
2 players       10-20 minutes

Two champions (each represented by their player’s deck) play cards 
from their hands in a series of duels to shatter their opponent’s 
defenses. The player with the last Ace wins.

Setup
1. Each player selects one deck to represent them.

2. Remove the Red Joker, Black Joker, and Aces from each deck.  

3. Place the Red Joker in your play area.  
(The Red Joker represents a player’s character and includes any 
special rules associated with that character.) 

4. Shuffle your Aces and place them face down to the right of 
your Red Joker.  
(The four Aces are a player’s defense and represent the amount 
of damage the player can endure before losing the game.) 

5. Place the Black Joker to the left of your Red Joker.  
(The Black Joker represents a special attack that is always 
available to the player.) 

6. Shuffle your deck and place it to the right of your Aces. 

7. Draw five cards to form your hand. 

8. Randomly select a player to go first, and begin the game.

9. Leave a space for your discard pile.

Combat Cards 
The cards in the deck represent attacks and actions the character 
can use. 

Every card in your deck has a Value, Suit, and Discipline. The Value 
is the number in the upper left corner of the card and is used to 
determine the outcome of Combat. The Suit is the symbol next to 
the Value. A few game effects reference the Suits, but mostly, they 
exist to allow the Showdown deck to function as a regular deck of 
cards. The Discipline, the word in the upper right corner, determines 
the type of Attack the card represents - Physical, Intellect, and 
Cunning.  The Card Effect describes a special ability that occurs when 
the card is in play, or for an Ace, when it is revealed. 

Note: Text on cards overrides text in the rules.

You must show your opponent any card placed into or drawn from 
your discard pile. 

If you ever need to draw a card from your deck and there are no 
cards left in your deck, you lose.

Turns
A turn has three phases.

Action Phase: Starting with the Attacker, each player has the 
opportunity to play an Action card from their hand, or Pass (do 
nothing). Continue alternating in this way until both players have 
Passed consecutively. 

Combat Phase: To resolve combat, each player must play a Feint 
and Strike card, if able. (Combat will be described in more detail 
below.) 

Note: A player is unable to play a Strike card if they have no cards in 
their hand.

Draw Phase: Each player draws two cards. 

At the end of every phase, if you have more than seven cards in your 
hand, you must discard cards until there are seven cards in your 
hand. (If you have seven cards or less, don’t do anything.)

Note: Some card effects resolve with a player shuffling their deck. 
Whenever a player shuffles their deck, the player must provide their 
opponent with an opportunity to cut the deck. 

How do we do random?
Random means neither player sees the choice before it happens. 
When randomly selecting a player, both players cut their deck, 
and the highest card wins. When randomly selecting a card, 
shuffle the cards, and hold them for your oppenent to select one.

Just for Fun
Use your Showdown deck as a normal 54-card poker deck.
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Attacker and Defender
The players alternate taking turns as Attacker and Defender. When 
it’s your turn, you are the Attacker; otherwise, you are the Defender.



Combat
Follow these steps to complete the Combat Phase. 

1. Attacker Feint: The Attacker plays one card face-up from 
their hand.   

2. Defender Feint: After seeing the Attacker’s play, the 
Defender plays one card face-up from their hand.  
 
A player’s face-up combat card is referred to as their Feint. 

3. Strike: Both players simultaneously play one card face-down.  
 
A player’s face-down combat card is referred to as their Strike. 
 
Note: Regardless of any other printed effects, any card in your 
hand may be used as your Feint or Strike cards during combat. 

4. Reveal: After both players play their Strike, all face-down 
Strike cards are revealed by turning them over.  

5. Determine Winner: Each player adds the value of their 
two played cards. The player with the highest total usually 
wins the combat. However, if both players play Strike cards 
from the same Discipline, the player with the lowest total wins 
the combat, instead. If both players have the same total, the 
combat is a tie. 

6. Activate Trigger: The winner may now activate a trigger 
if both their Feint and Strike have the same Discipline. The 
Trigger provides a benefit, depending on the Discipline of the 
matched cards. The Character (Red Joker) lists the benefits of 
achieving a Trigger within each Discipline. The winner of the 
Combat may now use the indicated Trigger, if able.  

Damage
For each point of Damage you receive, turn over and reveal one of 
your face-down Aces. If you ever receive enough damage to reveal 
your last remaining face-down Ace, you have lost the game. 

Aces
For each Damage taken, reveal one of your Aces, and gain access to 
its effects. Revealed Aces stay in play in front of you and grant you 
any effects printed on them. If you receive multiple Damage at the 
same time, reveal your Aces one at a time and apply their effects as 
they are revealed.

Ace Effects

• A Remove effect is used once, and you must remove the Ace 
from the game when you choose to use the effect. 

• An Immediate effect occurs once, as soon as it is revealed. 

• An Ongoing effect does not end while the Ace is face-up in play.

When an effect allows you to Heal a point of Damage, return one of 
your revealed Aces face-down. 

Note: Healing generally means you now know an Ace’s location, 
unless the effect directs you to shuffle the Aces afterwards.

You lose the game as soon as your last Ace is revealed, so you will
never be able to use the effects printed on your last Ace.

Card Types and Terms
If a card has multiple effects, complete those effects in the order listed.

Character (Red Joker): Represents the player’s character 
for the game and includes any effects received when you activate 
Triggers. It does not affect the game in any other way. 

Black Joker: An attack always available to the 
player. There are two edges on every Black Joker, 
each of which may have a different Value and be 
from a different Discipline.

The Black Joker may always be chosen as your 
Feint card, but it may never be chosen as the 
Strike. When using the Black Joker as your Feint, 
orient it so that the edge you wish to use as 

the Feint points toward your opponent; the other edge of the card 
is ignored. The Black Joker may never be discarded, drawn into a 
hand, or shuffled into a deck. Whenever your Black Joker would be 
discarded, it is instead returned to your play area. It may be used in 
subsequent Combats as normal. 

Removed From The Game: If a card is ever removed from the 
game, set it aside (somewhere other than the discard pile); it is no 
longer in the game. An Ace which has been removed from the game 
may not be Healed. 

Flip: If an effect directs you to Flip a card, look at the top card of 
your deck, then discard it, unless otherwise instructed.

Actions: Cards played during the Action Phase. Apply the effects 
written on them, then discard them. 

Combat: Cards with Combat abilities have effects which only occur 
when the card is used during Combat as a Feint or a Strike. Apply the 
effects written on them, then discard them.

Reacts: Cards played in response to something else occurring in 
the game. The card specifies when Reacts can be played and their 
effects. Discard them after use.

Discard: If an effect asks you to discard a card, take the selected 
card and place it face-up on your discard pile. If an effect does not 
specify where the selected cards are to be discarded from, then you 
must select the cards from your hand.

Reveal: All players see the card.

Example: The Jack 
of Diamonds has 
Intellect Trigger: 
Draw two cards. 
If the Jack of 
Diamonds is your 
character and you win 
a Combat in which 
both your Feint and 
Strike were Intellect 
Disciplines, you draw 
two cards. 
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7. Apply Damage: The loser of the combat now receives 
one Damage. If the Combat was a tie, neither player receives 
Damage.  

8. Resolution: After Damage has been applied, move all cards 
used for the combat to the discard pile.  
 
Note: If, for any reason, a player is unable to play a Strike 
during Combat, that player immediately receives one Damage 
and Combat ends. Feint cards are discarded. Both players may 
simultaneously receive Damage under this rule. 


