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Grandis Legacy is an RPG-Style TCG focused on Hero progression, tactical positioning, Class-based play, and Legacy after defeat. The standard format
in this rulebook uses 3 Heroes per player.

Primary win condition
Defeat all 3 opposing Heroes.

Deck-out
If the Main Deck is empty and the mandatory Draw Phase draw cannot
be performed, that player loses.

Two separate conditions: Defeating all 3 opposing Heroes is how you win. Maintaining your Main Deck prevents a deck-out loss.

Area Function Area Function

Hero Left / Center / Right Holds a Hero or Legacy. Attachment Slot Two active-effect slots per Hero.

Legacy Deck Hero Rank I-III and Legacy Cards. Racial Token Used for Racial Traits.

Main Deck Source of Skill, Item, and Event cards. Discard Pile Holds resolved or discarded cards.

Hand A player's private cards.

Legacy Deck
Three Hero progression packages. Each package contains Hero Rank I, Rank
II, Rank III, and 1 Legacy Card.

Shard Deck
Exactly 12 Shards. Its Class Shards are determined by the selected
Ultimate Cards; remaining slots are Mana Shards.

Shard PoolShard Deck 12 Shards used to supply the Shard Pool. Holds available Shards.
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Game Setup

1 Choose three Hero packages for the Legacy Deck.

2 Place Hero Rank I in Left, Center, and Right.

3 Shuffle the Main Deck.

4

5 Draw 6 cards as your Opening Hand.

6

7 Start with Mana Regen 1 and 2 Racial Tokens.

8 Determine the first player and begin at the Draw Phase.

Section Rule

Main Deck 60 cards: Skill, Item, and Event. Any mix allowed.

Legacy Deck 12 cards: three Hero and Legacy packages.

Copy limit Normal cards: maximum 3 copies; Ultimate: maximum 1
copy.

Hand limit Maximum 8 at the end of the turn.

Turn Structure

Phase Main function

Draw Ready Heroes; mandatory Main Deck Draw; resolve draw
replacement if any; then Mana Regen.

Deploy Tactical, Item, Event, Ability, Racial Trait, Legacy Ability, Reposition.

Battle Attack, Response, and any Casting that is ready.

Reform Support, Tribute, Legacy Ability, Reposition.

End Resolve Status/end-of-turn effects; reduce Hand to 8; pass turn.

DRAW DEPLOY BATTLE REFORM END

Timing: cards can only be used during the phase or timing stated on the card. The first player cannot attack during their first turn.

Build and shuffle the 12-card Shard Deck.

Shard Deck 12 Shards. See page 5 for composition and cycling.

Draw 3 starting Shards from the Shard Deck into the Shard Pool.
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Warrior Class Shard Mage Class Shard Archer Class Shard Cleric Class Shard Thief Class Shard

Value

1 Mana.

Matching Class Shard 2 Mana when paying for a Skill of the same Class.

Nonmatching Class Shard 1 Mana. For Item/Event and other non-Skill payments, Class Shards are also 1 Mana.

Mana Regen: starts at 1. Each Rank Up increases Mana Regen by 1, to a maximum of 6. During Draw Phase, after the Main Deck Draw and any draw-review

Paying Mana
For a Skill payment, if Class Shards are available, the player may choose

worth 1 Mana.

Mana Shard

Shard Deck Composition
Shard Deck contains exactly 12 Shards. Create 1 Class Shard for each unique Class represented by the deck's selected Ultimate Cards, maximum 1
Class Shard per Class and 3 Class Shards total. Fill every remaining slot with Mana Shards, then shuffle the Shard Deck.

Shard

Mana Shard

which Class Shards to use before Mana Shards fill the remaining cost. For
Item, Event, and other non-Skill payments, Mana Shards are used
first; Class Shards are used only if Mana Shards are insufficient, and each is

2. Shard Deck and Shard Pool

replacement finishes, take Shards from the top of the Shard Deck into the Shard Pool equal to Mana Regen, up to the normal Shard Pool maximum of 12.

Opponent Shard Selection
When an effect makes you discard, remove, or otherwise choose a Shard from an opponent's Shard Pool, choose from that opponent's Shards face-down / by
card back without knowing the Shard's identity before the choice is committed. Resolve what happens to the selected Shard exactly as stated by the card or
effect.

Shard Return Cycle
Used Shards do not go to Discard. Each payment/use returns as one batch to the
bottom of its owner's Shard Deck. Within a Skill payment batch, Mana Shards return
first, nonmatching Class Shards next, and the matching Class Shard returns
deepest/last. A later payment batch is placed below the entire earlier batch.
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Each player has Left, Center, and Right positions. Area of Attack
determines which opposing positions can be selected by a normal Attack
based on the attacking Hero's position.

Attacker position Normal targets

Left Left or Center

Center Left, Center, or Right

Right Center or Right

Range Attack
An Attack that is not restricted by the normal Area of Attack based on
Hero position.

Area Attack
Affects all opposing Heroes within the user Hero's Area of Attack
without choosing targets one by one.

Targets and Special Attacks

• All non-Area Attacks must choose a target unless the card determines its own
target or states that it does not use one.
• The number of targets follows the card text.
• An Attack that selects multiple positions gives each affected Hero a separate
Response opportunity.
• Legacy is not a Hero target unless a card specifically targets a position and allows
Legacy.

How to Use an Attack Skill

1 Choose an Attack Skill from Hand.

2 Choose a Hero that meets Class, Rank, and other requirements.

3 Choose a legal target if required.

4 Confirm, pay Mana, and Exhaust the Hero if required.

5 The opponent receives a Response opportunity.

6 Resolve damage and effects.

Reposition

Reposition swaps two adjacent positions. Left is adjacent to Center; Right is
adjacent to Center.

Swap Result

Hero <-> Hero Both become Exhausted.

Hero <-> Legacy Only the Hero becomes Exhausted.

Legacy <-> Legacy Not legal.

HP, EXP, Status, Attachment, Casting, and Exhaust move with the Hero. Reposition
from a card effect does not automatically Exhaust unless stated.

Manual Reposition limit: a normal/manual Reposition may be used at most once
during one active turn. Deploy and Reform share this limit. Reposition caused by
a card/effect does not use this limit.

Automatic Center - 1v1: when each player has exactly 1 active non-Legacy Hero
remaining, both active Heroes automatically move to Center. This movement
does not Exhaust them. A Legacy or empty object occupying Center swaps out
as part of this automatic move.
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Exhaust and Racial Token

Ready
A Hero can perform legal active actions.

Return to Ready
A Hero normally becomes Ready during its owner's Draw Phase. A Hero that is
still Casting remains Exhausted.

Normal Skill Exhaust
After a successful normal Skill use, its source Hero becomes Exhausted unless the card/effect explicitly says otherwise. Item Cards do not Exhaust a Hero by default.

Racial Token
Maximum pool: 2. A player may use at most 1 Racial Token during one active turn.

While Exhausted
A legal Racial Trait can still be used while the Hero is Exhausted, unless the card states otherwise.
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Tribute

Tribute converts 1 Skill Card from Hand into EXP for a chosen Hero.

Choose Skill Card Choose Hero Place Skill beneath Hero as EXP

Tribute rule Explanation

Timing Reform Phase.

Limit Maximum 1 normal Tribute each Reform Phase.

Printed Mana Cost Not paid.

EXP value Normal Skill = 100 EXP. Ultimate = 200 EXP.

Ultimate requirement 1 Only to the specific living Hero owner stated/encoded by that Ultimate Card.

Ultimate Class Shard

Ultimate Tribute: both requirements must be satisfied at the same time. The Ultimate's printed Mana Cost is still ignored.

Rank Up

When a Hero's total EXP reaches the requirement for the next Rank, replace that Hero Card with the corresponding Rank card.

EXP New Rank Rank Up Bonus

300 Rank II Draw 2 cards and Mana Regen +1.

700 Rank III Draw 3 cards and Mana Regen +1.

Returns to the bottom of its owner Shard Deck after use.

Ultimate requirement 2 Spend 1 Class Shard matching the Ultimate Card Class from Shard Pool.

When Ranking Up
Whether from Rank I to II or Rank II to III, move all EXP Cards beneath the Hero to Discard, then replace the Hero with the next Rank card. Damage already taken still
counts against the new Max HP. Status, Attachment, Casting, and Exhaust remain with the Hero. Shard Pool does not increase immediately.
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What is a Legacy?
When a Hero is defeated, choose any available/legal Legacy Card whose Base Class matches that Hero's Base Class (Rank I Class) to
occupy the position. It does not have to come from that Hero's original package. Legacy is not a Hero and has no HP, Class, Rank,
EXP, Status, Exhaust, or Attachment Slot.

Main purpose of Legacy: after a Hero is defeated, some Skill Cards may no longer be playable. Legacy lets matching Skill Cards remain useful as costs: discard the
required Skill Card from Hand without paying Mana, then resolve the Legacy Ability.

Legacy Timing: a Legacy Ability can only be used during Deploy or Reform. Each Legacy can use its Ability once per turn and does not become Exhausted.

Using a Legacy Ability

Choose Legacy > Pay the matching Skill Card > Choose card/target if required > Resolve the Ability

Hero Defeated and Revive

When defeat occurs

• Attachments go to Discard.
• Status is cleared.
• All EXP Cards beneath the defeated Hero go to Discard.
• Pending Casting from that Hero is canceled and its Casting card goes to Discard.
• The Hero keeps the Rank it had reached; after EXP Cards are cleared, only that
Rank's inherent EXP remains (Rank I 0 / Rank II 300 / Rank III 700).
• If all three Heroes are defeated, that player loses.

Revive

• Legacy returns to the Legacy Deck.
• The Hero returns to that position.
• HP, EXP, Status, and Exhaust follow the revive card.
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The Main Deck contains 60 cards consisting of Skill, Item, and Event Cards. Players may choose any mix. A resolved card normally goes to Discard unless it becomes
an Attachment or another effect moves it elsewhere.

Lineage and Fallback Effect
A Hero may use Skills from earlier Classes in the same progression Lineage. Use the effect row that matches the Hero's Class and Rank. If there is no exact row, use the
highest previous effect row available in that Lineage, as long as the Hero still meets the card requirements.

Example: A Conqueror Rank III may still use Deflect from the Warrior > Gladiator > Conqueror Lineage. Because Deflect has Warrior Rank I and Gladiator Rank II rows, use the
Gladiator Rank II effect.

What Counts as a Draw?
A Draw is a successful movement of a card from the top of the Main Deck to Hand caused by a Draw rule or effect. Mandatory Draw Phase draws, card-effect draws, Rank Up
reward draws, and replacement/redraw effects count when they actually draw from the top of Main Deck. Opening Hand, search/choose/add-specific-card-to-Hand, and
return-from-Discard-to-Hand do not count as Draw.

A Draw effect takes as many cards as are available, including 0, without causing an immediate loss. Deck-out loss occurs only when the mandatory Draw Phase draw cannot be
performed.

Check before playing a Skill: Mana Cost, Skill type, timing, Class, Rank, Lineage, target, and effect text.
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Must choose a target within Area of Attack and deals Physical damage. Must choose a target within Area of Attack and deals Magical damage.

Affects all opposing Heroes within Area of Attack without choosing targets
one by one.

Must choose a target, but ignores the normal Area of Attack restriction
from Hero position.

Choose the target position when played. That position remains locked until
Casting resolves during the Battle Phase.

Used during Response for Block, Dodge, Negate, redirect, or other
protection.

Healing, recovery, or other assistance for a Hero. Timing follows the card. Preparation, Reposition, buff, draw, or disruption. Timing follows the card.

Targets

The number of targets follows the text on the card.

General Skill Timing

Type General timing Function

Attack Battle Phase Attack opposing Heroes.

Defense During Response Protect a Hero or stop an Attack.

Tactical Deploy Phase or as stated Prepare strategy and change the game state.

Support Deploy or Reform as stated Healing, recovery, or other assistance.

Item Card

Provides healing, buffs, modifiers, or special functions. It may resolve
immediately or become an Attachment if its effect remains active.

Event Card

Represents an event that affects the game. It does not always require a
Hero as the user.

12
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Action played Choose Response Validate/pay Mana +
mandatory additional costs

Opponent may respond Last card resolves first Original action continues

Area and multi-target: each affected Hero receives its own Response opportunity.

Defense result Meaning

Block Reduces damage, including down to 0.

Dodge The Hero avoids the Attack.

Redirect Changes the Attack target according to the card text.

Negate / Cancel Stops a card or effect according to the card text.
Committed Response and additional cost: all required additional costs must be payable before the Response is available. When the player confirms the Response, that
Response becomes committed and the previous Response Window closes. Any mandatory additional-cost selection is then completed before the chain continues. The player
cannot cancel the committed Response after this point.

Attachment

• Each Hero has 2 Attachment Slots.
• A card becomes an Attachment if its effect remains active after being played and must persist for later timing.
• An effect that resolves immediately is not placed in an Attachment Slot.
• A slot must be available before playing a card that requires an Attachment.
• Attachments move with the Hero during Reposition.
• Use the card's counter to track remaining turns/uses as instructed.
• When the effect ends, is used up, or the Hero is defeated, the card goes to Discard.

Casting

Casting locks a target position, not a Hero. Choose an opposing position when Casting is played; when released, it hits the Hero currently occupying that position.

• If the target position contains Legacy when Casting is released, the Attack resolves without dealing damage.
• All Casting releases only during Battle Phase.
• Casting uses an Attachment Slot and makes the user Hero Exhausted.
• If the user Hero changes position or is affected by Stun before release, the Casting is canceled.
• Normal Casting reduces its counter at the start of the next Battle Phase.
• When the counter reaches 0 during Battle Phase, the Attack is released and the opponent receives a Response.
• After Casting resolves, the user Hero remains Exhausted until the next Draw Phase.
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Status remains attached to a Hero and moves with it during Reposition. Legacy cannot receive Hero Status.

Status Effect

Bleed The Hero cannot receive healing while Bleed is active. Bleed does not deal additional damage.

Burn If a Hero with Burn takes damage from an Attack, that Attack deals 10 additional damage.

Freeze The Hero cannot change position through normal Reposition or Skill effects, and cannot use Dodge.

Poison Deals 10 damage during the owner Hero's End Phase for each turn of its duration.

Stun The Hero cannot be chosen as the user/source of a Skill, Item, Event, Ability, or active effect while Stun remains active.

Status Duration: duration decreases during the owner Hero's End Phase and ends at 0. Poison deals damage before its duration decreases.

Status Stacking: applying Poison, Burn, Freeze, or Stun again adds the new duration to the remaining duration. Reapplying Bleed does not add duration; keep whichever
duration is higher.

Healing

• Healing cannot exceed Max HP.
• Single-target healing requires a damaged Hero without Bleed.
• For multi-target healing, full-HP Heroes, defeated Heroes, and Heroes with Bleed are skipped.
• Apply Healing Done and Healing Received modifiers when applicable.

Note: Taunt is an Attachment effect that restricts Attack choices; it is not one of the Status effects listed above.
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Topic Short rule

Win Defeat all 3 opposing Heroes.

Deck-out Lose only when the mandatory Draw Phase Main Deck draw cannot be made.

Turn Draw > Deploy > Battle > Reform > End.

Area of Attack Left: Left/Center; Center: all; Right: Center/Right.

Manual Reposition Maximum 1 per active turn; Deploy/Reform share the limit; effect Reposition is exempt.

1v1 Auto Center With exactly 1 active non-Legacy Hero on each side, both automatically move to Center without Exhaust.

Starting Mana

Mana value

Tribute Normal Skill = 100 EXP. Ultimate = 200 EXP and requires both its specific Hero owner + matching Class Shard.

Rank Up 300 EXP -> Rank II; 700 EXP -> Rank III; all EXP Cards go to Discard on Rank Up.

Defeat EXP EXP Cards go to Discard; reached Rank is retained with inherent Rank EXP.

Draw Only a successful top-of-Main-Deck -> Hand Draw counts. Opening Hand/search/Discard return are not Draw.

Attachment 2 slots per Hero; used when an effect remains active after the card is played.

Legacy On defeat choose any available Legacy with matching Base Class; Legacy Ability is used during Deploy/Reform.

Racial Token Maximum 2; use at most 1 during one active turn.

Three Main Flows

Attack Choose card > choose Hero > choose target > pay Mana > Response > resolve.

Rank Up Tribute > gain EXP > reach 300/700 > EXP Cards to Discard > replace Hero > gain bonus.

Defeat HP 0 > check defeat prevention > clear connected state > choose matching-Base-Class Legacy.

Hand and Search

• Hand is private.
• After searching or viewing the Main Deck, shuffle it unless a card states otherwise.
• A Draw effect takes as many cards as available, including 0, without immediate loss.

END OF PLAYER RULEBOOK

Shard Deck Exactly 12 Shards; Class Shards follow unique Classes from selected Ultimate Cards (max 1/Class, max 3 total); remainder Mana Shards.

Opening Hand 6 first, then draw 3 Starting Shards. Mana Regen starts at 1.

Mana Shard = 1. Matching Class Shard = 2 for matching Skill; otherwise Class Shard = 1.

Opponent Shard Choose opponent Shards face-down whenever an effect discards, removes, or selects a Shard from their Shard Pool.

Shard return Each payment returns as a batch: Mana -> nonmatching Class -> matching Class; later batches go below earlier batches.


