AKin Legends: I:choes of" the past

Rules of’ the game

Objective

In Akin Legends, players form teams of two and compete to free the spirit
controlled by the opposing team. To do so, they must break through their
opponents’ defenses while protecting their own.

Components

1 Akin card

1Yulin card

4 turn counter cards
6 protector cards

12 defense cards

108 summoning cards

Setup

Players form two teams of two facing
each other around a table. Each team
takes either the Akin card or the Yu-
lin card; this is the card that team will
have to protect.

Next, each team draws one Protector
card and three Defense cards, which
they place in front of them.

The Turn Counter cards, numbered 1 through 4, are then distributed so
that two players from the same team do not play one after the other.
Finally, the Summoning card deck is shuffled, and each player draws 7
cards.

The cards

Akin and Yulin:

These are cards indicating the teams and

serve a primarily decorative purpose. Akin ‘

Spirit of' the sun
)

The counter cards:

They help players remember the direction of play.

The “protector” cards:

The “protector” cards are unique cards that grant each
team an active effect throughout the game.

The “defense” cards:

These are the cards representing the defenses each team
must defeat to reach the opposing spi-
rit. These defense cards consist of two
different elements that players must
combine to destroy them.

The “summoning” cards:
These are the main cards of the game;
the ones players will draw and play. Summoning cards have three com-



ponents: 2 attacks and 1 special effect. The orientation in which the player
plays the card indicates which component they intend to use this turn.

Attacks are used by placing the card vertically, with the element of the
desired attack facing the opponents. If the attack succeeds, the player will
then place this card under the targeted opponent’s defense card, leaving
only the element used visible to indicate which elements have already
been applied to the defense.

Special effects are played by placing the card horizontally. There are 3
types of effects:

l. Defense

The defense effect allows you to counter an attack of the
same element. If multiple cards attack with the same ele-
ment, the defense card will stop only one and let the others
through.

2. Healing

The healing effect allows you to remove a matching element
already applied to one of the team'’s defenses from a previous
turn.

3. Boosl

The boost effect only takes effect during the confrontation
phase; during this phase, all cards attacking with the same
element as the boost card deal +1 damage. So, a fire attack
counts as two fire attacks, and so on. This effect applies to
the entire team and is stackable. Once the confrontation is
resolved, this effect is removed, and the number of elements
applied to the opposing defenses cannot exceed the number
of attack cards played

How to play

l. Plaving cards

The player who starts is the one with the turn counter card marked 1; next
is the player with card 2, then 3, then 4. Then comes the second turn of the
round, which starts again at 1.

During a round of play, each player takes two turns. On the first turn,
everyone plays normally. On the second turn, players play their cards face
down. Players may not tell or show what they are playing, either to their
opponents or to their teammates. However, the orientation of the cards
must be respected; this is the only way for other players to get a clue as to
what the player might be playing an attack or a special effect.

The player who starts is the one with the turn counter card marked 1; next
is the player with card 2, then 3, then 4.

On their turn, a player may perform two different actions: draw cards or
play a card. If they decide to draw cards, that player skips their turn and
discards three cards to draw three new ones. If they decide to play a card,
they place it face up in front of them.

2. The Showdown

Once all players have taken their two turns, the game moves to the
confrontation phase, during which all face-down cards are flipped over
and the effects of all cards are applied.

The first effects to be applied are always healing effects, followed by
boosts, then attacks and defenses. For clarity, cards that cancel each other
out (such as an attack and a defense of the same element) or cards that
have no effect (such as a boost that does not boost any corresponding
attack) are gradually removed.



3. Apply the elements

Once all effects have been resolved, the re-
maining attack elements are applied, at the
attacking team’s discretion, to the various
opposing defenses. If one of the defenses
has all the necessary elements attached, it is
destroyed and removed from the game.

4. End of the round

Players remove all remaining summoning
cards from the playing field and pass

the turn counter cards so that Player

1 gives their card to Player 2, Player 2

to Player 3, and so on.
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5. Viclory

If a team manages to take down all
of the opposing team'’s defenses,
they win the game.
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Example of a round

First turn Peter
1. Lola plays a fire attack @ [ .

card
2. Peter plays a forest . 39 ,g,v / .,, r‘
boost card, telling his %
teammate Lindsay what

would be best to play this

turn. 5§‘;

3. Aiden, anticipating the i
opposing team'’s attack, ’ L 1 ‘

plays a Forestdefense. /> [ [

4. Lindsay, who has no O D u @
Forest attack cards in her Lola Aiden

hand, decides to pass her
turn to discard 3 cards and draw 3 new ones.

Peter Lindsay Second turn
@ D O 5. It's Lola’s turn again, and
T J ; \J/] ‘ s J

she plays a face-down Fire
boost card to reinforce her
attack from the first turn.

6. Peter plays a face-down
Forest attack card to accom-
pany his boost from the first
turn.

7. Aiden decides to attack
with Water to diversify their
attacks.

8. Lindsay, who drew a Fo-




rest attack card on the previous turn, decides to play it to take advantage
of her partner’s boost.

9. Before the showdown, thanks to their protector, the Lola-Aiden team
draws a card and activates its special effect, which is a Water defense.

The Showdown

10. Next comes the
showdown; everyone reveals
their cards.

1. The extra Water defense
card that the Lola-Aiden
team drew has no effect this
turn because the opposing
team did not attack with Wa-
ter, so we can already remove
this card from the playing
field for better visibility.

12. Since no healing cards
have been played, we first

Peter - Lindsay

Lolé ~ o Aiden

Peter Lindsay

apply the boosts, so all of Team
Akin's Forest attacks have +1 and
all of Team Yulin's Fire attacks
have +1

13. There are no fire defense
cards; the boost wasn’t even
necessary, and Lola’s attack goes
through. She decides to place it
under the "Fire Storm" defense
card.

Lola ) ~“Aiden

14. The two Forest attack cards total 4 attacks, so although Ayden's
defense blocks one, the others go through. Peter and Lindsay therefore
place their Forest cards under the “Wall of Thorns"” defense.

15. Aiden's Water attack is not blocked, so he can place it under the op-
posing team’s “Swamp"” defense.

16. The remaining boost cards are removed from the playing field, and
the players flip the turn counter cards for the next round, where Peter will
be the first player and Lola the last to play this time.

17.  Each player draws 2 cards, and it's time for another round.

Peter Lindsay

Komms — 2
|
R

Lola Aiden

Two players variant

The game is played the same way, ex- =l |
cept for the following changes:

The “Spy" protector card is removed @
from the game. r
Players have two defenses instead of
three.

Players may draw a card each time
they play a card.

Players play 3 cards each round: the
first face-up and the next two face-
down.






