GENESIS:
THE WORLD'S FIRST TIME TRAVEL GAME

MasTeR THE GaMe. CHaNGe THEe WORLD
© osJecTive

IN GENESIS: THE WORLD'S FIRST TIME TRavVeL came, YOuR MISSION IS TO
cor MaNn eLemMeNTalL FORCEeS,

DUTM*EUVER YOUR OPFONENT, aND Repuce THeIR IMMORTalL's

REesS0OURCE M 33 TO O — BEFORE THeY DO

"

 STRaTecIiCallyY

- MAaNaGING REECIIJRCEE uF’ﬁRn-l AIR, WaTER, FIRE, aND KarRMa as THe
BalLaNCcING FORCE 'I1-IRDUGHEILIT THEe camMe,

- CHDIEE ecHoes ECI{DEE 'I'IME YOUR

IMMDRTP_L_ IS M THaN & CHAERACTER,; IT IS SPIRIT aND S0OUL IN aCTION.
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< DecK BUILDING & I MMORTAalLsS
A CRAFT INSIGHT: '
FORGE WITH INTEeNT.

BaLanNce 'HI:IURI:IEI:I( VITH VE
wieLD POWER, sl.-uamsv =\l - :
EVERY CaRD IS a8 cCHoIcCe—eveRrRY D

BUILD NOT TO WIN, BUT Tﬂxlﬂ
""'l.
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PROTECT THRIR.. =
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Craftvoor deckowith o hland of areifazes, archora,
wiprica ¢ harastess and imisieeal oanda

Puviate thicasgh cbatazles, engage in aplc challengas,
vl protdsy yoor el

Peduce wor cpgpreani's brumeoral Somn noresourees r‘
ta para bafoss pou suffer the s fua. E
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Welth 10 wmiqum brmaetals, e bushos cards, and
workaille sais, for o doial of 858 canda
[l.ln,l;.-u 15 & W ABURARLEE.
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IMMORTAL, SLOW THEIR, nﬁlﬂpme_m“‘:ﬁveu\renﬁmﬁ DRIVE TOWaRD.VICTORY.
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N - - .peck CONSTRUCTION RULES: -
| . wDU Mav INCLUDE UP Toa DPIES OF aNY IMMORTaL SPECIFIC CARD OR UNIVERSaL
. | % cHaracTer
' ~ 3 CarpD.
% + YOU MavY INCLUDE ONLY 1 COPY OF acH Nexus Eunlﬁwcaﬂp
2 - e
. Eacﬁ DeckK IS :El\ﬂmn 2SROUND ONE OF 10 PRIMaRY |Mmur=(ra|_=i eacH #.,‘
POSSESSING a UNIQuUe : &
%ﬂun excLusIive CarDs. R
x . AP e
. THE REMAINING = IMMORTALS — SUN, SHADOW, aND STaR — E)as'r as uul\aﬁﬂsal__
2 CHaRAacTeRrR

CaRDS, USaBLe IN aNY CRaFTED DeckK.

- THE VILLaIN IMMORTaL MaY Be PLavYeD as eITHER & CREFTED DecK OR UsSeD as
UNIVERSAL CaRDSs.

698 CAaRDS. 13 IMMORTALS. 4 EDITIONS (ORIGIN/HARMONY/REeacToOR/Nexus
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! PLAcemeNT & seTurP

.
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4. DREW PILE: PLECE YOUR 33-CarD DeckK
IMMORTAaL aND WeaPrPONs PILe.

5. S2CONDaRY EFFECTS PILe: NexXT TO YOUR DRaW PILe, PLace YOUR SECONDaRY
EFFECTS PILe (F2 OWN). THIS HOLDS CaRDS CREaSTED BY GAaME eFFECTS. .
2. '

TC "‘?I’-IE LEFT OF YOUR IMMORTAL aND EE:RE‘I'E PiLe, PLaCe YOUR
R ALL DISCARDED CaRrDs.
7. KARMA: BesIiDe l.l_l:_ILlR FIEMWE PILE, ST OUT YOUR 12 KER!VIE., o’ g ";"’»;,-
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8. :Haﬂa:'reRPCa: "eRs ar ; | N HYPEeRBOSRD
WITH a8 MmaxiMmum l:n=55 25 FOR EacH PLAYER, ATTEMPT \E"

IN THE ReMOVe PILe. STRAETEGICALLY PLACE CHaERSICTEF &
PROTECT KeV¥ UNITS DR‘T STTACK
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- PLAYEeR 1: DRAW = CaRDSs. Max!i_ RO aND m&amwﬂaevnuns PLace IN
- “THE F Hemuve PiLE.
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Fkaver{a. unaw = _n% PLUS 1 MONEY CaRD, 3 :a'n:l,-l-l‘.'ﬁ MECHaNIC TO BaLanNce
GOING SEeCOND.

‘?.?i- TO = CAarRDS [exl:l_unlml:-i THE MONeY carD),
SHUFFLEe BacK IN THe

DEeCcK, DREWING NeW CaRDS. N ;
“‘1 - I._:.. 'I_"‘.‘-"_"‘.':
- A KERME
' . EACH PLAYER ._.-—- s R:rs WITH 1 KBRMa ON TURN 1. - 4
- =t e . ; ;&F = ;
. GAIN +1 KJERME eacH TURN, UP TO 12 KarRMa Maxf - 3
el g
+ KERME LIMITS HOW MUCH earTH l:'I:ILi' USEe eacH TURN. UNSPeNT F-ma Does

| Nl:rr :amt.l OVeR,

pz I(EH'UE S WHISPER;
KarMa Does NOT PUNISH na_ REWaRD — IT SIMPLY REVEALS. HOW YOU SPEeND
EaARTH UNDEeR THE WAaTCH OF KaRMa IS HOW YOU SPeND YOUR DavYs UNDEeR THEe WaTCH OF TIMe.
PRACTICE2 HEBRMONY WITH YOUR OWN CYCLes.
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S TURN STRUCTURe

]

£ TURN PHasESs
1. Recelve KarRMa: TURN 1 STaRrRTS WITH 1 KarMa. GaIN +1 KBRMa eacH TURN [(max 12).

2. DRAaW: DRAaW 1 CARD 2VEeN ON TURN 1. IF YOUR DecK IS eMPTY YOUR IMMORTAaL
LOSES 1 RESOURCE FOR EaCcH CaRD YOU CAaNNOT DRaW.

=. PLAY PHase: SPeND EERTH UP TO YOUR KaRMa TO PLaY CHaERACTERS, ?FEETE
SeCcReTSs, WeaPONSs, OR SCTIV:E TE YOUR IMMORTaL POWER,

F - MFSCTS, CHARACTERS aND WeaPONS STRIKE USING
RTSL RESOURCES. CHOOSE ORDER CaReFULLY

D WaTeR vValLues TO ReFLECT CHANGES. WaTeR

Ld
v
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— AI:LILIET valLues: uFrDaTe.
DOEes NOT RESET .

6. END TURN: TalLLY FIRE IF Y (See OPTIONAL FIRE RULES) YOUR OPPONENT

BeGINS THEeIR TURN.

© THEe ECHO OF YOUR CHOICES:
EVERY STRIKE, EVEeRY RISK, eVeR
ITS & REHeaRSal FOR LIFE. Ml:n'u:n
THIS IS 8 MIRROR, A
MasTeR YOUR CHOICES HERE... aND WaTCcH

. Pass Is MORE THaN GamMerPLaY — !
YOl _I?NDLE LOSSs. HOW 'lr‘ﬂu ceLesrRaTe anpvaNTace.
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_qa o ' — ’ wWeaLTH cCarDs
- | L ar, IMPACT & uUseD To STRIKE

acTION
L]

WATER Card Name - FIRE ™ S

(Card Strengthy) Card Effccts (Card Encrgyv) s
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. f’i - AIR; FORCE OF & CarD TO ugarﬂnnﬂnnsnuacas YEaLLow, UPPER RIGHT.
;; 3 A : ey - "%‘. =
w‘iﬁlﬁm POWER aND DURSBILITY OF = CaRD TO TAaKEe a HIT WaTEeR DOes NOT ReseT

- -
G = : -

RN CARDS FROM REMOVE PILE BaCcK TO YOUR DecK. ReD,

e -

IEBMEMBERS:
WaTER IN GENESIS DOES NOT RﬁEET 23aCcH TURN, JUST 85 WOUNDS aND WISOOM DO
NOT VaNISH OVERNIGHT. PLaY WITH CaRe %ﬂm REDUCTION OR RESTORATION IS a
. TEesSTaMEeNT TO eNDURaNCEe.
STRENGTH IS BUILT IN THE TIDES THaT DO NOT BREaK You.
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i carDp TvPes

< CHaRacTeRrR

- OCCUPY YOUR G SPaces IN
FRONT OF YOUR IMMORTaL.

_ - USe €EaRTH TO PLaY use
‘ AIR TO STRIKE. ¢ !

LOSEe waTeR WHEN STRUCK.
IF wWaTeR ReacHes 0,
REemMoveD FROM PLaY

- PLACED FACe-UP TO THE RIGH '5}'.::Ef ’ RLE:
OF YOUR IMMORTEL. R Y

I“n.

-
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 IMMORTAaLS USE2e WeaPoONSs.
LOSE RESOURLCEe WHEN STRIKING.

. «-0ONLY 1 2EQUIPPED aT a TIME. NEW WeaPONS
. RePLace oLD.

hn:na'asgs BY 1 PER

N
.-‘ - & “-

s ONE-TIME EeFFECTS. ADJUST

MODIFY CaRD5.

* DO NOT OCCUPY CHaRaCTER SPaces. A
PLaceD IN ReMove PILE. %



4 sPeclaL POWERS & MecHaNICS

fi mMmoRTaL POWERS
. UNIQUE TO eacH
IMMORTAL. o :
. POWERS VaRrY b :
SHaPING GAMEP
PROFOUNDLY 2%
SL INSIGHT: S

e = I:FuRFr;isa —I;t;.xr_ ; /
CONTROL THE | - uﬂf_-ﬂ-IEFELn STRIKE ! _ aﬁ

# zopiac cak

- YOU CaN Have 1 ZzobDiac carD PERI:IEI:I(. g :
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: COST 0 EARTH. BOTH PLEYERS RETRIEVE LasT o
ARTIFACT & CHARACTER, W, e e

i %anmnmmmﬁma_ﬁn .
. RETRIevVes | WeaPoN OR, SecrReT

* FORTUNE'S WHISPEeR;
cCHaNCE2 IS PAERT OF THE DESIGMN.

DREWS BEND REaUTY — BUT SKILL, TIMING, 2aND
awaRrREnNEeSSs BEND IT BacCk.

ADaPT LEAaRN. PLaY YOUR FETE WISELY




& ADvanceD & oPTIONAL RULES

]

o - FIRE: USEe FIRE TO RETURN UP TO 3 CaRDs PER TURN FROM REmMove PiLe
(SHUFFLED). 5 FIRE - 1 EBRTH COST. FIRE CAERRIES OVER eacH TURN. MONEeY & NeXUs CarDs
excLuDeDn.

- SERENDIPITY: ONCEe PER GaMe, DRaEW FROM OPPONENT'S DecK INSTeaD OF YOURS.
- QUESTS: EPIC SHEDOW QUEeST CaRDS (8 TOTAL) acTivare WHeN DREWN OR BY PRE-GaMe

aGREEMENT . ;
: . g 4 o y »

* CHESTS: CHEeaT CaRrps (S TOTEL } SRe acReeD To BY EOTH PLAYERS aT THE “mlﬁ oF a

came. Sl T

« BANNING: N OR 8LLOW SPeCIFIC CarRDS.

e ,.'. W
ORDS & EFFEeCcTs
. . | : L ¥
+ ARTIFACT + INCREASES AIR OF £ ) - ¥
. ¥ . ; . o . .
- PROTECTION: SHIELDS FROM 1 STRIKE. -,rt .: &
x s . - . - eF -
4" I_,I ; -I" ¥ \ " ™ - " i 'lt

+ SILENCE: REMOVES 8FFECTS aND aBiLmes.
- PRIORITY: ACTS IMMEDIaTewy

« BLOCK: FERFE! oPPONEeNT TO STRIKE THIS FIRST.

. !THEI\H!"I'H' weaPOoON DURaBILITY

- SECRET: ACTIVAETES ON OPPONENT'S aCTION.
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. FREEZE: STOPS ACTIONS FOR 1 TURN

b -

- ARMOR: ABSORES D '— SEeFORE RAES o
= h.l"i A ¥ .
- MYSTERIES: RANDOM BOON — GIBNT [+1/+1), ALIeN [
(ARTIFACT +2). . ~ i { -
X 1 o
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DUCEe DPPONEeNT'S IMMORTAL RESOURCE FROM 33 TO 0 BEFORE 'n-le-.-nm‘l-le same TO 8 s
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. AT,
¥ THE GamMe eNDs IN 8 Tie — DESTINY DEManNDS 8 REMAaTCH.
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PauUuse. BEeTweenN ‘l'ﬂ.ﬂiildﬂhlﬁ. BRE3aTHE SLOWLY IN THAaT
OUTSIDE OF TIME GUIMPSE THE TiMea

P THIS IS wl-lam rH BEL MasTeRY BEGINS
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