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Rules for Deck Construction and Gameplay

These are the detailed gameplay and deck construction rules for rulers included

inthe Demo Deck, Giant Mechs & Yokai...IN SPACE! Starter Deck, Summon the Fell
Dragons! Starter Deck, and Booster Set Vol.1 Dawn of the Multiverse Alliance.

DECIDE YOUR RULES, DECIDE YOUR DESTINY

& Gare Ruler

Gameplay

Attack zones; 2, Defense zones: 1, Set zones; 3

D Setup (Steps before starting a game.)

None
( You start with 0 cards in hand and 0 resources.)

p Startof Turn
(Always do this during the start phase of your turn.)

Orive 2 cards.

(Fram the top of your deck, ook af 2 number of cards listed next to
the drive. You may play or set any cards fram amang them. To set 3
card, place it face down behind your ruler, Any cards that you do not
play or set are sent to the graveyard at the end of your main phase.)

P Modifiers (These are rules specific to this ruler)

You cannot have a hand (af cards), Ignore all effects that would
move or add cards to your hand.

Whenever you play a card, you can play it without paying the cost
forits level,
( You still have to pay any costs for activated abifities,)

Gameplay

Attack zones; 2, Defense zones: 1, Set zones: 3

B Setup (Steps before starting a game.)

Place 3 resources cards in a ready state behind your ruler.
Oraw 2 cards from your deck.

p Start of Turn
(Always do this during the start phase of your turn.)
Choose 2 of your resources and ready them.

Oraw 2 cards from your deck.
(Draw only 1 card an the very first turn of the game ifit's yours.)

P Modifiers (These are rules specific to this ruler)

Summon cap: 2

(During your turn, you may nemal summon a unit by paying a cost
equal to its fevel, You may do this up fo 2 times in a single furm.)
(Special summons do nat count towards this summan cap.)

Deck Construction Rules

-Deck Level Cap: 40
(The combined total level of all cards in your deck must be 40 or less.)

- @ (Counter) Cap; 16
(The total number of cards with the G icon in your deck must be 16 or less.)

-For each faction, you may include up to12 cards from that faction in your deck.
(The faction of a card is indicated by the faction icon on the bottom leff, as well
as its frame.)

(You may choose to have 0 cards from a chosen faction,)

Your deck can only contain cards which have a collector number that starts with
either "MD" or "2020" (or any card that has the same name as a card that fulfills
this restriction).

-The size of your deck must be exactly 50 cards.
You may have up to 4 cards with the same name in your deck.
-You cannot include any Legendary cards in your deck.

Deck Construction Rules

-Deck Level Cap: None
(You have no upper limit for the cambined total level of all cards in your deck.)

- @D (Counter) Cap: 16
(The total number of cards with the G icon in your deck must be 16 or less.)

-For each faction, you may include up to 12 cards from that faction in your deck,
(The faction of a card is indicated by the faction icon on the bottom left, as well
as its frame.)

(You may choose to have 0 cards from a chosen faction,)

Your deck can only contain cards which have a collector number that starts with
either "MD" or "2020° (ar any card that has the same name as a card that fulfills
this restriction).

-The size of your deck must be exactly 50 cards.
You may have up to 4 cards with the same name in your deck,

You cannot include any Legendary cards in your deck.

1. A - Apprentice

B included inthe Giamt Mechs & Vokal AW SPA0E! Starter Deck
and the Vol.1 Booster et

W Included in the Summan the Fell Dragans! Starter Deck and
the Yol] Booster set

Attack zones: 2, Defense zones: |, Set zones: 3

P Setup (Steps before starting a game.)

None
(You start with 0 cards in hand and 0 resources.)

p Startof Turn
(Always do this during the start phase of your turn,)

Drive 2 cards.

(From the tap of your deck, look at @ number of caras listed next fo
the drive. You may play or set any cards from among them. To set a
card, piace ft face down behind your riler, Any cards that you do not
play or set are sent to the graveyard at the end of your main phase.)

P Modifiers (These are rules specific to this ruler)
You cannot have a hand (of cards,). Ignore all effects that would

move or add cards to your hand.

Whenever you play a card, you can play it without paying the cost
forits level,
( You still have to pay any costs for activated abilities.)

Attack zones: 2, Defense zones; 1, Set zones: 3

D Setup (Steps before starting a game.)

None
(You start with 0 cards in hand and 0 resources.)

p Startof Turn
(Always do this during the start phase of your turn,)

Orive 2 cards.

(From the top of your deck, ook af a number of cards listed next to
the drive. You may play or set any cards from among them. To set a
card, place it face down behind your ruler. Any cards that you do not
Play or set are sentf to the graveyard at the end of your main phase.)

P Modifiers (These are rules specific to this ruler,)

You cannot have a hand (of zards). Ignore all effects that would
move or add cards to your hand.

Whenever you play a card, you can play it without paying the cost
for its level,
(You still have to pay any costs for activated abilities.)

fittack zones; 2, Defense zones: 1, Set zones; 3

p Setup (Steps before starting a game.)

Place 3 resources cards in a ready state behind your ruler.
Oraw 2 cards from your deck.

p Startof Turn
(Always do this during the start phase of your turn.)
Choose 2 of your resources and ready them.

Oraw 2 cards from your deck.
(Draw only T card an the very first turn of the game ifit's yours.)

» Modifiers (These are rules specific to this ruler)

Summon cap: 2

(During your turn, you may normal summon a unit by paying a cost
equal to its fevel You may do this up fo 2 times in 2 single turn,)
(Special summons do not count towards this summaon cap.)

Deck Construction Rules

-Deck Level Cap: 50
(The combined total level of all cards in your deck must be 50 or less.)

- @D (Counter) Cap: 16
(The total number of cards with the G icon in your deck must be 16 or less.)

-Choose 2 factions. You may have any number of cards from each of those factions
In your deck.
(The faction of a card is indicated by the faction icon on the battom left, as well
as its frame.)
(You may choose to have 0 cards from a chosen faction,)

-The size of your deck must be exactly 50 cards.

You may have up to 4 cards with the same name in your deck.

You may have up to1Legendary card with the same name in your deck.
You may have up to 2 different Legendary cards in your deck.

Deck Construction Rules

-Deck Level Cap: 50
(The combined total level of all cards in your deck must be 50 or less.)

- @ (Counter) Cap: 16
(The total number of cards with the G icon in your deck must be 16 or less.)

-Choose 3 factions. You may have any number of cards from each of those factions
in your deck,
(The faction of a card is indicated by the faction icon on the battom left, as well
as its frame.)
(You may choose to have 0 cards from a chosen faction.)

-The size of your deck must be exactly 50 cards.

“You may only have up to 1card with the same name in your deck.

You may have up to 1Legendary card with the same name in your deck,
You may have up to 2 different Legendary cards in your deck.

Deck Construction Rules

-Deck Level Cap: None
(You have no upper limit for the combined total level of all cards in your deck.)

- @D (Counter) Cap: 16
(The total number of cards with the icon in your deck must be 16 or less.)

-Choose 2 factions. You may have any number of cards from each of those factions
in your deck.
(The faction of a card is indicated by the faction icon on the bottom lef, as well
as its frame.)
(You may choose to have 0 cards from a chosen faction,)

-The size of your deck must be exactly 50 cards.

“You may have up to 4 cards with the same name in your deck.

You may have up to1Legendary card with the same name in your deck.

You may have up to 2 different Legendary cards in your deck.




DECIDE YOUR RULES, DECIDE YOUR DESTINY

Gate Ruler

Playmat & Rules Guide

Gate Ruler is a competitive card game between 2 players. Each player takes on the roleof a “gate ruler’,
choosing a ruler card that will dictate how they construct their deck and how they play the game itself
Then the players engagein a head-on battle, trying to defeat their opponent through strategic use of

various units, events, and other cards.

GLOSSAR‘Y I Hereare explanations ofsome common keywords and terms

used inthe game.

hcard placed under anather cand in play These areused & costs for Charge Shield and
some other abilities. When acard with 1 or mare charges leaves play, eerychameis
placed in its owner's grveyand.

M theend of your attackphase, if you heve an apen defensezane, you may move his unit
tothat 2one.

fter this unit attacks for the firsttime in a urn, it readies itself (furning wpeipht) and may

When this card enters your hand orif you driveit, you must revesl itand playthe card
Cards with Forced Reveal cannat be set.

Mave your apponent’s unit to your atteck 2one or defense sone. While it remains in play or
an effiect says o erwise, you may teat itas if it was yourunit.

Once you usethis ability, you cannat useany ability with the same name for rest of the

‘When this unitis attacked, before taking combat damage, dealdamageequalto i units
AT 1 the altaddang unit.

Mter this unit s attacked by an enemyunit but dosse't g2t destiyed, it desls damage
equal to this unit's ATK to e attaddng unit.

Thisis the actof puting aunit intoplay through a cand effect Special summans do ot
count towards your summon cap

Once you usethis ability, you cannat wseany ability with the same name for rest of the
current um.

For more information,
please visit the official
Gate Ruler website!

CARD TYPES &
CARD COMPONENTS

I FACTION ICON |

Everyunit card, event card, and field card belongs toone of five difierent factions, indicated in the
lower left comer by one of these icons.

g Volnar

RULER CARD

I Represents the player

UNIT CARD
[ Anally that can be summonedto fight longside the ruler

EVENT CARD
N

I Can be used for various effects to gain an advantage

FIELD CARD

I Has lingering effects while it remainsin play

RCE CARD
I Used to paycosts for cards and abilities TERMINOLOGY

(Donat put them in your deck!) Here is a list ofterms

for the components
that make up each

card type.

o Name
O Type
e Faction

O Lir
e Level

@ Reminder Icons
© Legendary Icon
O ATK (Attack)
@ HP (Hit Points)
@ STK (Strike)
@ Card Text

O Actributes @) Flavor Text

@ llustration

@ Collector Info

HOW TO PLAY 4 Iy

Drive is an effect triggered by certain card abilities and the Startof Tuen instructions of some rulers. When doing a drive, take thetop card ofyour deck and look at it (do not reveal it fo your oppanent!). You may play that card (ar setit, ifitsays that it can be set). 1fyou don't play or setthe cards you drive, then they go to your
graveyard at the end ofthe main phase. Also, if a card you drive has an & (overdrive) ability, you may use that ability by revealing the card to your opponent.

GOAL OF THE GAME

1 Place a number of cards in your ppanent’s damage zone equal to or greater han their fife total.
I tow much total e a playerhas & |isted on their rercard

2. Your opponent has 0 cards left in their deck.
I A playerwhahas run out of il cands in their deck will immedistely bose e game.

GAME SETUP

1. Placeyour ruler card in your ruler zone.

Example
shownbelow

Setup: None | caidsh
Start of Turn

Modifiers: Iroat all
cannot have a hand (okgares)

igiid the cost for them. You

I. START PHASE [ 3 II. MAIN PHASE o 1L CK PHASE Y IV. END PHASE

I 1fyour ruler and/or any of your units are exhausted
(turned sideways), ready them by turning them upright.

I Follow the instructions written in your ruler card's
Start of Turn.

Example: LA- Apprentice

. Start of Turn: Driv@

Playing cards & Standard Action abilities

I During this phase, you can play unit cards and field cards, placing them
into their appropriate zones. If acard costs 1 or more, then you canonly
play it byexhausting an equal number of your resources.
(When placing a unit inio a 2one that already has a unit, send the
pre-existing unit to its owner's graveyard,)

The card’s level, whichis the number on the top left,

Setting event cards
I Youmay set event cards by placing themface down into your set zones.
There isno cost for setting a card.

Moving units
I Youcan freely move your units between your attack zones and defense
Zone.

Attack zone — Defense zone M
Defense zone — Attack zone

(During the very firstturn of the game, that player can only attack once, either with their ruler or a unit)
Attacking units

I You can exhaust your ruler orone of your units to attack an enemy unit, dealing damagetoitequal to the atacker's ATK.

I Ifthe iotal dam age dealttoa unitduring this turnis equal io or exceeds its HP value, then that unitis destroyed.
I fa unit survives taking damage, it still retains all the damage dealt toit until the current turn's end phase.
I A unit being attacked does not deal combat damage back to its attacker.

Attacking a ruler

I ou can exhaust your ruk af yourunits 0 attack yourappanents rules, dealing damage fo them equal o the attacker's STK.

I When a ruler takes damage from an attack, their player reveals a number of cards equal to the STK of the
attacker. Those cards are then placed in the player's damage zone. f  revealed card has (G, then that
player usesits ability, afterwards placing that card in the graveyard (the card should be sent fo the graveyard
even if the ability doesn’t get resalved).

Resolving damage
Atackars STHis2,50

a2 candsfrom the
fop alfthe dack

Al ysing itsabiity, | Place oher candsin
sand bo the graveyard ) the damage rme

I Remove all of the damage accumulated
by surviving units.

I End and remove alleffiects that say “unti
the end of turn”.

Il End the turn, then the opposing player
starts theirturn.

By alternating tums,
each player repeats
steps I - IV until a
winner is determined.

THE GATE SYSTEM

IWhat is the "gate system"? I

In Gate Ruler, it's possible torespond to the use of a card or ability with Instant Action abilities. Instant Actions can be declared one after anothec Once each player has finished declaring all the cards and abilities theywant to playin response, the declared cards and abilities are
resolved in the reverse order of declaration.

Example 1

Player A declares the use of "Volatile Space Mimic" (#1) against Flayer fs "Cosmic Eplorer ™
destrayit. Butin response, Player B declares the use of "Desperate Resistance” (#2) asan Instant
‘Aetion. In this cse, the arderof resolution will be:

"Desperate Neslslance" — "Volatile Space Mimic'n

Inthis case, "Desperate Resistance"is resobved first, granting +3 HF %o "Cosmic Explorer &" urtilthe
end of lum. Now it czn shrug off the 1 damage from the "Volatlle Space Mimic" when it resolves net,

allowing "Cosmic Explorer B " toremain in play

Example 2

In respanseto Flayer A attacking with aunit hathas ZATK, Player B declares the use of "Tespemie
Resistance” (1) Yo protect their "Casmic Explarer Ed". In respanse, Player A deckiesthe useof
“Volatile Space Mimic" (#2) against "Cosmic Explorer Ed". In this case, the order of resclution will be:
“Volatile Space Mimic'n—»"llesperale Resistance” m

In this scenario, "Cosmic Explorer B willbe destroyed by the “Volstile Space Mimic” be fore

"Despesate Resistance"has a chanceto msobve.

Deal 1 damage to" Cosmic Explorer B"
with "Volatile Space Mimic"!

I Attacking "Cosmic Explorer Ed" with a unit ¢
that has2 ATK!

Grant +3 HP to "Cosmic Explarer Ed" with
“Desperate Resistance™!

Declaration #2

Grant +3HP to "Cosmic Explorer Ed" with
"Desperate Resistance™!

+3 P is granted to “Cosmic Explorer Ed”
from"Desperate Resistance™!

Resolution #2

Deal 1 damage to "Cosmic Explorer B4"
with "Volatile Space Mimic"!

1damage is dealt to "Cosmic Explorer Ed"
from "Volatile Space Mimic™!

[ ""
Hesolmmm

Tdamage is dealt o “Cosmic Explorer Ed”
from "Volatile Space Mimic"!

sounitis destray
sentia

"Cosmic Explorer Ed"is no longerin play,
s0"Desperate Resistance” fails toresalve,
going straight to the graveyard.




You can freely move your units between your attack zones and defense zone during your main phase.

ATTACK ZONE ATTACK ZONE
DEFENSE ZONE

P You may summon 1 unit here. A unit placed in this zone P Youmaysummon 1 unit here. A unit placed in this zone
can be exhausted (furned sideways) during your attack can be exhausted (furned sideways) during your attack
hase to perform an attack, either against an enemy unit hase to perform an attack, either against an enemy unit
p V , k g W sideways). While there's a unitin this zone, any attacks against your ruler are instead p P , g Y
or your opponent’s ruler. edirected to that unit or your opponent’s ruler.
{During the very first turn of the game, that playercan ' {During the very first turn of the game, that player can
only attack once, either with their ruler ora unit.) Damage Accumulation only attack ance, either with their ruler or a unit )

P Thisis where you place cards to Attacking a Unit P Damage is cumulative, with units retaining any damage dealt to them until the end Attacking a Unit P This is where you place your field

represent the damage dealt to your phase of the current turn, cards.
ruler. P Dealdamage to the enemy unit equal to the ATK of the P Deal damage tothe enemy unit equal to the ATK of the

attacker.If the total damage dealt tothe enemy unit D> (Touch Down) attacker, If the total damage dealt to the enemy unit
number of cards equal to the STK of dunngpusturn isequalto or greater thanits HP, then __ Some units.h.ai.le an ahility marked with this innnl.These (Touch durlnglthls turnis equal to or greaterthan its HP then
the attacker. Place the revealed that unit gets destroyed. Y ))%) Down) abilities are activated whenever the unit enters an attack zone that unit gets destroyed.

cards here. Attacking a Ruler or defense zone fter you play it from your hand. Attacking a Ruler D Regardless of how many there are,

you should apply the effects of all
P> Deal damage to your opponent's ruler equal to the STK of P> Deal damage toyour opponent's ruler equal to the STK of field cards in this zone.

the attacker. If the opponent accumulates damage equal the attacker. If the opponent accumulates damage equal
fo or greater than their life total, you win the game! toor greater than their life total, you win the game!

P You may summon 1 unit here. A unit placed in this zone s placed exhausted (turmed

P There's nolimit to the number of
field cards that can be placed here.

P Fromthe top of your deck, reveal a

P When the total number of cards
placed hereis equal to or greater
than the life total of your ruler, you
lose!

P This iswhere you place your ruler card.

PHASES OF A TURN

P In addition to attacking with units, youcan also attack with
your ruler during your attack phase by exhausting it (fuming

W 1. START PHASE

— _ P = it sideways).
CNT (Counter) . {During the very first furn of the game, that player can only ll.Readyynurrulerand units (rotate them so they 're upright).

I“I‘ One, ﬂ. & "..‘J..'LJ‘E... i .'lllo]. il J.I?u ) L]
Aactisnce Slber Nl i e 20 | 2. Resolve effects that happen“at the start of your turr”,

P Beforea card is placed here, if the

card has @2 on it, resolve its ) | : | Rules for Deck Construction and Gameplay
D (Counter) ability, which is ) . califo b8l

listed next tothe icon within NN P Eachruler hasdifferent deck construction and gameplay B 1. playcards B 2 setcards
= rules. To see the detailed rules foryour particular ruler,

W5 ted : please refer to the included pamphlet or visit our website at: W 3 UseStandard Actin abities ] 4 ove unit
P Aftera card's G ability is used, https://gateruler-official.com
put that card into your graveyard. ¥ III. ATTACK PHASE
[t's not counted as damage. ' Game Sc.tup and the Start Phase | 1. Attack with ruler I 2. Attack with units
(A cardwith goes fothe DECIDE YOUR RULES, DECIDE YOUR DESTINY , , o
graveyard even ifits G ability ) When starting a game, please follow the instructions listed w IV. END PHASE
:  Cara DD under Setup and Start of Turn on your ruler card.
doesn't get resolved) © Gate Ruler

Remove all damage from units. Remove any effects that say
“until the end of turn”,

(CNT

P This is where you place your deck.

OPPONENT'S TURN

P Your deckshould be constructed
according to the Deck Construction
Rules of your ruler.

P Thoroughly shuffle your deck before
starting a game.

< e P Youimmediately lose f you have 0
Event Card Use mon Timings for Events e i
- cards leftin your deck!
a .

P Standard Action -+~ Can be played during your main phase. You may play them
directly from your hand without placing them into a set zone first.

P Wheninstructed to drive, take the
top card of your deckand look at it.
You may play that card (orset it if it

) This is where you place event cards. The number of set zones you have s determined by
your ruler.

says it can beset). D You may set (slace face down) 1event card in each set zone you have.
Only the player whowas instructed

todrive may look atthat card. If you
drive a card but do not use it, put it

intoyour graveyard at the end of the
main phase. P Once an event card is resolved, it's sentto its owner's graveyard,

P You may play event cards when the conditions listed in their Timing are met.
When playing an event card, flip it over and revealit. Then pay its cost by exhausting a
numberof resources equal to the level of the event card.

P InstantAction ------- If setin a set zone, can be played at any time by flipping the card
face up and revealing it.

) Miscellaneous -------If the conditions listed on the card are met, then the card can be
played by flipping it face up and revealing it.

€D (Overdrive)

P Some units have an ability marked
with this icon. These “op°
(Overdrive) abilities can be used

whenynuldrivethatunitby P This is where you place any units
revealing it to your opponent, RESO URCE P Place anumber of resource cards here as specified by your ruler. These are your resources. Summon P The number of times you can normal summon a unit (putting it into play by paying its cost) during your turm that get destroyed or any event

oD ZONE ) Toplaya card, pay its cost by exhausting (furning sideways) a number of resources equal tothe level of the card & is dictated by your ruler cards after they get played.
Or this icont

being played. P Ifyour ruler does not mention a summon cap, then you have no limit to your normal summons.

Flip the event card face up to play t!



DAMAGE
ZONE

ATTACK ZONE

DEFENSE ZONE

ATTACK ZONE

PHASES OF A TURN

W 1. START PHASE
1. Ready your ruler and units (
B 2 Resolve effects that happe

W II. MAIN PHASE
B 1.Playcards B 2. Setcards
B 3.Use Standard Action abilities J| 4 Move units

W III. ATTACK PHASE

I 1. Attack with ruler B 2 ttack with units

W IV. END PHASE

I Remove all damage from units. Remove any effects that say
“until the end of turn”,

OPPONENT'S TURN

FIELD
ZONE

DECK
SLOT

RESOURCE

ZONE

GRAVEYARD



