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NDLESS TCG 1S A GAME WHERE 2 (
E PLAYERS FIGHT FOR PEACE ON °
ET ADYTA. GUIDED BY THEIR FEARLESS
SAVIORS, PLAYERS AIM TO SEND THEIR
OPPONENT'S SPIRITS TO THE VOID TO SAVE
THE PLANET AND RESTORE ITS SERENITY, OR
ENSURE ITS DEMISE.

Bounbpiress TCG 1S DESIGNED FOR MULTIPLE

PLAYERS. WHILE 2 PLAYERS IS THE HIGHEST

S

PLAYER COUNT THIS BOOKLET DESCRIBES, YOU
CAN PLAY WITH AS MANY PEOPLE AS YOU'D




© SQUIRMING SOULS Onee. during your Act Step 2: You Gt send
the top 2 cards of vour Main Deck 1o the Drop Zone, then, if the
numbes of "Akumaiden” Forms in vour Drop Zong s larger than the
number of Spirirs in your Void, veur may place 1 Spirit from vear Void
underneuth this card {except a "Perfect Spirit”).

our At Step L af thes eard his 5 or more Spirits underneath
it; You can draw |, then tlip this card 1o Boundiess State,

ﬂ@‘% N ) 5000

cvas Kun  aedooo SDAK-001

Dark Bamy




P>
KZHWARDS

YOU WILL FIND THE LIST OF KEYWORDS USED BY CA
Bounbpress TCG:

Draw

N A CARD, OR A GAME MECHANIC, HAS YOU "DRAW' CARDS, IT MEANS TO
SPECIFIED AMOUNT OF CARDS FROM THE TOP OF YOUR Maimn DEck TO YOUR 1

Discarp

‘A CARD EFFECT HAS YOU "DISCARD" CARDS, IT MEANS TO SEND THE SPECIFIED
CARDS FROM YOUR HAND TO THE DRop ZONE. SPIRIT CARDS CANNOT BE DISCARI

Rescue

WHEN A CARD EFFECT SAYS TO "RESCUE", IT MEANS TO ADD THAT AMOUNT OF Spir
CARDS FROM YOUR VOID TO YOUR HAND. YOU CAN CHOOSE ANY SPIRIT YOU WisH!

SPIRITUALIZE/SPIRITUALIZED

To "SPIRITUALIZE" A CARD MEANS TO PLACE 1 SPIRIT CARD FROM YOUR HAND
UNDERNEATH THAT CARD. SPIRIT CARDS CAN ONLY BE UNDERNEATH Savior anp Fo
'CARDS. IF A CARD HAS A SPIRIT CARD UNDERNEATH IT, IT IS CONSIDERED 'SPIRITU.

IF A CARD OR EFFECT $AYS TO "INVOKE', THAT PLAYER ADDS THE SPECIFIED NUA
SPIRIT CARDS FROM THE TOP OF THEIR SPIRIT DECK TO THEIR HAND.
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OR CARDS ARE DEFINED BY THEIR GOLDEN BORDF.R SAVIORS ARE THE HE:




QFIRD T PES

*® PerFECT SeiriT

RIT CARDS ARE DEFINED BY THEIR GREY BORDER. SPIRIT CARDS ALSO HAVE A DIFF
CARD BACK THAN Savior, Form AND CoMMAND CARDS (SHOWN ABOVE).

VIOR CARDS ARE THE HEART AND soUL OF BounpLEss TCG, THEN SPIRIT CARDS
EBLOOD. SPIRIT CARDS ARE THE VESSELS THAT CAUSE A PLAYER TO LOSE A
BOUNDLESS, BUT ARE ALSO THE VESSELS THAT CARRY A PLAYER TO VICTO




FORMS ARE CREATURES AND
 THAT AID YOU AND YOUR SAVIOR
E DEFEAT OF YOUR OPPONENT,

CARD CAN ONLY BE PLAYED IF THE
TEMPTING TO PLAY IT HAS AN OPEN
fONE. FORM ZONES ARE CONSIDERED
IF THEY ARE NOT OCCUPIED BY A
CARD.

ts HAVE LEVELS. THESE LEVELS RANGE
0 TO 3 AND ARE DENOTED BY THE RED
AT THE BOTTOM OF THEIR CARD FRAME,

FL. O FORMS HAVE NO LIMIT ON THE

T OF TIMES THEY CAN BE PLAYED IN A

. HoweveR, 10 PLAY A LEVEL 1, 2 OR 3
RM FROM THE HAND, A PLAYER MUST
o1 A Form 10 sacriFice. LEVEL o
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T ]
EMERALI)EFF.ND[ER GOl.F.M

CONT: This card cannot attack.
[SWIFT] Once. during the Combat Step, if an opponent's
Form atcicks your Savior: You can discard 1 card; force that |
Form to attack thes card instead, '
[AUTO] When this card is damaged: Target up 1o | card in |
your opponent’s Command Zone; send it to the Drop Zone.
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SARD TYPES

ALTERING ABILITIES WHEN

)S ARE PLACED UNDERNEATH

MAKES THEM PERFECT VESSELS
'YOUR STRATEGY SUCCEED.

PIRIT CARD UNDERNEATH A CARD
D "SeirituaniziNg”. Forms can
BE SPIRITUALIZED ONCE EACH TURN,
CAN HAVE ANY AMOUNT OF SPIRIT CARDS
NDERNEATH THEM! However, ForMs
[ZED BY A "meBCl' SPII[]'I" CANNOT
UALIZED BY ANY OTHER SPIRIT.

Ex. Ler's SAY YOU HAVE AN
D, THE SPIRITS THAT WERE UNDERNEATH "EMERALDEFENDER GOLEM" ON Your FoRt
THE SACRIFICED FORM ARE PLACED ZONE THAT YOU HAVE NOT SPIRITUALIZED

DERNEATH THE NEW Form. Forms (PUT A SPIRIT UNDERNEATH) THIS TURN. You

i ALSO HAVE A "ProTECT SPIRIT" IN YOUR
FICED BY A CARD EFFECT HAVE THEIR HAND. YOU CAN CHOOSE TO PLACE THE




CARDS ARE DEFINED BY THEIR BLUE |
MMANDS ARE ADDITONAL CARDS WITH
ARRAY OF DYNAMIC ABILITIES.

MMAND GARDS MUST BE PLACED FACE-
NN A COMMAND ZONE BEFORE ACTIVATING.
D CARDS CAN ONLY BE PLAYED, OR PLACED
DOWN, IN AN 0PEN CoMMAND ZONE. A
OMMAND ZONE 1S CONSIDERED "OPEN" IF IT IS
NOT OCGCUPIED BY A CARD.

THERE ARE 4 TYPES OF COMMAND CARDS:

During any player’s Act Step 1: You can pl irjts >
from underneath your Savior on the bottdi of the' '
NorMAL COMMANDS Spirit Deck and target 1 Form #h oppogeént contrels; 4
Bounp COMMANDS if the number of "Akumaiden” Forme in your Drop” |
Zone is equal to or greater than, fhat target's keyél,
INTERRUPT COMMANDS » send it to the Drop Zone._o#""
Swirr COMMANDS < ;

&

. / @ INTERRUPT
COMMAND'S TYPE IS NOTED WITHIN THE GREY .

Cucvas,_kun Dak-002 W

BOX NEXT TO THE BLUE COMMAND ORB
AT THE BOTTOM OF THE CARD'S FRAME.




THE BOUNDLESS GAME MAT. [T HELPS YOU ORGANIZE YOUR CARDS DURING A GAM
RECOMMENDED THAT EACH PLAYER HAVE ONE GAME MAT IN ORDER TO PLAY A GA}
OUNDLESS TO KEEP EVERYTHING EASY TO FOLLOW. PLAYING WITHOUT A GAME
POSSIBLE IF YOU CAN REMEMBER PROPER ZONE PLACEMENT.

THE BOUNDLESS GAME MAT 1S EQUIPPED WITH DIFFERENTLY SHAPED ZONES. DIl
TYPES OF CARDS GO INTO DIFFERENT ZONES. BELOW YOU WILL FIND A LEG
R '"HER EXPLAIN THE NAME OF EACH ZONE AND WHICH CARD TYPES ARE PL

A
1 2 3 COMMAND

Savior ZoNE' FOrM ZONES ZoNES

“THESE ZONES ARE
WHERE YOU PLAY
COMMAND CARDS.
COMMAND CARDS CAN
BE PLAYED FACE-UP OR
FACE-DOWN HERE
DEPENDING ON THE
TYPE OF COMMAND,




)LESS, YOU WILL NEED A
FEW THINGS:

DEck

' DECK CONSISTS OF YOUR VARIOUS Form AND CoMMAND CARDS. CUSTOMIZE YO
{CK WITH YOUR FAVORITE CARDS!

U CAN ONLY HAVE 4 COPIES OF THE SAME CARD IN YOUR MaIN DEck.

" STRATEGY TIP™
TRY TO KEEP A CLOSE TO EVEN BALANCE BETWEEN YOUR NUMBER OF FORM AND
COMMAND CARDS. YOU WILL HAVE AN EASIER TIME SEEING WHAT YOU NEED!

SeriT DECK 15 CA!

?TH!S DECK IS HOME TO YOUR SPIRIT CARDS. THESE ARE HELPFUL RESOURCE CARDS THAT
- CAN GRANT POWERFUL ABILITIES TO YOUR Form carps!

-YOU CAN HAVE UP ANY COMBINATION OF EACH SPIRIT CARD TYPE IN YOUR SpiriT [
3UT ONLY 4 CARDS NAMED "RESCUE SPIRIT' AND ONLY 1 NAMED "PERFECT SPIRIT".
HSTRATEGY TIP™
15 GARDS IS NOT ENOUGH TO PLAY ALL § SPIRIT CARD TYPES AT 4 COPIES EACH, SO MAKE.
GAME PLAN STRONGER BY DOUBLING UP ON THE SPIRIT TYPES THAT STRENGHTEN YOUR

vE IVIAT

ADDITIONAL ITEMS: Tiitse meMs ARE NOT NECESSARY, BUT MAY HELP IN GAMEPLAY ORGANIZATION

DIE: to pEremiine wio pLAYS FEST, KEEP MARK OF CERTAIN GAMEPLAY CHANGES AND DETERMINE THE OUTCOME OF RANDOMIZED EFFECTS
IF YOU CHOOSE TO USE SLEEVES OVER YOUR CARDS, SLEEVES
PEN & PAPER: Ustrun ror mackiv camertay INFORMATION: mSulr caws m HAVE A nmr aol.om

CARD PROTECTORS: For camn rrotecrion




ALL PLAYERS SHUFFLE THEIR MAIN DEeck. THEY THEN
OFFER A CUT TO THE PLAYER ON THEIR LEFT. THE
SAME IS THEN DONE WITH THE SpIRIT DECK.

._ Draw 5 **

ALL PLAYER'S DRAW 5 CARDS FROM THE TOP OF
THEIR MAIN DEck.

EACH PLAYER CAN ONLY PERFORM T
MUuULLIGAN e

ALL PLAYERS DETERMINE WHICH CARDS IN THEIR HAND




WiN

pLAYER LOSES IN A cAME oF BoUNDLESS
TCG 1F THEY:

HAVE 7 OR MORE SPIRITS IN THEIR VOID.

ARE UNABLE TO DRAW A CARD FROM

THEIR MAIN DECK FOR THEIR DRAW
StEP.

IF A PLAYER HAS RUN OUT OF SPIRITS IN THEIR SPIRIT DECK,
‘WHENTHEIRSAVIORISDAMAGED,THATPIAYERWSTSEND




TURN STRUCTURE

DRAW STEP

TCG  Tumn PLAYER DRAWS THE TOP CARD OF THEIR MAIN DECK.

v

INVOKE STEP

TURN PLAYER DRAWS THE TOP CARD OF THER SPIRIT DECK.

V

ACT STEP 1

TURN PLAYER CAN PERFROM THE MAIN ACTIONS OF THE
GAME, SUCH AS PLAYING ForM carps anp COMAMAND
CARDS, SPIRITUALIZING SAVIOR AND FORM CARDS,
SACRIFICING Form carps, Erc, THIS STEP CANNOT BE
SKIPPED. EVEN IF THE TURN PLAYER DECIDES TO DO
NOTHING WITHIN THIS STEP, THE STEP CANNOT BE
SKIPPED.

A
\¥4
COMBAT STEP
JPPONENT Savmnmum FOR ADDI’
0PPONENT'S FORM Cnns. TEe COMBAT STEP HAS 4 SEP .
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CAN ONLY PERFORM THE
AcTioNs ONCE DURING
EACH TURN:

A PLAYER CAN ONLY SPIRITUALIZE
THEIR SAVIOR WITH 1 SPIRIT CARD PER

E TURN.

EacH Form CAN ONLY BE
SPIRITUALIZED BY 1 SPIRIT PER TURN.

A PLAYER CAN ONLY SACRIFICE A ForM
THEY CONTROL TO PLAY A FORM FROM
THEIR HAND ONCE PER TURN. FORMS
SACRIFICED BY A CARD EFFECT DO NOT
COUNT TOWARDS THIS LIMIT.

THIS ACTION CAN ONLY BE
PERFORMED ONCE PER
GAME.

Praving LEVEL 0 FORM CARDS.
Pravine COMMAND CARDS.

PrLAcING COMMAND CARDS FACE-DOWN IN
THE COMMAND ZONE.

EX. LET'S SAY WE HAVE OUR SAVIOR IN THE
BouND STATE ON THE SAVIOR ZONE AND
AN "EMERALDEFENDER GOLEM', THAT HAS
NOT YET BEEN SPIRITUALIZED, ON BOTH OF

our Form Zones. WE ALSO HAVE 3
SPIRITS IN OUR HAND. WE CAN PUT 1

SPIRIT UNDERNEATH EACH OF THESE
IN OUR AcT STEP 1, BUT THEN WE
SPIRITUALIZE ANY OF THESE CARDS U

OUR NEXT TURN.




THE SNBAT
5TEP

OMBAT STEP FLOWS
A SET OF 4 SUBPHASES.

THIS PHASE OCCURS ONCE ALL PLAYER'S AGREE TO
LEAVE THE ACT STEP 1. IT ACTS AS A
TRANSITIONARY PHASE BETWEEN THE ACT STEP 1
AND THE CoMBAT STEP. SOME EFFECTS CAN
ACTIVATE ONLY IN THE START PHASE OF THE
CoMBAT STEP.

THiS 1S WHERE POWER (PWR) IS COMPARED, WHERE
"WHEN THIS CARD ATTACKS" E S ACTIVATE AND
WHEN A COMBAT VICTOR IS DECIDED. WHEN SAVIOR
AND FORM CARDS ATTACK ONE ANOTHER, THER PWR
IS COMPARED. THE HIGHEST PWR BETWEEN THEM IS
THE COMBAT VICTOR! IF THEIR PWR IS EQUAL, THE
ATTACKER 1S DETERMINED AS THE WINNER.

OMEAT VICTOR 1S DETERMINED, THE LOSER IS
AMAGED. W SAVIOR CARDS ARE DAMAGED, THE TOP
carp oF THE Spimit DEck 1s SEnT T0 THE Vom. WHEN

F()RM CARDS ARE DAMAGED, THEY ARE SENT TO THE Dﬂ()l'
NE AND A SI‘IRITS UNDERNEATH THEM ARE SENT TO THE
‘o0, BERORE ANY CARDS ARE SENT TO THE Dror Zone/
VoIb, ALL "WHEN THIS CARD DAMAGES" OR "WHEN THIS

CARD IS DAMAGED" EFFECTS MUST RESOLVE.

Tris PHASE OCCURS AFTER ANY RDS HAVE BEEN
DAMAGED. IT ACTS AS A TRANSITIONARY PHASE FROM
THE COMBAT STEP INTO THE T P 2, SOME

EFFECTS MAY ACTIVATE IN THIS PHASE,

PLAYING WITH 3 OR MORE
PLAYERS, EACH PLAYER SKIPS
THEIR COMBAT STEP ON
THEIR FIRST TURN.

—

#  Luurn, AXUMAMDER OF AGONY

™
EX. LET'S SAY OUR
OPPONENT'S SAVIOR ’
ATTACKS OUR |
"EMERALDEFENDER |
GoLEM". THEIR SAVIOR'S
PWR IS GREATER THAN

Tite care cunet tack
SO pe iy e Conpiar Sep oo gy ety
Bt arns s €0nit Savior, vow s dosand | ot 5ot ([
Hosts 0 abdach Bs cod ot 8
JAUTO] Shace fuis el b« carmaggend: Zopst sy | camd b |
AT qpenent's Lontmrany| Fom st i s the D) Ziome

.,
RYR; 3000
Quevas s - @




ACTIVATE:
O]

s WiTH THIS ETI ACTIVATE
) CALLY WHEN THEIR CONDITIONS ARE
T, REGARDLESS OF SPIRITUALIZATION STATUS.

s WiTH THIS ETI ARE ALWAYS ACTIVE,
'REGARDLESS OF SPIRITUALIZATION STATUS.

[INTERRUPT]
“grFECTS WiTH THIS ETI ARE ONLY ABLE TO

( g DIRECTLY FOLLOWING AN OPPONENT'S
'TON. (ACTIONS OUTLINED ON PAGE 16).

IN THE EVENT THAT M
EFFECTS ARE
SIMULTANEOUSLY, THEY SH
RESOLVED IN THE FOLLOWING'




BounbpLess TCG 1S DESIGNED WITH THE BEST PLAYER EXPERIENCE IN MIND.
THAT 1S WHY THE EFFECTS OF CARDS WITHIN THE GAME ARE STRUCTURED IN A
WAY THAT MAKES THEM EASY TO FOLLOW AND RESPOND TO!

FLAVOR TEXT IS INCLUDED AT THE BOTTOM OF CERTAIN CARD'S EFFECT TEXT BOX. IT IS
"ITALICIZED AND WITHIN QUOTATIONS".

The text written before the colon is the game
conditions that must be met before the effect
can activate: The text written after the colon
but before the semicolon is the cost: the text
written after the semicolon is the effect.

S—

CERTAIN ASPECTS OF A CARD'S EFFECT CAN
HAVE A SIGNIFICANT IMPACT ON GAMEPLAY.




Tuanks For Your Patronacge! ForLow
@BOUNDLESSTCG ON INSTAGRAM AND
@OFFICIALBTCG ON TWITTER FOR GAME AND
PRODUCT UPDATES!




