DIGIMON DIGI-BATTLE FACTS
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What are DIGIMON?
Digimon are Digital Monsters that live on File Island, You can match them in battles with
one another to see who has more power. With your help, they can DIGIVOLVE

into more powerdul monsters to increase
their chances of vdnning.

Haw many can play?
Two.

Y
What 6o you neec 1o play? «
1. Two BATTLE DECKS of 30 different Digi-Battle cards
each - & total of 60 cards (52 provided with Starter Sat 1).
2. One game mat
3. Twio score counters.
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What s the basic premise of the game?
Players face each other scross the game mat. They each select Digimon cards from their
Battle Decks to da batthe in the DUEL ZONE. DIGIMON POWER data on the cards will show,
depending on the BATTLE TYPE of the opponent, who has mors relative strength.

As the Digimon Digivolve to mors pawsrful forms in the DIGIVOLVE PHASE, ard as they
acquire differant powers and identities with the help of POWER OPTION cards in the BATTLE
PHASE, their refative strangth will change. When bath players have finished playing their
Power Option cards, the Battie Phase is complete, and Digimon Pawer dato on the cards wil
show weho has won the Dusi. The winnar of the Duel is avarded paints, ;
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How do you scece points? a X
The winner scoces points s shown in the SCORE section at the bottom

of the winning Digimon care, basad on the DIGIVOLVE LEVEL

{Roakis, Champion, Utimats, Megal of tha defsatad opponent. >

»p

How do you win the game?
Tha first to score 1,000 points wins the gama,
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Can | customize my Battle Deck?
. Yes! Players may agree 1o piay with Battle Decks they've put tlogether before the game.
These customszed Battle Decks can be compesed of any 30 different cards,
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DIGIMON DIGI-BATTLE CARDS

There are 2 kinds of cards: DIGIMON cards snd POWER OPTION cards. Digimon cards ara
the character cards that fight their batiles in the DUEL ZONE. Power Option cards are used
to enhance the powes and Hexibility of the batting Digimon cards.

The cards sre available in one complete STARTER SET. The Starter Sat contains 62 different
cards, a game mat, 2 score counters, and an instruction sheet. There are 48 different Digimon
cards ond 14 differant Power Dption cards. The carde in the Starter Set are [dentified by sn
“ST-" prefix to their card number.

DIGIMON CARDS

Digimon cards are divided into three BATTLE TYPES: @ (RED), B (GREEN), 2nd @ YELLOW).
Tha Battie Type of your OPPOMNENT is what determines your reistive DIGIMON POWER.
This relatianship changes from card to card, as shown in the Digimon Power chart on esch
Digimon card. In general, @ [YELLOW) is mare powerful than B{GREEN], and M {GREEN| is
mere powerful than @IRED), but at times @(RED) s more povierful than 4 [YELLOW!. You
can think of this a5 similar to the relaticnships in Rock, Scissors, Paper”

Thay are further déferentiated into four DIGIVOLVE levels. These levels are, in uscending order.

ROOKIE, CHAMPION, ULTIMATE, and MEGA. The higher the ievel, the stronger the card, Te

Digivolve your battling Digimon to the next level, you must play a card that meets the DIGIVOLVE
The Digivohe i are shown in a box at the top of the card,

POWER OPTION CARDS
POWER OPTION cards coma in three types: DIGIVOLVE, FORCE FX, and PONVER BLAST cards.

DIGIVOLVE cards ars used i the Digivoive Phase to svoive the bauling Digimon to a more
powerful state. Take a moment to read the EFFECTS described on the Digivoive cards.

FORCE FX cards ara used in tha Battie Phass to change the COLOR of your Digimon Power ~
‘®{RED], M(GREEN), and @ {YELLOW) - ragardless of the Battie Type of your opponent.

POWER BLAST cards are used in the Battie Phase to enhance the battling Digimon in several
different ways, depending on what is printad on the card. Take a moment to read the EFFECTS
described on the Power Blast cards




DIGIMON DIGI-BATTLE STARTER SET CARD LIST

ULTIMATE DIGIMON (11]

$T-21 Kimeramon

$7-28 MegaKabuterimon

ST-29 Triceramon

$7-30 Piximon

ST-31 Okuwamon

$T-32 SkullGreymon

ST-38 Zudomon

ST-39 MarineDavimon

ST-46 Mamgvo(hmon
ST-47 WereGarurumon

$T-24 Otamamon

ST-41 Candlemon ST-48 SkullMeramon

ST.42 DomiDevimon

3 ST-33 HerculesKabuterimon
J ST-34 SaberLeomon

ST-02 Greymon c
ST-04 Birdramon Rl mon
ST-06 Garurumon m
T 3
iR daiteniuen O ST-49 Red Offensive
ST-10 Togemon =
ST-12 Ikkakumon Q ST-50 Yellow Offensive
Q ST-51 Green Offensive

S$T-01 Agumon
$T-03 Biyomon
ST-05 Gabumon
ST-07 Tentomon
ST-08 Palmon
ST-11 Gomamaon
ST-13 Patamon
ST-18 Kunemon
$T-23 Gotsumon
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Rty - imon
7 T $7-17 Centarumon ST-65 Digivolve to Champion

ST-19 Dokugumon ST-56 Ultra Digivolve
S7-20 Musyamon ST-59 Digivice Red

S$T-22 Rockmon ST-60 Digivice Green & Yellow
S§T-26 Tortomon ST-61 Digivice Red & Green
ST-26 Starmon ST-62 Digivice Yellow
o

ST-35 Dolphmon sl 21

ST-36 Coelamon Q ST-562 Blitz

ST-37 Octomon O ST-53 Metal Attack

ST-43 Apemon 1 ST-54 Counter Attack!
ST-44 Wizardmon O ST-57 Downgrade

ST-45 Bakemon 0 S7-58 Digi-Duel
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A. SET-UP

Spread out 3F 62 DIGHBATTLE cards face up o  fist surface. Flip  coin to decide who goes
first. Players take turns choosing cards, one at a time, until each has created a BATTLE DECK
of 30 cards. Put the 2 feftover cards aside. (Note: Players may agree to play with their aem
pravicusly customized Battle Dacks. Thase con include any 30 different cards. No duplicates )
Each selects a ROOKIE card from the deck, and places it face down on the DUEL ZONE.
Each shuffles the remaining 29 cards, deals himself or herself 10, and places the remaining
19 cards face down ONLINE.
. Each turns over the Aookie card in the Duel Zone.

Players now see which card their opponent has played and note its BATTLE TYPE: @ (RED),
B (GREEN), or 4 (YELLOW). They then refer to the chart on their card showing the amount of
DIGIMON POWER they can bisst at that type of cpponent. The player whe displays the higher
amount of Digimon Power has the advantage, and, 4 no more cards are played, wins the Duel

The players new review the 10 cards in their hand and consider strategy. To increase the
amount of Digimon Power you can bisst at your opponent, you'll probably want to Digivoive
1o the next level. Proceed to the DISIVOLVE phase.

Tip: When choosing your Battfe Deck, mske sure to include an evoiutiansry "tree” of Digimon
st can Digivaive 1o the highest levels. One way 1o do his (s 1o buld backward fram Mega leval,
making sure to pick Digs appesr i ! f the cands you Ve chosen

0
in descending order. [Hine: To find “fsmly trags” notice the beckgrounds behind the Digimon.)

[ Tip: Make sure 1o include enough Power Option c3rds to give yoursetf Power Options!

1004 WINO

OPPONENT'S ROGRE

Your
DIIIMON POWER

In EXAMPLE A, you and your appanent have chosen your Battie Decks, placed your Bookies
face down on the Due! Zone, shutfied and deslt yourselves 10 cards each, and placed the
remaining cards face down Oniine. {Fig. 1}

Now. you turn over your Roakies. {Fig. 2) Your opponent has played Roakie TENTOMON wath

Bartie Type @{RED], and you have played Rookie OTAMAMON with Battie Type @ (YELLOW).
Compare your DIGIMON POWER. Notice how the smount of Digunon Power is determined by the
BATTLE TYPE OF THE OPPONENT Now you see that your opponant blasts you with Digimon Power
0f 35, while you respond with Digimon Powsr of anly 120 Your opponent has the advantage!

B. DIGIVOLVE

Both players review their hands, snd i they have a card that Digivolves thelr Digiman to the next
leved, they place it face down on the DIGIVOLVE ZONE This new next-level eard must show the
name of the Digimon cuerantly on the Ouel Zoae in its DIGIVOLVE REQUIREMENTS box, and you
must be prepared to fulfill any other Digivoive Requirements stated there.

. Flip 3 cein to Gecice who goes first
. Player who goes first tums ovar the card on the Digivolve Zone and places it face up on top
of the card on the Duel Zone.
. Player completes tum by fultilling sny Digivolve Requirements shown on the next-level card.
For example:
Digivoting from Rockie to Champion requires moving 1 or 2 cards from Online to Offline
8s “payment.’ {See example below.)
Digivoiving from Champion to Uitimate or from Ustimate to Mega requires that you either:
a) Place a DIGIVICE Pawer Option* card o the POWER PORT, or
b) DNA Digivolve, which means you must play 2 lower-level cards instead of 1. You do
this by placing the second Digimon (the cne nct showing on the Duel Zone) face up
on the Powsr Port when you turn aver the next-level Digimen on the Duel Zone.

*Note: There are two ather Pawer Option cards that can be used in the Digivolve Phase.
They are ULTRA DIGIVOLVE and DIGIVOLVE T0 CHAMPION. See mstructions in the EFFECTS
section of each card for use,

Alter the first player has finished Digivoking, the secand player notes any changes in DISIMON

POWER, and may respond by either:

4. Digivolving as shown above, or

5. Deciding not to Digvalve and saying “Pass.” If the player who passes has 3 card face down
on tha Digivoive Zons, he must mave it Offfine, in other words, “Uss &, or lose it.”

|f & player does not hiawe @ card in hand to Digivolve, he or she must pess. 1f bath players do not
have cards in hand to Digivalve, proceed to the BATTLE phase.

You may Digivolve ondy one leval per Dusl. After each player has either Digivolved or passed, the
Digivolve phase is over. Praceed ta the BATTLE phass,

In EXAMPLE B, your Gpponent has won the toss and goes first, turning over a Champion level
GEKOMON with a Battio Type # YELLOW). You turn aver» Champion level TORTOMON with
a Battls Typo @(RED} You each move ) card fram ONLINE to OFFLINE, 25 required by the
Digivolve Requiraments.

Campare your Digimon Power. Your oppanent blasts you wath Digimon Power of 270, wiile you
counter with Digimon Power of 370. Now you have the advantage!




C. BATTLE

Starting with the winner of the coin toss, players now take tums playing POWER OPTION carde
on the POWER PORT, one card per tum. Each Power Option card has an EFFECT that you can
wse 10 try for an advantage over your opponent. Some Power Option cards have Use Requirements
attached to their Effect. You must complete these Use Requirements as part of your twrn for the
Effect to come into play. Keep track of how the dueling Digimon's relative strength chenges with
each card played, s shown by comparing DIGIMON POWER

First, you must restors your hand to 10 cards by drawing from the ONLINE deck. Players may
discard as many cards from their remaining hand to OFFLINE as they wish, and draw as many
new cards from the Online deck as needed to restore their hand 1o 10 cards. {This is the only

time when you may restore your hand.)

When thers are nat enough cards ramaining in the Onfine deck to restore your hand to 10
cards, draw down to zero, then send ALL the cards on your side of the board, except the

Rookie, Offiine. Shuffla them and place them face down Onfing. You may then draw as many
s nesced to restora your hand to 10 cards,

Continue taking turns until 8 player runs out of Power Option cards to play, ar decides to stop
playing them, and says “Pass.” The other player may continue to play Power Option cards until
e or she runs out of cards or decides to stop.

Note: If at any time during play the numbsr of your Online cards goes down to zero (either
by your action or your opponant's}, you must send ALL the cards on your sida of the board,
axcept the Rookie, Offiine, Then shuffle them and place them face down Online before

resuming play.

When the play staps, the plsyer displaying the most Digiman Power wing the Duel.

Winner scores paints depending on the Digivolve Level {Rockie, Champion, Utimate, Mega)
of the defested opponent, as shown in the SCORE section a1 the bottom of the winning card.
Winner adds the new points o his scare counter

Atthis point, playars have tha option of changing their Rookie {if they have one o the Duel
Zone). To setup 3 change, place the new Rookie face down on top of the old Rockie.

If you have a card with the Requirements to Digivolve your new Rockie to the next level, you
woud use it now by placing it face down on the Digivolve Zone. (Bath cards wil be turned
aver when it's your turn to Digivolve.}

Winner keeps all Digimon on the DUEL ZONE. Defeated player sends all Digmon, except the
Rookie, OFFLINE. Both plsyers send sll Power Option cards Offiine

Winner goes first in the next Duel

Players may prepare to Digivolve any Digimon on their Duel Zone by placing the next-level
card {with the correct Digivolve Requirements) face down on the Digivalve Zone.

In the event of & tie, all Digimon remain on the Duel Zane and sll Power Option cards are sent
Offline. No points are scored. Winner of the previous Duel (o of the coin toss] goes festin the
next Duel.

\Winner of the Iast Dust initiates the new Duel by starting at siep #2 of 8. DIGIVOLVE.
ffthe last Duel ended in a tie, the player who went first last time initiates the new Duel

The first pleyer to score 1,000 paints wing the game.
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DIGIMON POWER of
the POWER BLASTIMETAL ATTACK card, fer a fetal of 438,

1o EXAMPLE D, your opponent has decided to change tis or her Raokie, and has set up the
change by placing the new Roakie face down on top of the old Rookse on the Due! Zone.

He or she also sets up to Digivolve the new Rookie by placing @ Champion with th
Gigivalve Requirements face down on the Digivalve Zone.

1o EXAMPLE C, your apponent battles back, placing a FORCE FX/GREEN OFFENSIVE card o
POWER PORT. This has the EFFECT of changing s av her Digiman Power to IGREENL That me,
1 or she now blasts you 1ith Digimon Power of 390 sgainst yaur J70, giwig him e her the sdvantege

Afrer drawing from the Online deck to restaro your hand [0 10 cands, you see an opportunity
to Digivolve your Champion to Ultimate. fn this case, the Digivoive Requirentents of the
Ultimate you want fo piay call for the use of 8 GIGIVICE Powsr Option card. You piace the
Uitimate card face down on the Digiveive Zone, and piace the appropriate Digivee cerd
face down on the Powsr Port

You counter with & POWER BLAST/METAL ATTACK card that has the EFFECT of sdding 50 points
to your Digiman Power, qiving you 420 to his or fier 390. Your opponent examines his or her hand,
so@s he or she is out of options and passes. You win the Duel!

To determine your score, see the SCORE chat at the battom of your winming Digimon card.
Since your opponent was & Champion, find "C tor Champion and see thst you ve won 108 points
Aad the points to your
Scove Counter.

Since you won the last Dual, you begin the new one by twning your Uhtmate card tsce up
and placing it on the Due) Zone. The Battle is on!

SCORE RA00 i (E160
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[ Tig: Take time to bacome familiar with your Digimon. They each have 8 unigue pursonaiity
| Many of them have Special Abilities, and same of them have powerful Spaciel Effects that
| You can use fo your advantage in DIGI-BATTLE!
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