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li's team on team conflict —

one match at a time! The Yu Yu
Hakusho™ Trading Card Game lets you
build a team of your favorite fighters
into a spirit-wielding fighting force.
Will team Urameshi” triumph over
Team Rokuyukai” ?
Or will it be torn to shreds?

s
% 4 Collect and play for fun or
COMPETE FOR REAL!

f

iy .":"' Unleash all # Teams!

1 123 Forge a rogue team that
fights the way you want!

g& Find the powerful
Uber Rare cards!
("




way you defeat your opponent by
how you build your Deck. That’s
what makes TCGs fun! :

The starter Deck that came with this rulebook
is all you need to start playing. Collecting
more cards from booster packs allows you to
upgrade your Deck increasing your chances
of winning.

Empty your opponent’s Deck! When
your opponent tries fo draw or
discard a card from his Deck and
cannot because there are no cards
left in his Deck, you win!




You lead your team in a deadly tournament
to win 3 out of 5 matches. To win a match,
one of your fighters faces-off with one of
your opponent’s fighters in the Arena.
During a match, deadly attacks are thrown
back and forth causing damage until one
fighter is defeated.

Instantly, the next two fighters enter the
Arena and throw down. This continues until
one player wins the game. Dirty tricks are
around every corner, so be careful!

A turn is the 3 steps a player goes through
to attack his opponent.
What are these 3 steps?

1. Draw Step: Draw 2 cards and gain 2
Spirit Energy.

2. Main Step: Play cards to prepare for
your attack.

3. Attack Step: Unleash all the devastating

effects of your attack and hit hard!

Once these 3 steps are completed, it is the
next player’s turn. Players alternate taking
turns until the game is won.

Some cards are ﬂul :
t

so powerful tha
they even break some
of the rules.
When a card contradicts a rule
in the rulebook, the card is

always right!
THAT:S
THE ¢
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Character cards represent who is on your team and who
your current fighter is in the Arena. There are 2 different e — .
versions of character cards: Standard characters and Team This symbol identifies g § T:e ””':ber - Hisiean
Leaders. The only difference between them is that Team characters that N e
Leaders represent the actual team captains from the show. fought fogether in DM (W) character's defense is.
the show. You gain s’y

a Team Bonus when

. 3 of your characters on your
-

L =g e ?’ f team share the same i

—-Il,:'l:}-r i \ I:.l‘nErF Team Symbol!
WO : " CARD CODE. .
| . l - A ;
| Ty ’ Each card is coded
iy T, to let you know its
'I' 4 A number and rarity
Ik \. b ¥ h. in the set.
-I-. \\.' fr- Card #

Ll & i o R 5/1%6
' 1Y '-:.\\._‘ Rarity, Set Size
| N, x —d o@
. uimre.
Auemswarn DT v

ST = Starter
S = Spirit Rare
U = Uber Rare

S o i b b
HERO/ VILLAIN.

e ——
This icon shows the Hero characters have

When a card code starts 4 7
with a “TR” it means that attack’s strength. a hero icon (¥ and
it is only found ir;( . ’ villain characters have
tournaments packs! You H_ﬂ_ﬂ_ﬂ_; e s

y can get these tournament avillain icon. ’

HTTACK COST. packs by participating
—— in sanctioned Yu Yu

t TTRACK.
This is the number of cards : Hakusho Tournaments! ‘ﬂ_-
you must discard from your
hand to use this attack.

-

The punches, kicks
and hard-hitting stuff you throw at your
opponent during the Attack Step.



BRSTER " VOUR TECHNIOULIES

Want to use a different attack than the attack(s) on your
character card? Use a Technique. You teach your characters
techniques by attaching them to the character during your

2. Main Step.

g Spirit Energy gives you the
L power to play the really big stuff.
IL These icons tell you how much
il Spirit Energy is needed fo use
* the technique. This technique
requires 2 Spirit Energy.
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This icon

identifies this
~ cardas

a technique.

FOIL STHMP_I

Each card from the First Edition
gets a foil stamp as proof that
it came from the set’s

premier printing.

HADDVOIUIR ITERMS

Items give you an edge during the match. Is Hiei™ in
trouble ? Throw him a Katana! You give items to your
characters by attaching them during your 2. Main Step.

This icon —— )
represen’r
this is an 5

item card.

The number in the icon represents the bonus
you gain from the card’s text. Serpent Yo-Yos
increases your Attack Value by +1000.

n
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RRTCH'OUT FOR'EVERISIIEN | ER RN TO PLAY

Events represent the crazy plot twists that occur in Yu Yu N i ) - .!L— H
Hakusho. Event cards are played in your 2. Main Sfep and _ } ip L
they can shift game play fast. o e :

Here’s the Fastest Way to
Learn - The Online Demo!

- Go to

YuYuHakushoTCGYcom/demo

Download the cards, print them out, play the
Lhis i‘;f’n interactive demo and get in the game. Go there now!
identifies

Lo OR..
ENTER THE ARENA

Here is what you need:

*?EH_TEHH You need a minimum of four different
character cards to make up a team.

« A DECK:. You need at least 40 cards for your Deck
not including your team.
A FRIEND TO PLAY AGRIMIT:
Find a friend who has a deck!
~TIMIE-. On average, a game should take
around 25 minutes to play. As you become a
more experlenced player, you'll get faster.
Events feature a quote from “uu {lerd this
v —— 1w — Rulebook, Playmat and a Spirit Token.

of the quoted character. - -
L ROWwW D
B

EVENT ICON_ .


http://www.yuyuhakushotcg.com/demo
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To begin setup, you set your Spirit
Token at O on the Spirit Energy
Tracker. Next, separate from your
Deck the 4 starting characters you are
going to fight with. Put the character
you want fo fight with first in the
Arena face-down. Place the other 3
characters in Match Slots 2,3 and 4
face-down. Your 5th Match Slot
begins every game empty.

Now Shuffle Your Deck.

1 Getting ready to play is easy.

CHARACTER
CHRDS:

T m—
Character cards in
the Arena go here.

DISCHRD

PILE: \ MATCH
— stor 5

When cards
are discarded
they go here.

After you and your opponent place
all of your characters face-down,
you both flip your character cards 5.
face-up as shown below. For more *
details on setup go to page 20.

Deck here What you use o

keep track of your
Spirit Energy.

Technique
cards go here.

Use this diagram as a guide to show you where to put
your cards during game play. 7



GAME BANIO
HOW TO WIN

Ways to Win.
Either win 3 matches or empty your opponent’s Deck
of cards.

Winning 3 Matches. Yourteam mustwin 3 matches fo
win the game. This means that a game never lasts longer than
5 matches. Once you have won 3 matches, you win the game.

Decking Your Opponent. Youropponentloses the game when he
fries to discard or draw a card from his Deck and cannot.

HOW DO YOuU WIN A MATCH?

To win a match you must inflict 4 or more points of damage
on your opponent’s character. For each point of damage
your opponent's character takes, he rotates his card 90
degrees clockwise.

When his character makes a full circle of 4 points of dam-
age, he is defeated and goes to the Winner's Circle face-
down while your character goes fo the

Winner's Circle face-up!

Where's the Winner's Circle ? If's the area on the table next
fo the Arena.

HOW DO YOIl INFLICT DAMAGE?

Damage comes from attacks! When you perform an attack and
your Aftack Value ( £ZA ) is equal fo your opponent’s character’s Defense Value
(¥ ) ormore, then the aftack deals damage!

<35> ¥
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How much?

One Point of Damage ? If the fofal 4. is greater than or equal to the
fotal «@r of your opponent's character then the attack does 1 point of damage.

> (4 -1y

Two Points of Damage ? Hit em HARD! If your <A is 2 or more fimes
the & of your opponent's character, then the atfack does 2 points of damage! If
your £TA. is3 or more fimes the & of your opponent’s character, the attack sfill
does only 2 points of damage.

What if my character’s a wimp compared to whom he’s up against?
What do I'do then?

You can inflict minimum damage.

sfill perform the atfack and 1gag its costs. After you use any effects of the aftack,
may discard 2 more cards from your hand to deal 1 point of damage. This is cal
“Minimum Damage.”

Minimum Damage. If your opponent's & is above your AZA. , 5’;* i

EXAMPLE : Yusuke is attacking

Suzalen with his attack Spirit

Gun, which has a 43A- 5000, - §
against Suzalar’s & #000.

Yusuke discards 1 card from his

hand to use the attack, but it is

2000 short of what he needs

fo cause any damage. If he )
discards 2 more cards from his I..t
hand, Yusuke can cause )
Minimum Damage to Suzalen.
Yusuke discards 2 cards and

Suzalen takes 1 poinfofd;w.



Who is the Attacker and Defender? Atany time in the game, there is always
an atfacker and a defender. The aftacker is the player whose tum it is and who is going
through the 3 steps in the Sequence of Play. The defender is the player who is NOT
going through the 3 steps. Typically the defender cannot do anyﬁ»ing except sit back
and face whatever is thrown at him.

BEGINNING A NEW GAME

First Thing ~ Get a Deck. If you are new, orare short on time, skip building a
Deck and use the pre-constructed Deck that came in this starfer. If you want to build a
Deck of your own, you need fo follow the Deck construction rules on page 40.

GO TO THESE PLACES WHEN YOIl WHNT
MORE ADVHANCED HFLP!

Attack Map. This guide is on page 24. It's a step-by-step road map through the
3. Aﬁack Step showing you exactly how attacking
works.

1 Sequence of Play in Defail. This section goes
through all 3 steps eﬁplainin everything you can do, and
when you can do it during the game.

Examples.There are lots of examples fo help you leam
how to play the game. Examples are printed in red.

SETTING 1P THE GAME
So you've got a Deck and are ready fo go ? Here's how to get starfed.

Setup Step 1.
First, place your Spirit Token on your Spirit Energy Tracker at O.

Setup Step 2. .

Now search through your Deck for your 4
sfarting characters and put them in play face-
down: One character face-down in the Arena
and the other3 characters in Match Slot 2,
Match Slot 3, and Match Slot 4. Wait for your
opponentto do the same.

00
20 2’

Setup Step 3.
Once both of you place your character
cards on the fable, flip them over face-up
atthe same time. Characters sfart with O

points of damage.
Setup Step 4.
Now both players shuffle their Decks and offer each other the chance o cut.
Flip a coin. If the caller guesses correctly,
he gets fo choose who goes first as the
attacker. Otherwise, the player who
flipped the coin gets to choose.
Both players draw 4 cards from the top of their Decks.
HAJIME! THE ACTION BEGINS!
THE NEQUENCE OF PLARY
IN DETHIL
This is the step when you get the power you need fo perform
attacks and gain Spiri?Energy!
In this step as the attacker, you must do 2 things:
1. Draw 2 cards from the top of your Deck. If you are going first in the game and this

Setup Step 5.
L o
Setup Step 6.
1. DRAW STEP
is your firsttum you do NOT draw these cards.

2. Gain 2 Spirit Energy by moving your Spirit Energy Token up 2 pointts on the Spirit
Energy Tracker. The highest amount of Spirit Energy allowed at any time is 10. So if you
are at9 you only gain 1 more Spirit Energy. Spirit Energy cannot go below zero.

IMPORTANT: If any cards in the avena bave optional effects with
Draw iz bold text, you may use any of those affects at any time duving
the 2. Draw step.

What's Spirit Energy? It's the power you use to play different cards orto use
some effects from cards in play. We'll go into Spirit Energy in more defail later.



EXAMPLE: You attach Tape of the Mission C120/176 to your Rando™.

Tape of the Mission’s effect is: Draw: Discard this item to dyow o

mwl. During the 1. Draw Step, you may discard this iftem to draw a card
because the word “Draw” in bold tells you when to use this effect.

Aﬁer jou draw your 2 cards and gain your 2 Spirit Energy for the fum, you go fo
ain Step.

2. MAIN STEP
Ge‘l ready for the fight ahead! This is when you prepare your attack and use
fo gain the momentum to win. In this step as the attacker, you may do any of
fhe f ollowing actions as often as you can:

1. Play a 5th character from your hand into the 5th Match Slot if there is not one
already there.

2. Aftach an item from your hand to one of your characfers.

3. Aftach a fechnique from your hand to one of your characfers.

4, Play an eventfrom yourhand.

5. Use an effect from a card in play that can be used in this step.

6. Do nothingand goto Step 3. Attack

© Play a 5th Character Intfo the 5th Match Slot. Since you beginthe
game with only 4 characters in play, you need fo play a 5th character from your hand
fo prepare for a 5th match. To do this, put the card on the 5th Match Slot face-up. The
character must come from your hand and cannot be one of your characters already in
the Winner's Circle, Arena or Sideline.

O Attach an Item. You may attach an itemfo one of
your character in the Arena, orfo your character on the
Sideline. When you attach an item fo a character in the
Arena, you put it face-up in the square marked “tfem.” Even
though the card isn'ttouching the character, itis sfill
“aftached” When atfaching an item to your character in the
Arena, you must spend any Spirit Energy that is represented
by the icons on the item.

When you attach an item o your character on the
Sideline, put it under him face-down. You don't need
1o spend Spirit Energy when you atfach an item face-
down under a character on your Sideline. The cards
attached to the Sidelined characer stay face-down until
that character enters the Arena, at which fime they are
o flipped face-up and putin the area marked “Hem.”

It's important to know that you don't spend your Spirit Energy on a card unless it flips
face-up. This means that you don't spend your Spirit Energy when attaching a face-
down card.

IMPORTANT: Anytime an item is flipped foce-up, spend any Spivit
Eneryy the item needs by moving your Spivit Token dovwn the Sprrit

Energy Tracker. Otherwise, discavd the item if you can’t ov dow’t want
to spend the Spivit Enerypy.

How does Spirit Energy Work When Attaching

Cards? Spirit Energy icons appear on various cards: for each
Spirit Energy icon o@TJhe card, you must spend that much Spirit
Energy fo affach the card to your character in the Arena face-up.

To spend your Spirit Energy, move your Spirit Token
down the number of Spirit Energy icons shown on the
card. If you don't or can't spend the Spirit Energy, then #
you cannot atfach the card to your fignter in the Arena. d
-

© Attach a Technique. You attach fechniques just
like ftems! But cF\mJOU attach them in a different place. When
attaching a technique fo a character in the Arena, putthe
technique in the space marked “Tech” face-up.

When attaching a fechnique o one of your Sidelined
characters, the card goes under the character face-down. Remember,
you don't pay Spirit Energy until the technique tums face-up!

O Play an Event. You play an event from your hand by first
spending any Spirit Energy needed by the card (if any). Then you
play the card, do what it says, and discard the event card.

© Use an Effect of a Card in Play. Youmay use an
effect that can be used in the 2. Main Step. Such an effect will have the bold fext
Main: in front of it. Only cards in the Arena are able fo be used. Sidelined characters
cannot use their effects, unless a card permits them fo.

. HTTACK \TEP

Now it's fime o blast your opponent info oblivion! Inthe 3. Aﬂad(Sfe%%;oucanuseonly
attack. This attack can come from your charadter in the Arena, or flom one

techniques. Only the attacker can attack in this step. The defender can only respond tothe
actions of the attacker if he has a card that permits him fo do so.

25



| ——
+ATTRCK MARN,
Step 3.Attack!

Use this map as a way to learn how to
attack. Just do what is says and blow
your opponent’s head off!

o Declare Your Attack: Declare which
attack your Character is choosing to use from
either his character card or technique card and pay its
attack cost (@) .

) Use “When you use an attack” Effects:
At this time, you may use cards and effects that have the
phrase “when you use an attack” in the text.

'D Use an Aftack Effect: if an attack has an
effect, then it will have words close to the large
(AZA.) on the left side of the card after the attack
name. If so, use the effect at this time.

ol.lse Effects With “Attack” in

Bold You may now use effects appearing
after the word Attack: printed in bold.

o

ODeiermine Final 6 and w
Values. Compare the final modified Attack
Value (43A.) and the final modified Defense
Value () to determine if damage is dealt.

0 Minimum Damage: If no damage is dealt by your
attack, you may discard 2 cards from your hand to deal
1point of damage.

o Show Damage: If any damage is dealt to your
opponent’s character, he turns the damaged character’s
card 90 degrees for each point of damage taken.

QThe Step Ends: The step is over - so is your turn.

It's now your opponent’s turn - get ready to defend!

24



Performing attacks. To performan
attack, first declare the name of the atfack
you are performing as printed on either your
character card or attached technique card.

EXAMPLE: It's Kurama vs. Kavasu! Your Kuvama,
Reformed Demon TR15/22 is in the Arena with 2 cards atfached fo him: the item Rose
Whip, and the technique Rose Whiplash. Kurama has 3 different attacks he can choose
from. Since he can only use 1 pertum, he chooses to use the
attack Thorny Destvuction.
This is the attack name!

Now you must pay the

@ which is the number
of cards you must discard
from your hand o perform
the attack. If you cannot pay
the affack cost, you cannot use
the attack.

This is the effect of
the attack!

You discard 2 cards from your hand for Kurama fo

perform the attack, Thorny Destruction.

After you pay for the attack, use the atfack effect

that is in the fext box. Unless the card gives you

- choices, you must use the aftack effect that is part
— of the attack:

“This attack gains S22 +1000 for this twrn for each
card with “Rose Whip” in the title that you have
attached to this character this twrn.” As Kurama did not atfach the Rose Whip this
fum, you do not get the bonus from the atfack. The attacker may now use any
effects with the bold text Attack: printed on it as shown below.

“Attack: If attached to Kurama, discavd this item to double the £IA of one of your
attacks for this turn. You can only do this with one Rose Whip each turn.”

26

Kurama decides to hit hard and discards Rose Whip fo double the attack! This means he
must give up the card's effect: This dharvcter's attacks grin £33 +1000.

Why ? Because the card is no longerafiached!

Now you compare the fotal AT of the attacking characterwith the fofal & of the
defensive player. Ifthe AZA- meefs orexceedsthe & thenthe attack deals damage.
Nomally, attacks deal 1 point of damage. But if your fotal &34 is 2 or more fimes the fotal
v ofgyouropponerrr'sdﬁrader,ﬂ\enheaﬁa&doeﬂpoimsofdamage instead of 1.

Kurama hifs for double the damage! His 424~ 8000 is wice the & 4000 of Karas.
Karasu is tumed 90 degrees twice to indicate that he has taken 2 points of damage.

=2§

But What Do You Do When You are Wimpy ? Buck up and fight! Even if your
opponent's really tough, you can still get a shot in! How ? By dealing minimum damage.

What's Minimum Damage ? Minimum damage is away fo deal damage even ifthe
character ou are up against has a stronger Defense Value & than your Atfack
Value £ZA. .

How to Deal Minimum Damage. Firstyou pay for the atiack and use any of the aftack
efteds, then you attack and chedk to see if you did any damage. If not, you can discard 2 more
cards from yourhand o do1 point of damage, no matterwhat & youropponents
charadterin the Arena has.

Minimum damage cannot be modified by cards in play or floating effects unless the card
mentions minimum damage specifically.

Taking Damage from Affacks. Afteryou atiack, your
opponenttakes any damage fromthe Foreach pointof
dai faken, your opponent rotates his character card
dod&magmge%dg;ueﬁ%enhehaﬁafolaloﬂormore
points of damage, he loses the match!

Those are the 3 steps of yourtum. Now it is your
opponent’s fum!

27



CLEANING IP THE MEXX

WHAT TO DO WHEN A
MATCH IS OVER

You WON THE MATCH! You kicked spirit butt! Nowwhat? When a character has a
fofal of 4 or more points of damage, he’s defeated and both fighters go fo the Winner's

Circle and the Match Slots for that match no longer exist for the
curent game.
@ Now you discard all the attached cards of those
- characters into each owner’s Discard Pile. If any of your

cards are atfached to your opponent's character, they are refumed to
your Discard Pile.

Place the winning characfer face-up in the Winner's Circle,
and the defeated character face-down. The Winner's Circle
is the open space on the fable next to the Arena.

Another Match ? f neither player has won 3 matches, the game isn't over. The 2
fighters in the next Match Slot enter the Arena, tum over their attached cards, spend
any @, discard what they can’t (or don’t want fo) pay for, and the game continues
where it left off.

DAMAGE DETHILX

Now you know the basics of how a furn works and how Yu Yu
Hakusho TCG plzyf;s. Let's go to the REALLY IMPORTANT stuff - like
the finer points of opponent bashing.

Damage Stays With Characters - No Matter What. Some wacky card
effects switch out your character in the Arena with another character on your Sideline.
What happens fo damage done to your character while he was in the Arena? Does he
keep the damage ?

Yes. If an effect swifches your character in the Arena with a Sidelined character, the
damage to the character stays with the character in the Arena when he goes fo the
Sideline. Just keep the character card faced the same direction as it was when it
was in the Arena.

28

What happens to a character if it takes damage
on the Sideline ? Ifthat happens, tum the card accordingly.
If he has 4 or more damage, place both that character and his
paired fighter from the opposing Match Slot into the Winner's
Circle; that Match is now over. Yes, it is possible for a character
on the Sideline to take damage through card effects.

What about Healing Damage ? Some cards can heal

damage. To heal your character, tum the card counter-clockwise 90 degrees for
each point of damage healed. Damage can never go below 0. So if your opponent has
0 damage he can't go to -1 damage by healing. Nope. Ain't gonna happen.

NETTING UP THE NEXT MATAH

You've bashed your opponent! His fighter in the
Arena is toast! ﬂaw

NEXT FIGHTERN
FORWHRD!

Place gour fighter in the Arena facing the
same direction as it faced on the Sideline.
Tum all his attached techniques and items face-up and put
them in the spaces marked “Tech” and “ttem” respectively.

Check fo see if any of the attached cards you flipped face-up
require Spirit Energy. If so, spend the Spirit Energy or discard the
attached card(s).

If your attached items are face-up on the Sidelines because of a rule or card effect, you

do NOT pay the Spirit Energy again when the character enters the Arena. You only pay

Spirit Energy when a card is either flipped face-up on the Sidelines or is flipped face-up
when entering the Arena.

Whose Turn Is It After a Match Is Fought? Play resumes as nomal from
when the previous match ended.

EXAMPLE: You justwon your match during your 3. Attack Step. Now your

and your opponentt's next characters enter the Arena while it is still your 3. Affack
Step. Since you already attacked this fum (how would %;ou have killed the last guy
otherwise ?), you cannot attack again. If no other card effedts are leftto use,

yourtum now ends.
29



SUDDEN DEATH
What happens if your opponent has no character in the 5th Match Slot when you
enter the 5th match ? Well, there are 2 things that can happen.

1. Your 5th Character is in Play. You automatically win.
2. Your 5th Match Slot is Empty. Does the game end in a tie ? No way!
It goes fo Sudden Death!

Sudden Death. It's the 5th match. Both you and your opponent’s 5th Match Slots

are empty. You pick one of your 2 characters that won matches earlier in the game, and

ﬁl.n‘ it face-down in the Arena. Your opponent does the same. Once both characters
ave done this, flip your character cards face-up at the same time.

The characters are healed of all damage from previous fights.

Each player chooses an item card from his Discard Pile and atfaches it face-down in
the “lrem” space. Both players now fum any attached item face-up and spend the nec-
essary Spirit Energy on the item if they want to keep it in play.

Then each player gets a technique card from his Discard Pile and repeats what they did
for items: attach if, flip it, and spend the required Spirit Energy or discard the technique.

The match goes on like normal and the winner of the match wins the game!

TEAM BONIINEN

You get a Team Bonus when 3 or more of your characters with the same Team Symbol
are either in the Arena, on your Sideline or in the Winner's Circle
(onthe fable). These characters can be face-up or face-down.

If only 2 of your characters on the table share the same Team Symbol and the remain-
ing character is in your Deck, you do NOT qualify for your Team Bonus until the third
character is on the fable.

You can build a team without a Team Bonus. You may build your team with
any characters you want o, as long as each character is different.

ATeam Bonus is consfantly in effect as long as you qualify for it. This means there may
be times when it is active and other times when it isn't. A Team Bonus MIUST be used,
even if a player doesn’t want fo.

EXAMPLE: The Saint Beass Team Bonus is as follows: “Atthe end of yourtum,
o drawa card.” This effect is active as long as 3 or more of your characters on the

fable share the Saint Beasts Team Symbol. If a card effect leaves you with two or fewer
cards on the fable having the Saint Beasts Team Symbol, you lose your Saint Beasts
Team Bonus. Now let's look at the Team Bonuses!

THE TEAM BONISEX
Team Urameshi™ Bonus. Gain an exira1 & during your 1.
Draw Step. When you paythe @ of an attack, the cards you
i discard are put at the bottom of your Deck in any order instead of
being discarded.

HOW IT WORKS: During your 1. Draw Step you gain 3 Spirit
Energy instead of 2. Also, you get fo put the cards you discard fo
pay for an attack face-down at the bottom of your Deck insfead of
putting them into your Discard Pile.

Team Saint Beasts Bonus.
Atthe end of yourtum, draw a card.

Team Toguro™ Bonus. When you use an attack, you may
discard up to 2 cards from your hand. This atfack gains
42, +3000 for this tum for each card discarded.

HOW IT WORKS: If you discard 1 card from your hand after you
pay the ZA. for an attack, you gain 4ZA. +3000. If you discard 2
cards from your hand, you get a fofal of 4. +6000.

Team Masho™ Bonus. When 1’you gainthe Masho Team Bonus
t during sefup, you search your Deck for a th character and show it to
—— youropponent. Next, fake all 5 of your characters into your hand.

N Choose10of your5 characters and put it into the Arena face-up and the
other4 face-down in the Match Slots of your choosing; Your characters only flip face-up
when a card affects them, orwhen they entter the Arena. If you qualify for the Team Bonus
afterthe game has sfarted, then you justtum your characters face-down, and you don't get
fo reamange them.

HOW IT WORKS: Basically this bonus lefs you get your whole feam out when
the game starts. Then you get o hide them from your opponent by putting them
face-down in their Match Slots o keep him guessing who he is fighting next. If you
qualify for your Team Bonus after the game has begun, you just um your characters
face-down, and you DON'T get fo reamange them.
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Team Rokuyukai™ Bonus. Your characters with the Rokuyukai
Team Symbol gain & +2000.

HOW IT WORKS: As long as this Team Bonus is active, your
characters with the Rokuyukai feam symbol are tougher by
+2000. But if you no longer qualify for the bonus %be having less than 3 Team
Rokuyukai members on the fable) the bonus ends.

Team Ichigaki™ Bonus. Cards attached fo your opponent's
characters on the Sideline are face-up instead of face-down.

HOW IT WORKS: You getto see what schemes your opponent is
cooking up and then make plans against them. Plans %ouropponerrr
doesn’t know because your attached cards on the Sideline are sfill face-down.

¥

Team Uraal%gi"“ Bonus. Your opponent must keep at least one
card in his hand, and cannot pay @ which would reduce his hand
10 0 cards . Your opponent cannot draw cards while he has 6 or
more cards in his hand.

HOW IT WORKS: Your opponent is poised to attack. He has a BIG attack attached
to his character. It costs 3 cards to play. He has 3 cards in his hand. He can't attack with
it because he must keep 1 card in his hand - saving you from the big hit!

HOW THE CHRDX WORK
CHARACTER CARDY

Character Cards Represent Team Members in the
Tournament! Character cards do NOT require you to spend
Spirit Energy fo be put in play. The aftacks and effects of a
character card are only active when that character is in the
Arena. Some character cards display 2 effects: an atfack and
a separate effect. When you see an effect and an attack on
a card you use them as completely separate card effects.

EXAMPLE: You are fighting in the Arena with Kaero Momotaru™ R54/176 with the
following power: Effect: Injury Memory: This chavacter goins & +1000 for
each cavd with “Avmor” in the title attached to bim.

This effect is always active on Katro Momatern. Injury Memory If a card(s) with
32 “Amor” inthe fifle is affached fo him, he gefs a bonus.

Kuro Momotaro also has this attack on his card: @\ Asmor Abuse. This attack g
4\ 1000 fin this turn fon each cond with “Armor” in the title mttached to
this chawacter.

You must use the first effect of the card, but the affack is optional. Kuro Momotaro’s
effect sfays acfive even during your opponent’s tum.

What about effects tied o attacks ? These are called Attack Effects. You use Attack
Effects after you pay for the cost of the attack and before damage is dealt.

Attaching Cards to Your Characters in Play. Cards can be aftached to any
of your characters in play. If you attach a card to a character in the Arena, you aftach it
by placing it in the “Tech” area of the playmat or the “ttem” area of the playmat
depending on the card type and pay the Spirit Cost shown on the card.

Hero and Villain Cards. Characters are either a hero or aVvillain. Heroes and vil-
lains can be on the same team.

Surnames. Some characters have sumames. Sumames appear affera
comma in the character’s fitle.

Only One Card for Each Character in Play. You can only keep 1 card for
each of your characters in play.

EXAMPLE: Your opponent cannot keep Yusulke ST9/176 in play next o his
Yusuke, R5/176.

You and Your Opponent May Play the Same Characters in the
Arena Yes, Team Saint Beasts can throw down against Team Saint Beasts! Yusuke
can fight Yusuke! Rando on Rando!

Team Symbol. Some character cards display feam symbols. If three or more of your
team characters are either in play or in the Winner's circle, then you get fo use the Team

Bonus from that team as long as you qualify
forthe bonus. (see bonuses p 30). % w ﬁ *
Attaching Cards To Sidelined @_
Characfegrs. When you attach an flem or tech- # ; @

nique o a character on your Sideline, you attach it-face-down undemeath the character. The

aftached cards sfay face-down unfil that character enters the Arena. When entering the Arena,
place these cards face-up in their spaces in the Arena: items in “iem’” area and fechniques in
the “Tech” area. Don'tforgetto spend your Spirit Energy!
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ITEM CHRDX

ltems cards show the potion-bottle icon in the upper-right-
hand comer, and are put in play by attaching them fo your
characfers during your 2. Main Step.

There are 2 types of effects on items: constantly
active effects, and those you must use to activate.

A card with an effects you can choose to use shows you
the step it is used in. Look for bold fext.

EXAMPLE : Steaming Sphere ST127/176 Main:

Discad this item to search your Discowd Pile for o
ique amd attach it to this chawacter.

This effect is NOT consfantly active. You must choose to use it during

your 2, Main Step. When you use it, all its effects occur and it is discarded.

Here is a card with a constantly acfive effect:

EXAMPLE : Combit Knives: “All your attacks gain 434 +1000.” This effect is
always active. As long as this item is atfached fo your character in the Arena, your
attacks are £AZA- +1000.

You attach items from your hand fo your character cards. A character can have as many
attached ifems as you want, including multiple copies of the same item (if you have
mulfiple cards, of course). But remember, you may have fo spend Spirit Energy for any
item - check the cards for Spirit Energy icons.

When you atfach a card to your character in the Arena, you place it in the “tem” secfion
of your playmat face-up affer you spend any Spirit Energy on the card. If you atfach it
to one of your Sidelined characters, place it under your Sidelined character’s card
face-down without spending the Spirit Energy.

Spirit Energy can’t be spent in advance. If you can'tspend the Spirit
Energy while you are aftaching the item to your character in the Arena, you cannot
attach the item.

Flipping ltems Over. Wheneveryou move your character from your Sideline tothe
Arena, you flip overall the attached items face-up and place them in your “tiem” area on
the playmat.
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Spending Spirit Energy for Flipping Items

Whenever one of your aﬂ;%ed items flips face-up (either .
from entering the Arena or because of an effect), you musf@_
spend Spirit Energy if any is reqired. It doesn't matter

where or when the item flips face-up, you must spend the
Spirit Energy when it flips.

Once you spend Spirit Energy for a face-up card, you don't

spend any more Spirit Energy as long as the card sfays

face-up. Spirit Energy is shown by the following icon €.

Foreach @ printed on the left side of the card, you must 3
(or

spend 1 Spirit Energy when you fum it over. If you cannot J
lon't) spend the Spirit Energy, the attached item detaches - i
and goes fo your Discard Pile. W

Some Card Effects Switch Out Your Fighter in
the Arena With One of Your Sidelined
Characters. When this happens, your character in the
Arena keeps all his attached items and fums them over
face-down undemeath him when he goes to the Sideline.
But there’s a cafch ...

You may have to spend Spirit Energy again! If this charac-
ter refums fo the Arena, you flip his attached cards back
over again. Now you must spend the Spirit Energy of a?
of those attached items fo keep them. If you don't spen
the Spirit Energy, they detach and go fo your Discard Pile.

f 2 or more aftached cards need Spirit Energy to be in play,
the owner chooses which cards he spends his Spirit Energy
on and the order that he spends the Spirit Energy.

Some of your cards may get attached to your opponent's
characters. If those cards flip over, YOU must spend any
Spirit Energy needed on the card, or the card gets sent fo
your Discard Pile. You cannot atfach cards to your
opponent’s characters unless a card's effect gives

you permission.

Pay Spirit Cost.

Transferring ltems. Once %ou attach an itemto a
characfer, you cannot transfer the atfached item fo
another character.
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TECHNIQIIES

Ted'\n:&ues are exira attacks. You affach techniques to your characters. These cards give
you difterent attacks o choose from.

You attach techniques cards during your 2. Main
Sfe(!jlsa. Techniques attach just like items, except these
cards go face-up info the “Tech” section of the
playmat instead of the “ltem” section when
atfaching techniques in the Arena.

You can attach as many techniques as you want.
You may also attach multiple copies of the same
fechnique fo a character.

Some techniques need Spirit Energy when
flipped (or placed) face-up in play. When does
this happen? When your character enters the

Arena and you tum your attached cards face-up, orifa

card effect makes you fum a card face-up.

If you can't (or don't want to) spend the Spirit Energy, the technique is discarded, even
if your fechnique is attached to an opponent's character.

EXAMPLE : Your opponent just qualified for the Ichigaki Team Bonuses.
Now you must fum all your attached cards face-up. (see pg30)

Yikes! Now, spend any Spirit Energy needed by your ltems and
Techniques, or they get discarded! After you spend the Spirit Energy, you
don't spend it again when your fighter enters the Arena. Why ? Because his
cards are already face-up!

Techniques’ atfacks work just like the attacks on
character cards. You must discard cards from your
hand o pay the @ .

IMPORTANT! Remember, you can
only use 1 attack per turn. If you use an
attack from a techmique, you cannot use
any other attack on your chavacter and
vice-versa.
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EVENTX

Events are played from your hand to use the effect
printed on the card one time. Some events require
Spirit Energy. You must spend the Spirit Energy
before you play the event card.

EXAMPLE: You play the event card Deadly
Attack C55/176 which has this effect: Your
opponent discands the top card of bis Deck.

To play and use this card, you show it to your
opponent. Your opponent now discards the
top card of his Deck. You discard Deadly Attack into
your discard pile.

The effects on events can be used only once. But sometimes the effects themselves
create “floating” effects. Floating effects can often be used multiple times, even if the
card it came from is no longer in play.

EXAMPLE: You play the event card Ultimate
Test R93/176 with this effect, Players may not
heal points of damage until the match ends.

To play this event, spend 1 Spirit Energy as
indicated on the left-hand side of the card and play
the card. A floating effect is now creafed and stays
active until the match ends. A match may last
several fums. So you use the printed effect

once, butthe floating effect sfays active for the
whole match.




EXAMPLE: You play the event card Flusy of Blows C60/176 with this effect:
Your attacks gnin 1000 for this turn for each card you play after this event
during this Main Step.

Here, the floating effect gets activated every time you play another card this tum,
even though the event card is used just once.

OTHER RIILEX YOU NEED
TO KNOW

Do-What-You-Can Rule: If an effect from a used card gives you an instruction
you can't perform, do what you can.

EXAMPLE: Sabotage C75/176 Look at the top 5 cards of your opponent's Deck
and put them back on top in any ovder.

If your opponent is down o 4 cards in his Deck, you get fo
look at those 4, since it's the best he can do. The effect says
5, but there are only 4 cards. Do what you can.

Matches are Number Dependent. A card used in
a Match may switch out the characters fighting in the
Arena. If this happens, it's still the same match.

EXAMPLE : You begin match 1with Yausuee vs
Ramndo and then Yusuke and Hiei are fo trade
places by card effects: Yusuke moves to the sideline
and Hiei enters the Arena. It is still matfch 1. The
winnerand loser of match 1are the characters in the
Arenawhen the match ends - not necessarily the
characters who sfarted off in the Arena during match 1.

No Internal Cycling of Effects. When using any effect as
described by ifs text, OElil?gO through the entire effect once. The effect resolves as
described by the card. Effects on cards do not create multiple uses inside the text itself.

EXAMPLE: You use the atfack Spirit Gun Double C54/176 @ £A :4000
You may spend 2 € forthis attack fo gain <4ZA. +3000 forthis fum.

You use this effect only once. You cannot spend 10 Spirit Energy fo do +15000
£ZA. You spend 2 Spirit Energy for A3A- +5000 and no more.

Floating Effects: Some cards create effects that last for a stated period of fime
and have no proof on the fable that they are active. Some of these effects float
befween fums - others float between sfeps.

EXAMPLE: You play the event Efftux C57/176 during your 2. Main

Step. After you play and use Effluee, the floating effect of “Your attacks
in 42X +3000 for this turn” is created and is active even after you

discard Efftu. This effect floats from your 2. -

Main Step fo your3. Attack Step and then

ends when your tum is over.

Switching Character Cards. Some cards let you
switch out a character in the Arena with a character on
the Sideline. When this occurs, all the attached items and
techniques switch locations as well, and the characters
keep their damage.

Using Effects fo Replace Cards. Some cards let
you replace cards with other cards. When you replace a card, you fake the card from
where it is and place the replacing card where the former card was. Any cards aftached
tothe replaced card are now attached fo the replacing card. Any damage that the
replaced card had been dealt is also fransferred to the replacing card.

Sideline Effects. Some cards effects are active even when the character is
Sidelined. If this is the case, the card tells you.
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Only 1 Character Per Match Slot. Each Match Slot
can only hold 1 character.

5 No Simultaneous Effects. f one player has multiple

effects occurring at the same time, then that player chooses
2 the order in which the effects resolve. If both players effects
el L A e at the same time, the attacker does his effects first.

Selecting Random Cards. This is what you do when
your opponent picks a card af random from a¥our hand. You shuffle your hand and hold
it in front of your opponent with the backs of the cards facing him. He picks a card out
of your hand. He looks at it. He gives it back fo you. You now do the rest of his
card's insfruction.

“Playing” Versus “Using” Cards. When you “play” a card you fake it from
your hand and either put it in play fo be used lafer, or play and use fts effect right away,
depending on the card type. A card is “used” when the effect of the card is resolved.
Some effects on cards in play happen automatically. When this happens you are still
considered o be “using” the card.

Playing and Using ftems. When you play an item, You attach it to a character. You then
use its effectwhen the item is attached fo a character in the Arena.

Playing and Using Techniques. When you play a fechnique, you aftach itfo a character.
While attached, you may use the attack on the fechnique during your 3. Attack Step.

Playing and Using Events. You play an event by showing it o your opponent and you
use it atthe same time. Afterward, you discard it. If the event requires Spirit Energy, you must
spend the Spirit Energy before you can play the card.

Sudden Death Lockdown. Afteryou begin Sudden Death, no characters can be
placed in the 5th Match Slots.

Only tems and Technique Cards Affach to Sidelined Characters. You cannot
attach events and character cards to sidelined characters.

DECK CONSTRIICTION

Your Deck can contain only 1copy of each of your 4 starting characters. Otherwise,
youmay camy up to 3 copies o%?y one card in your Deck. The minimum Deck size is
44 cards (4 starting characters and 40 cards in your Deck). There is no maximum
Deck size.
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ICON REFERENCE GIUIDE

Yu Yu Hakusho TCG uses icons to make your game play faster. Here are some of the
key icons you need to know. Keep this page handy!

& Spirit Energy: This icon denotes 1 unit of Spirit Energy.

This black-and-white icon replaces the words "Spirit Energy" in a
card's text.

Aftack Value: This icon denotes an attack's Attack Value. The box
beneath it fells you how strong the atfack is by the number inside; a
gray, empty box means that the Attack Value varies; a box with four "Xs"
means you calculate the Affack Value from another card.

This is the black-and-white version of the Attack Value icon. You'l find
this icon in a card's text. If's used fo replace the words "Aftack Value."

Attack Cost: Eveny affack has this circle with a red friangle next to the
crossed swords. This icon tells you how many cards you must discard
from your hand to pay for the atfack.

When this icon appears in card text, it replaces the words "Affack Cost."

Attack Modifiers: These icons appear on cards that modify the
Aftack Value of your atfacks. The box beneath them shows you how
much the Affack Values are modified. A gray box means that it's value
isn't a fixed amount, and that you need fo read the card's text fo find it.

These are the black-and-white versions of the attack modifier icons that
are shown above. You will find these icons inside a card's fext.

Defense Value: Every character card has this icon. It fells you the
character's Defense Value - how strong his defense is.

You will see this icon appear inside a card's text. It replaces the words
"Defense Value."

Defense Modifiers: When a card's text modifies Defense Value, you
will see these icons
in the fext.

88 am?? € SR
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GLONXNHRY

Arena: The place where each Match is fought. (pp. 6, 13,16-17, 22-25,28,)

Atfach: ttem or Technique cards can be attached to a characer. If the character is in the Arena,
aftached cards are placed face-up in the comect slots on the playmat. Their Spirit Energy cost must
be paid immediately. If a character is on the Sideline, attached cards are placed face-down
undemeath the character card. Their Spirit Energy cost is only paid when the character enters

the Arena. (pp. 22-23,32-36,39)

Atffack: What you use to deal damage to your opponent's character in the Arena.

(pp.9M, 25,2527

Attack Cost: How many cards you must discard from your hand to use an attack. Q@
(pp.8,24-26,41)

Attack Effect: An effect occuning affer you pay the atfack cost of an attack, but before the attack
itself. (pp. 24, 26, 33)

Attack Map: The timing sequence of an aftack. Found in the middle of this Rulebook.

Aftack Value: AZA. The numeric strength of an attack. (pp. 9, 24, 41)

Aftack Value Modifier: An effect that increases or decreases &: .(pp.1,41)

Attacker: The playerwho goes through all 3 steps in the sequence of play - the playerwhose tum
itis. (pp.20,23)

Attack Step: The last step of your tum and when you attack your opponent. (pp. 6, 23-27, 29)
Character Card: A card in the Yu Yu Hakusho TCG representing a fighter in the game. (pp. 8-9, 13,
1617, 26, 32-34)

Damage: Points dealt by an attack. These points are represented by fuming a character card 90
degrees clockwise for each point of damage faken. A character can fake 4 points of damage before
itis defeated. (6,18-19, 24, 27, 28-29)

Deck: The stack of cards you nommally draw from during the game. (pp. 4, 13, 41)

Decking: Winning a game when your opponent attempts to draw or discard from his Deck and is
unable to do so. (pp.5,18)

Defender: The player who doesn't go through the 3 steps of the Sequence of Play, and who only
responds to the atfacker through certain cards effects. (pp. 20, 23)

Defense Value: ¥ The numeric strength of your character's defense. (pp. 9, 24, 41)
Defense Value Modifier: An effect that increases or decreases & . (pp. 41)

Discard: To puta card info your Discard Pile. (pp. 17, 26, 28)

Discard Pile: Where you put discarded cards. (pp. 16-17, 28, 35)

Draw Step: The first step of yourtum. In this step you draw 2 cards and gain 2 Spirit Energy. (pp. 6, 21)
Event: A card fype that represents a specific plot point from the show. (pp. 12,23,37,39)

Flipping a Card: Tuming a card over.

Floating Effect: An ongoing effect. These effects are separate from the card used fo create them
and lasts for a limited time. (pp39)

Golden Rule: Some cards break the rules. When a card contradicts a rule in the rulebook, the card
is always right. (pp. 7)
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Headshot: The image of a character from the show appearing next fo a quote of the character. (p. 12)
Healing Damage: Tuming a card 90 degrees counter-clockwise to remove a point of damage. (p. 29)
Hero: A characfer with the hero icon. (p. 9)

Hem: A card type representing an object in the show. (pp. 11, 22, 34-36)

Main Step: The second step in a tum. In this sftep you atftach items and techniques, as well as play
events and/or put a character from your hand into your 5th Match Slot. (pp. 6,10, 12, 22-23)
Match: One of the 5 fights in a game. (pp. 3, 5, 6,18, 28-30, 38)

Match Slot: The area afighter is placed on while he waits for his fum in the Arena. The number of
the Match Slot defermines who and when he fights.(pp. 16-17,20,22,30-31,33, 40)

Minimum Damage: Discarding 2 cards from your hand to deal 1 point of damage when the atfack
You are using is not sfrong enough fo deal any damage. (pp. 19, 27)

Modifier: An effect used fo increase or decrease a value used in game play. (pp. 11-12,24,26-27,
3132-54,39)

On the Table: Ifa card is in either the Arena, Winner's Circle or a Match Slot it is considered fo be
“onthe fable.” (pp.30-31)

Online Demo: Where fo go online fo see a demo on how to play. (p. 1)

Playing a Card: Putting a card from your hand into play or, in the case of event cards, showing it
to your opponent before using it and discarding it. (p. 40)

Replacing a Card: Discarding a card from play and putting another card in its place. All cards
that were attached to the replaced card stay attached and all damage dealt fo the replaced card
remains. (p.39)

Sequence of Play: The 3 sfeps of the attacker. (pp. 6, 20-27)

Setup: The 6 sfep process of sefting up a game. (pp. 16-17, 20-21)

Sideline: Where characters wait in Match Slots for their um to fight. (pp. 72, 39)

Spirit Energy: A resource you use to spend for game effects. Spirit Energy is numbered from 0-10.
(pp.6,10,12,16-17, 21, 22-23, 3437, 39, 41)

Spirit Energy Cost: How much it costs to play or use a card or effect. (pp. 10, 12)

Spirit Energy Tracker: The numeric strip where you frack your Spirit Energy with a Spirit Energy
Token. (pp. 17, 21)

Spirit Energy Token: A marker you use fo frack your Spirit Energy. (pp. 77)

Switching a Character Card: Changing the positions of 2 characters. All attached cards and
damage sfay with the swifching characters. (p. 39)

Sudden Death: A tie-breaking match that occurs when both players are tied after 4 matches and
neither player has a character in his 5th Match Slot. (pp.30)

Team Bonus: A game effect your team gains when 3 or more of your characters in play and/orin
the Winner's Circle share the same Team Symbol. (pp. 30-32)

Team Symbol: A symbol on a character card that allows a character to be feamed with other
characters sharing the same Team Symbol to gain a Team Bonus. (pp. 8-9)

Technique: Another card you to hit with. A card you attach fo a character. (pp. 10,17,16,23,56)
Using a Card: Adfivating the effect of a card during play. (pp. 40)

Villain: A character with the villain icon. (pp.9)

Winner’s Circle: A place nextto the Arena where players place characters whose matches are

finished. Winners are placed there face-up and losers - face-down. (pp, 18, 28) 25
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5. Which one are you? [ Girl [ Boy

6. What is your email address ?

#. Would you like to be placed on the mailing list o receive the Yu Yu
Hakusho Trading Card Game printed newsletfter? | yvas [0

If so, please fill out the following:

Name:

Address:

City/State:

Zip/Postal Code: Country:
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