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Follow Omi, a gifted monk-in-training from the Xiaolin Temple to 
destinations around the world. Omi leads his fellow trainees—rich Japanese 
hacker girl Kimiko, flashy Brazilian circus star Raimundo, and Texas kung 
fu cowboy Clay—around the world to find and protect sacred ancient power 
objects called Shen Gong Wu that hold the keys to mystical superpowers. 

Challenging the young monks in their quest are Evil Boy–Genius, Jack Spicer, 
and his team of ludicrous super villains—all competing for these objects in 
extreme Xiaolin Showdowns. The outcome of these showdowns could result 
in either side becoming the ultimate force for good . . . or evil!

Parts of a Card 
Card Name

Expansion Symbol

Special Ability Text

Training Icon

Rarity Symbol

Skill Needed

Card Type

Element Symbol

Power

Flavor Text Card Collector Number
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By now you should have played a few games using the 
rules on the playmat. All the rules you need to play 
with the cards in the Xiaolin Showdown™ trading card 
game (TCG) Starter Set are there on the playmat. This 
rulebook has the rules on the playmat plus the extra 
rules you’ll need to play with the cards you find in Xiaolin 
Showdown booster packs. It will be a lot easier to learn 
the game by playing with the rules on the playmat first.

In these advanced rules, you’ll learn about new types of 
cards like Masters and Villains. You’ll also learn some new 
things about the cards you’ve already seen in the basic game. 
And best of all, you’ll learn how to build your very own 
Xiaolin Showdown trading card game deck!

Object: Win 4 Xiaolin Showdowns that you started.

Setup: Shuffle your deck and put it face down in front of you. 
 Draw a starting hand of 7 cards. Decide which player will go first.

The playmat is included to help you learn where to set up your cards when 
you’re first learning the game, but once you’re an experienced Xiaolin 
Showdown warrior, you won’t need it. Just put your cards on the table or 
floor in the same spots as you would on the playmat. All you really need is 
your deck of cards!

Learning the Advanced Game

Showdown
Arena

Warrior
Training

Area

Vault

Boost
Card

Deck

Discard
Pile
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   On Your Turn
1. Draw a card to start your turn.
 Important! The person who plays first doesn’t draw a card on his or her   
 first turn. This is a rule that wasn’t explained on the playmat.
2. Untap any tapped Shen Gong Wu you might have in your Vault.
3. Play 1 Warrior card from your hand into your Warrior Training Area if you   
 want. Turn it so the name and Training Icon (Warrior head) are upside   
 down. You can’t play more than 1 Warrior card into your Training Area
 each turn.
4. Choose one:
 •Play a Shen Gong Wu card from your hand into your Vault (and your   
  turn ends).
 •Challenge your opponent to a Xiaolin Showdown!

If you don’t want to do either of these things, you can choose to do nothing 
and end your turn.

Important! The person who goes first doesn’t get to play a Shen Gong Wu 
card or start a Showdown on his first turn. He has to end his turn right away. 
This is another rule that wasn’t explained on the playmat.

   If You Don’t Like Your Starting Hand
If you don’t like your starting hand of 7 cards (for example, if your hand 
has no Warrior cards), you can put those cards on the bottom of your deck 
and draw a new hand but with one fewer card in it. You can keep doing this 
as often as you like, but you draw one fewer card each time! Once the first 
player has decided to keep his hand, then the next player decides.

   Tapping
In a Showdown, you’ll usually use some 
Shen Gong Wu in your Vault to help you 
fight. You must tap (turn sideways) any 
Shen Gong Wu in your Vault that you use. 
This keeps you from using them if your 
opponent starts a Showdown next turn.
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You’ll have to wait until a Shen Gong Wu untaps (straightens out) to use it 
again. This usually isn’t until your next turn.

Shen Gong Wu in your Vault are the only cards that tap. Warrior, Master, 
and Villain cards (and Shen Gong Wu cards played as Boosts) don’t tap.

   Skill Needed
To use the most powerful Shen 
Gong Wu and perform the strongest 
attacks, you need a lot of skill. Your 
skill is equal to the number of cards 
in your Warrior Training Area. The 
“Skill Needed” number on a card 
tells you how much skill you need to 
use the card.

You need to check the Skill Needed on a card when you:
•Play a Shen Gong Wu card from your hand into your Vault.
•Play a Boost card or Villain from your hand or from the top of your deck.
•Play a Master card from your hand into your Warrior Training Area.
•Use one or more Shen Gong Wu in your Vault to help you in a Showdown.   
 In this case, add up the Skill Needed numbers of all the Shen Gong Wu you  
 use to find the total Skill Needed.

Skill Needed doesn’t matter when you put a Shen Gong Wu into the 
Showdown Arena to start a Showdown.

To play a Boost card (or use a Shen Gong Wu in your Vault):
•You must have at least as much skill (cards in your Warrior Training Area)   
 as the Skill Needed on the card (or the total Skill Needed for all the Shen   
 Gong Wu you use). 
•At least one of your skill cards must match the color of the card you’re   
 playing or the Shen Gong Wu you’re using.

The rules for color work a little differently for Villain and Master cards.
See page 7 to learn more about how to play those types of cards.
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You use Warrior cards in two ways:
1. You play them upside down into your Warrior Training 

Area (where they give you the skill you need to play 
or use other cards). When your Warrior cards are in 
the Training Area, the text and numbers on them 
aren’t important; all that matters is how many cards 
you have there and what color they are.

2. You play them as Boosts to help you win Showdowns. 
You can play them from your hand or from the top of 
your deck.

Types of Cards

You fight over Shen Gong Wu in Showdowns. If you win 
a Showdown that you started, you get to put that Shen 
Gong Wu card into your Vault untapped. If you win 4 
Showdowns that you started, you win the game.

You can also play a Shen Gong Wu card directly into your 
Vault (but it doesn’t count toward winning the game).

You can use one or more Shen Gong Wu in your Vault to 
help you in a Showdown. You must tap any Shen Gong 
Wu you use.

You can also play a Shen Gong Wu card as a Boost, 
either from your hand or from the top of your deck. You only get to use the Power 
number, not any special abilities written on the card.

If a Shen Gong Wu card has any special ability text on it, that ability text only 
works when that Shen Gong Wu is in your Vault and you use it in a Showdown. 
The ability doesn’t work when you play the Shen Gong Wu card from your hand 
into your Vault, when the Shen Gong Wu is in your Vault but you aren’t using it 
in a Showdown, or when you play the Shen Gong Wu as a Boost (unless the card 
says otherwise). Shen Gong Wu cards with special abilities normally have a tap 
symbol oT to remind you that you need to tap the Shen Gong Wu in a Showdown 
to use its special ability.

Shen Gong Wu

Warrior



You play Master cards from your hand into your Warrior Training Area right-
side up. Play them instead of playing a Warrior card. To play a Master card into 
your Training Area, follow the instructions written on the Master card.

Master cards count just like Warrior cards toward your skill, so if you had 2 
Masters and 5 Warriors in your Warrior Training Area, you could play cards with 
a Skill Needed of 7 or less. While Master cards are 
in your Training Area, they also give you the special 
abilities written in their text box, but their Power 
number doesn’t matter.

You can play a Master card as a Boost, just like with 
a Warrior card or a Shen Gong Wu card. The Skill 
Needed works just like it does for Warrior or Shen 
Gong Wu cards (so if the Skill Needed is 3, you need 
at least 3 cards in your Warrior Training Area, at 
least one of which is the right color, to play it). You 
get to use the Master card’s Power number, but not 
its special abilities.

Master

You play Villain cards like you play Boosts, but they 
work differently after you’ve played them:
•Villains only work on defense. If you play one from  
 your hand or from your deck when you’re the attacker,  
 it does nothing.
•Color doesn’t matter for the Villain’s Skill Needed  
 number. You just need at least as many cards in your  
 Warrior Training Area as the Villain’s Skill Needed.
•Villains use the Power number that matches the color  
 of the Shen Gong Wu you’re fi ghting over.
•Villains fi ght against you and your opponent for the  
 Shen Gong Wu. If the Villain’s Power is higher than  
 your total or your opponent’s total, or is tied for  
 highest, the Villain wins! Discard the Shen Gong Wu.
•Your Shen Gong Wu and Warrior cards add to your  
 total, not the Villain’s.

Villain
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1. Put a Shen Gong Wu card into the Showdown Arena to fight over. 
You can do this by taking one from your hand (Skill Needed doesn’t 
matter) or by flipping over the top card of your deck. If you don’t flip 
over a Shen Gong Wu, discard the card you flipped and your turn is over.

2. You may use one or more Shen Gong Wu in your Vault to help you in the 
Showdown. You must have at least as many skill cards in your Warrior 
Training Area (with colors that match) as the total Skill Needed on all the 
Shen Gong Wu cards you want to use. Do whatever those Shen Gong Wu 
tell you to do. Then tap them.

3. Your opponent may also use one or more untapped Shen Gong Wu in 
his Vault (as long as he meets the skill requirements). He does whatever 
those Shen Gong Wu tell him to do, and then taps them.

4. You may play a Boost or Villain card either from your hand or from your 
deck to help you fight (as long as you meet the skill requirements). Put 
the card face down.

5. Your opponent may also play a Boost or Villain card from his hand or deck 
(as long as he meets the skill requirements). Put the card face down.

6. Both of you reveal your face-down cards.

7. Do whatever any Warrior Boost cards or Villain cards tell you to do.

8. Figure out who wins:
•Each player adds up the Power numbers from his Boost and from the   
 Shen Gong Wu he used in his Vault this Showdown.
•Villains the defender played are part of the battle as well, but they   
 don’t get to use the Power numbers of the defender’s Shen Gong Wu
 or Warriors.
•The highest total wins.
•If two players tie, the defender wins. If a player and a Villain tie, the   
 Villain wins.

Fighting a Showdown

8
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 Playing Boost Cards
Boost cards (Boosts) are Warrior cards, Master 
cards, or Shen Gong Wu cards that you play 
during a Showdown to help you win. Shen Gong Wu 
in your Vault that you use and Villains are not Boost 
cards. You can play a Boost card from your hand or from 
your deck. You need to have enough skill (cards in your 
Warrior Training Area) and at least one of those skill cards 
has to match the Boost card’s color or the Boost has no effect. 
Some special abilities will allow you to play more than one Boost card.

 Pressing
When you take the top card of your deck and play it as a Boost or Villain, 
it’s called pressing. Some cards have special ability text that will tell you to 
press. For example, Circling Eagle says, “You may press an extra card.” This 
means you would play a second Boost card.

9. Each player discards his Boost and Villain cards. (Don’t discard any 
Shen Gong Wu used in the Vault.)

10. If you started the Showdown and you win, put the Shen Gong Wu you 
were fighting over into your Vault untapped.

11. If you started the Showdown and you lose, put the Shen Gong Wu you 
were fighting over into the discard pile.

Remember, if you win 4 Showdowns that you started, you win the game! 
Winning Showdowns your opponent started doesn’t count toward winning 
the game, though.

After a Showdown, the other player gets to go and follows the same steps 
listed under “On Your Turn.” Keep going back and forth until somebody wins 
4 Showdowns that they started!

(Pressing continued pg. 10)



  Doing What Cards Say
Sometimes, cards will tell you to do something you can’t do. For example, a 
card might say, “After this Showdown, put a Shen Gong Wu from your discard 
pile into your Vault.” If you don’t have any Shen Gong Wu cards in your 
discard pile, just skip that instruction. This is different from cards that say 
you have to do a particular thing to use them. For instance, a card might say, 
“To play this card, discard another card from your hand.” To play the card, 
you have to discard a card from your hand. If you don’t have any other cards 
in your hand, you can’t play the card.

Sometimes, one card will tell you to do something while another card says 
you can’t. Whenever this happens, the “can’t” always wins.

To press a card, don’t look at it—just take it from the top of your deck and 
put it face down. When you both reveal your cards, if you have enough skill 
and at least one of those skill cards matches the revealed card’s color, the 
card works—its Power is added to your total and you get to use its special 
ability if it’s a Warrior card. (If it’s a Villain card, follow the special rules for 
Villains.) If you don’t have enough skill, or you don’t have a skill card that 
matches the color, it has no effect.

10

Your total is 6+5+1=12

15
6
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Sometimes, a few different cards will try to do things at the same time. 
The order things happen in usually doesn’t matter because everybody will 
get all of their effects. But in case it does matter, here’s the order in which 
things happen. If the player whose turn it is has cards that make other 
cards have no effect, they go first. Next come any of the defending player’s 
cards that make other cards have no effect. After that, the player whose 
turn it is does all the rest of his things in any order he wants. And finally, 
the defending player does his things in any order he wants.  
  Running out of Cards
It’s possible to run out of cards in your deck. If your deck ever runs out, you 
lose as soon as you try to draw or press a card but can’t.

  Building Your Own Deck
One of the most exciting parts of the Xiaolin Showdown trading card game 
is building your own deck! You can find more cards to play with in booster 
packs or by trading with your friends. You can build your deck however you 
like, as long as you follow these simple rules:
•Your deck must have at least 60 cards.
•You can’t put more than 4 cards with the same name in your deck.

It’s tricky to build a good deck. Here are some things to think about:
•At least half your deck should be Warrior cards, since you need them to   
 play other cards.
•At least a third of your deck should be Shen Gong Wu, since you need   
 them to win.
•Don’t use Master cards with high Skill Needed numbers if    
 you’re playing two or more colors.

A good place to start in a 60-card deck might be 35 Warriors, 20 Shen Gong 
Wu, and 5 Villains or Masters.

After you build your deck, play it a lot! Replace cards that don’t help you or 
that you can’t play very much. Keep playing your deck and making it better, 
and soon you’ll be able to take down your opponents. Remember, the best 
part of trading card games is that you can put any card you want into your 
deck, so start experimenting!
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Q:   What are the names of the four colors? 
A:   Dark blue (Omi—Water), light blue (Raimundo—Wind), red (Kimiko—

Fire), and yellow (Clay—Earth).

Q:   Can I play a Warrior card into my Training Area and play a Master card on 
the same turn?

A:   No.

Q:   If I play a Warrior card into my Training Area, can I still play a Warrior card 
later as a Boost?

A:   Yes.

Q:   If I play a Warrior card into my Training Area and it says, “Draw a card,” do 
I get to draw?

A:   No. You use the special ability text and numbers on a Warrior card only 
when you play it as a Boost.

Q:   If I play a Shen Gong Wu card into my Vault or I play it as a Boost, and it 
says, “Draw a card,” do I get to draw?

A:   No. You use the special ability text on a Shen Gong Wu only when it’s in 
your Vault and you tap it to help you in a Showdown. If you put a Shen 
Gong Wu into your Vault, its ability won’t do anything right then. If you 
play it as a Boost, you just add its Power. If you put it in the Showdown 
Arena so you can fight for it, its ability and its Power have no effect.

Q:  Can I play a Shen Gong Wu directly into my Vault and challenge my        
 opponent to a Showdown?

A:   No. You can only do one of those things on your turn.

Q:   If I flip a card off the top of my deck to start a Showdown, but it turns out 
not to be a Shen Gong Wu (so there’s no Showdown), can I now decide to 
play a Shen Gong Wu card from my hand to start a Showdown? Or can I 
decide to play a Shen Gong Wu card directly into my Vault now?

A:   No, you can’t do either of those things. Your turn is over.

Frequently Asked 
Questions
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Q:   If I use a Shen Gong Wu in my Vault with a Skill Needed of 6, and I have 
8 cards in my Warrior Training Area, what’s the biggest Boost card I can 
play? One with a Skill Needed of 2 or of 8?

A:   You can play a Boost card with a Skill Needed of 8.

Q:   If I want to use both a red Shen Gong Wu and a dark blue Shen Gong Wu 
in my Vault, do I need both a red skill card and a dark blue skill card in my 
Warrior Training Area?

A:   Yes.

Q:   If I use 3 red Shen Gong Wu in my Vault, each with a Skill Needed of 3, do 
I need to have 9 cards in my Warrior Training Area, one of which is red? Or 
do I need 9 cards in my Training Area, 3 of which are red?

A:   You need 9 cards, 3 of which are red.

Q:   If my opponent starts 4 Showdowns, and I win all 4, do I win the game?
A:   No. Only Showdowns that you start count toward your winning the game.

Q:   Do I get my opponent’s Shen Gong Wu if I win a Showdown he started?
A:   No, it just gets discarded. You only get the Shen Gong Wu if you win a 

Showdown that you started.

Q:   Fist of Tebigong says “If you win this Showdown, choose a tapped Shen 
Gong Wu with a Skill Needed of 2 or less in your opponent’s Vault and 
discard it.” I tapped it to use it in a Showdown and then pressed a Villain. 
My Villain won. Does the effect from Fist of Tebigong happen?

A:   No. You didn’t win the Showdown—the Villain did.

Q:   I used a Shen Gong Wu that lets me press 2 cards in one Showdown. They 
were both Villains. Do the Villains add their Power numbers together?

A:   No. Each of them fights separately.

Q:   Do I have to use the playmat?
A:   No, it’s there to help you learn. Once you know how to play, you can keep 

using the playmat if you like, or you can just play on any flat surface. You 
don’t have to carry the playmat around with you—all you really need is 
your deck!

Q:   Can I have 4 Omi–Dragon in Training and 4 Omi–Xiaolin Apprentice cards 
in my deck?

A:   Yes. Those cards do have different names.
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Q:   Can I start a Showdown for a Shen Gong Wu with a Skill Needed of 8 even 
if I only have 5 cards in my Warrior Training Area? If I win, do I get to put 
the Shen Gong Wu into my Vault?

A:   Yes, and yes. But you won’t be able to use that Shen Gong Wu in any 
Showdowns until you have at least 8 cards in your Warrior Training Area. 
Also, any special ability text on the Shen Gong Wu won’t have any effect 
until you have 8 cards in your Training Area.

Q:   Can I play a Shen Gong Wu card from my hand into my Vault if it has a Skill 
Needed of 8 and I have only 5 cards in my Warrior Training Area?

A:   No.

Q:   If I press a card, and the Skill Needed is too high, it has no effect. Can I 
play a Boost from my hand that has a Skill Needed that’s too high, and 
have it do nothing?

A:   Why would you want to do that? You’re just trying to make trouble, aren’t 
you? Well, okay, you can if you want. (Maybe you’ll trick your opponent!)

Q:   Do I ever tap the cards in my Warrior Training Area?
A:   No, the only cards you ever tap are the Shen Gong Wu in your Vault that 

you use.

Q:   While I’m using a Shen Gong Wu in my Vault to help fight in a Showdown, 
does it still count as being in my Vault?

A:   Yes. It never leaves your Vault during that time.

Q:   Why do you play Warrior cards in the Training Area upside-down?
A:   It’s a way of reminding everyone that the words and numbers on those 

cards have no effect.

Q:   When a card with 1 Power says, “This card gets +2 Power,” does that card 
add 2 Power or 3 Power to my total?

A:   It adds 3 Power to your total (the card’s 1 Power, plus 2 more Power), not 
2 Power.

Q:   Two-Ton Tunic says, “This card gets +6 Power if your opponent plays a 
Villain.” Does that mean +6 Power for the rest of the game?

A:   No, card abilities used in a Showdown only last for that Showdown.

Q:   Do I have to play a Boost in a Showdown (if, for example, I know I’m going 
to lose anyway)?

A:   No.
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Glossary
attacker 
In a Showdown, the player who started the Showdown.

Boost card (Boost) 
A card you play from your hand or from the top of your deck 
to help you win a Showdown. Shen Gong Wu in your Vault that 
you use aren’t Boost cards. Villains aren’t Boost cards either.

card type 
The first word on each card’s keyword line. The current card types are: Master, 
Shen Gong Wu, Warrior, and Villain.

collector card number 
The numbers at the bottom of a card that make cards easier to organize.

color 
The cards in the game have four colors: dark blue (Omi), light blue (Raimundo), 
red (Kimiko), and yellow (Clay). Black (the Villain cards) doesn’t count as a 
color. The colors are also linked to the four elements of the main characters: 
Water , Wind , Fire , and Earth .

deck 
The pile of cards you haven’t played with yet. Each player has his own deck. 
After shuffling, you can’t look at the cards in your deck or in your opponent’s 
deck unless a card tells you to. See page 11 for how to build your own deck.

defender 
In a Showdown, the player who didn’t start the Showdown.

discard 
Put into a discard pile. To discard a card, you remove it from wherever it was. 
Then it goes to its owner’s discard pile.

discard pile 
Where all discarded cards go. It’s always face up, and either player can look at it 
whenever he likes.

draw 
Put the top card of your deck into your hand.

element symbol (see color)

expansion symbol 
This symbol tells you which set the card is from.
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flavor text 
Italicized text at the bottom of some cards. Flavor text has no effect on game  
play—it’s just there for fun.

hand 
The cards you’re holding but haven’t played yet. There is no limit to the number 
of cards you can have in your hand. You have a hand even if there are no cards 
in it.

keyword line 
The word or words that appear on cards below the card name. Other cards and 
the rules may refer to keywords.

Master 
A type of card. You play Master cards into your Warrior Training Area like Warrior 
cards, but Masters have special abilities you can use while they’re in the 
Training Area. You can play Master cards as Boosts, but then they don’t get their 
special abilities.

play 
Use a card in your hand or from the top of your deck. You play cards when you 
use a Boost or a Villain card in a Showdown, when you put a Shen Gong Wu 
card from your hand into your Vault, or when you put a card into your Warrior 
Training Area. Taking a Shen Gong Wu from your hand to start a Showdown or 
flipping a card off the top of your deck at the start of a Showdown to see if it’s a 
Shen Gong Wu isn’t playing it. Pressing a card as a Boost is playing it whether or 
not you meet the requirements for the card to actually work.

Power 
The number in the hexagon on the lower left of a card that shows how strong it 
is. You total up Power numbers to figure out who wins a Showdown.

press/pressing 
Playing a Boost or Villain card from the top of your deck, instead of your hand, 
in a Showdown. 

rarity symbol 
There are four levels of rarity for Xioalin Showdown cards; Premium ✪, Rare ★, 
Uncommon ✦, and Common ●.

Shen Gong Wu 
A type of card. Shen Gong Wu can be won in Showdowns that you start (win 4 
Showdowns you start and you win the game), played into your Vault directly, 
used in your Vault to help you win Showdowns, and played as Boosts. Special 
abilities on Shen Gong Wu only work when they’re already in your Vault and you 
use them in a Showdown (unless the card says otherwise).
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skill 
The number of cards you have in your Warrior Training Area.

Skill Needed 
The number in the circle on the upper left corner of a card that shows how many 
cards you need in your Warrior Training Area to play the card or use it in your 
Vault.

Showdown 
A Xiaolin battle you can start on your turn in an effort to win a Shen Gong Wu. 
Win 4 Showdowns that you start and you win the game! 

special ability text 
These are special rules that you get to use in certain situations when you play a 
Boost or Villain card, use a Shen Gong Wu in your Vault, or have a Master card in 
your Warrior Training Area. This text is above the flavor text.

Tap oT 
Turn a Shen Gong Wu in your Vault sideways. This shows that you’ve used it. 
You’ll have to wait until the Shen Gong Wu untaps (straightens) to use it again. 
That usually isn’t until your next turn.

Training Area (same as Warrior Training Area)

Training Icon 
The upside-down head on Warrior cards. It will be right-side up if the Warrior 
card is in your Training Area!

untap 
Straighten. “Tap” means “turn sideways,” so to untap a card, you turn it back.

Vault 
The place where you keep your Shen Gong Wu. You can play Shen Gong Wu cards 
directly into your Vault, or you can win them in Showdowns. Shen Gong Wu you 
play as Boosts don’t go into your Vault (they just get discarded).

Villain 
A card type. You play Villain cards like Boosts, but Villains don’t have color 
requirements, don’t get Power bonuses from Shen Gong Wu or Warriors, and 
only work on defense (so a Villain can never help you win a Shen Gong Wu).

Warrior 
A card type. You play Warrior cards into your Training Area (where you don’t get 
to use their special abilities, but they do help you play other cards) or as Boosts.

Warrior Training Area (same as Training Area) 
You play your Warriors and Masters here to help you play other cards later on. 
Each card here counts as 1 skill.
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❏ 1 Chase Young ✪

❏ 2 Circling Falcon ✪

❏ 3 Clay—Xiaolin Apprentice ✪

❏ 4 Fist of the Bear ✪

❏ 5 Golden Tiger Claws ✪

❏ 6 Heart of Jong ✪

❏ 7 Jack Spicer ✪

❏ 8 Judolette Flip—Fire ✪

❏ 9 Kick of the One-Legged Ox ✪

❏ 10 Kimiko—Xiaolin Apprentice ✪

❏ 11 Lotus Twister ✪

❏ 12 Mala Mala Jong ✪

❏ 13 Moby Morpher ✪

❏ 14 N. Tubbimura ✪

❏ 15 Omi—Xiaolin Apprentice ✪

❏ 16 Raimundo—Xiaolin Apprentice ✪

❏ 17 Reversing Mirror ✪

❏ 18 Rio Reverso ✪

❏ 19 Seismic Kick—Earth ✪

❏ 20 Tornado Strike—Water ✪

❏ 21 Tsunami Strike ✪

❏ 22 Typhoon Boom—Wind ✪

❏ 23 Wudai Crater—Earth ✪

❏ 24 Wudai Mars—Fire ✪

❏ 25 Wudai Neptune—Water ✪

❏ 26 Wudai Star—Wind ✪

❏ 27 Wuya ✪

❏ 28 Changing Chopsticks ✦

❏ 29 Crane Strike ●

❏ 30 Cube of Haniku ●

❏ 31 Dance of the Monkey ✦

❏ 32 Eagle Claw ●

❏ 33 Fist of the Bull ★

❏ 34 Flying Roundhouse ●

❏ 35 Flying Tiger Strike ✦

❏ 36 Four-Grasp Punch ✦

❏ 37 Golden Finger ✦

❏ 38 Hoduku Mouse ✦

❏ 39 Mantis Roll ★

❏ 40 Mind Reader Conch ✦

❏ 41 Monkey Staff ✦

❏ 42 Omi—Dragon in Training ★

❏ 43 Orb of Tornami ✦

❏ 44 Repulse the Monkey ★

❏ 45 Sands of Time ★

❏ 46 Scorpion Tail Strike ★

❏ 47 Scorpion’s Reversal ●

❏ 48 Snake Kick ★

❏ 49 Snap Kick ●

❏ 50 Third-Arm Sash ★

❏ 51 Tornado Leap ●

❏ 52 Two-Ton Tunic ●

❏ 53 Brewing Storm ★

❏ 54 Cow Digging Tunnel ●

❏ 55 Crocodile Wiping Windows ✦

❏ 56 Dance of the Clouds ★

❏ 57 Dance of the Falcon ★

❏ 58 Danger Sneakers ✦

❏ 59 Darting Newt ●

❏ 60 Dragon Breathing Fire ✦

❏ 61 Longi Kite ●

❏ 62 Mantis Flip Coin ✦

❏ 63 Morphing Butterfly ✦

❏ 64 Plowing Yak ★

❏ 65 Praying Mantis ✦

❏ 66 Raimundo—Dragon in Training ★

❏ 67 Roaring Phoenix ★

❏ 68 Silk Spitter ●

❏ 69 Smashing Elephant ●

❏ 70 Storm of Sparrows ✦

❏ 71 Sword of the Storm ★

❏ 72 Thorn of Tectonic ✦

❏ 73 Tiger Instinct ✦

❏ 74 Wings of the Great Eagle ●

❏ 75 Bat Flying Low ★

❏ 76 Bubble Brains ●

❏ 77 Circling Eagle ✦

❏ 78 Cobra Coiled Tight ●

❏ 79 Cobra Entering Cave ●

❏ 80 Dragon Spitting Fireballs ★

❏ 81 Eagle Attack ●

❏ 82 Eagle Scope ●

❏ 83 Eye of Dashi ✦

❏ 84 Falcon’s Eye ★

❏ 85 Fountain of Hui ★

❏ 86 Fox Stomping Grapes ★

❏ 87 Fury of the Ferret ●

❏ 88 Horns of the Iron Bull ●

❏ 89 Kimiko—Dragon in Training ★

❏ 90 Lurking Leopard Strike ★

❏ 91 Monkey Catching Clouds ●

❏ 92 Ninja Sash ●

❏ 93 Pig Fighting Rooster ✦

❏ 94 Rainbow Star ●

❏ 95 Snake Slithering Slowly ★

❏ 96 Star Hanabi ✦

❏ 97 Tangle Web Comb ✦

❏ 98 Toad Taking Naps ✦

❏ 99 Trout Chasing Rainbow ✦

❏ 100 Cheetah Lurking Low ●

❏ 101 Chicken Riding Ox ✦

❏ 102 Clay—Dragon in Training ★

❏ 103 Cougar’s Bite ★

❏ 104 Crouching Cow, Hidden Tiger ✦

❏ 105 Culver Crystal ●

❏ 106 Da Hippa Hoppa ●

❏ 107 Fist of Tebigong ✦

❏ 108 Flowing Falcon ✦

❏ 109 Flying Monkey Kick ✦

❏ 110 Horse Dealing Cards ✦

❏ 111 Jetbootsu ★

❏ 112 Lasso Boa Boa ★

❏ 113 Leap of the Whale ●

❏ 114 Leopard’s Lunging Punch ★

❏ 115 Mantis Mopping Floor ●

❏ 116 Monkey Mowing Lawn ●

❏ 117 Rabbit Hunting Fox ★

❏ 118 Rabbit Racing Turtle ★

❏ 119 Rooster Chewing Gum ✦

❏ 120 Ruby of Ramses ●

❏ 121 Sheep Catching Wind ★

❏ 122 Spider Strike ●

❏ 123 The Neptune Helmet ✦

❏ 124 The Preying Monster ★

❏ 125 WuShan Geyser ★

❏ 126 Basic Jack-Bots ●

❏ 127 Chameleon-Bot ✦

❏ 128 Cheerleader-Bots ●

❏ 129 Junk-Bot ●

❏ 130 Katnappe ★

❏ 131 Le Mime ★

❏ 132 PandaBubba ★

❏ 133 Robo-Jack  ●

❏ 134 Vlad ✦

❏ 135 Yes-Bot ✦

Card Checklist

✪ = Premium ★ = Rare       ✦ = Uncommon      ● = Common


