total of 6
minimum. Otherwise
Limit.

Hidden

When the Hidden object 1s chosen for an effect, choose

odd or even, then reveal the top card of your deck
(treat 0 as even). If the revealed card’s EXP value
matches your choice, this object cannot be chosen for

of that opponent's effects until end of turn. Place
the revealed card at the bottom of your deck.

@ If your character succeeds when using thi

& If the top card of your deck is already revealed,

you cannot use the Hidden abili

& If you only have 1 card in your deck, you canno

use the Hidden abilii
& Effects that do no

as a target, such as “Deal 1 damage to all characters™

do not trigger or use the

Chaotic Alignment Ability Index

Gambit

When this card is discarded from your hand from an
effect or as part of an ability, banish it. Return it to your
hand at the beginning of your next tm'n

card for the turn,
ur hand before any other effects
re resolved. \

Reshape
When discarded from play, place a card with an
EXP value equal to or le arded card’s
EXP value from your di om of your
deck.

& Whe
discarded si

ard pile at the

 multiple cards with Reshape are
Itaneously, each player resolves each
and resolves these triggers individually.

xﬂns ability specifically applies when a card is
dl dfmm p.lﬂ;f“ hether Ihm means a

. from play, this is not the same and does not use

Reshape. N




Dark Alignment > | Ability Index

Anima [X]
When you play this card, you may pay X HP from your
Hero character.

& You canno
not have at least that much
character.
@ You cannot |
fmm Non-Herao ci g
@ Ifyou choose tWt > An
or ability, You mut t pe mﬁefor
resolving any other e card or ability

Toxic [X]

Place [X] Toxie tokens on the character dealt damage.
At the end of each turn, deal 1 unavoidable damage to
each character with a Toxie token on them, then
remove one of those tokens from each character with
one.

& In between turns,
removed from chara
characters simultane
order to resolve these ¢ gﬁ’e(' , Ol
triggered by remuvmg Te % 5[{1 e;
decides the order thei cls reso
the player who most ’C
& Thereis no lin
that can be placed on an

get ,,f.‘. -,-.E +1(Q

Purge

When you'play this card or activ

Non-Light card fronman

gge d by usmg the
en the ability is
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For more informﬁn about the game, official n}ngs, promotions,
upcoming events, Advanced Formats, and more... X )

please check out our offical website: .
/ HeroesofHavokk.com \ o

/ \

a Weird Dad Games production @ created by Chris Niedrich
v
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