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Introduction to Rise & Ruin



In a universe plunged into war, four species fight a desperate battle for survival and dominance. Descendants of the great dragons of yore, the arrogant Ralak plunder and slay for motives no more noble than greed and idle amusement. The sleek and insectile jix’Su fight as a collective, risking all in defense of their Queen while internecine havoc weakens the race from within. Usually content to live and let live, the Keldei transform into implacable, relentless enemies when the tranquil forest world they and their animal ancestors call home is threatened. Finally, the Vedyn - ephemeral, mystical beings of purest energy – pledge allegiance to none and to nothing but the holy ideals of order and balance.

In order to stand triumphant at the end of a battle, you will have to be:

Strategic. Compile virtual ‘decks’ of attack and defense cards that build on your characters’ strengths and your opponents’ weaknesses.

Quick. Put it all on the line through quick decisions and luck in the heat of competition.

Cunning. Negotiate with other players to form teams, build alliances, and trade cards.

Active. Increase your chance of success by training your characters’ skills.

Forced into conflict by the irresistible warp and weave of history’s tapestry, each species needs champions who will bring the strength, skill, and luck that will help them triumph. Which side will win your loyalty? 

Features



New features will be added to R&R over the coming months. But rather than wait until it's all in place, we'll be releasing content as it's completed. The following is in the game right now:

· Train your ideal avatar from to increase your strength in battle

· Build your deck from a growing pool of powerful attack and defense cards 

· Experience thrilling and cinematic graphical battle sequences from an extensive library of original, motion-captured, combat animations. Worth the price of admission alone.

· Challenge your friends and win prizes through organized tournaments

· Wheel-and-deal in the in-game trading system

And coming as quickly as we can type…

· Expanding the number of active skills from 5 to 12

· The final 2 character races

· Magic cards that fill the screen with flames, lightning, hail storms… you name it.

· Training and interacting with your character through Twitter, letting you ‘carry’ your character with you wherever you go.  During recess, in the car, at your grandmother’s house for Sunday dinner…

Game Play



This section of the site will help you understand how to play Rise & Ruin for the first time.

Character Creation
The first thing you do when you connect to the game is create your character. Choose from the jix'Su or the Ralak, give your character a name, choose its colours, and then enter the game.

Main Menu
After Character Creation, you'll be taken to the Main Menu. This is where you can access Character Management, Character Selection, and the Battle Chat Rooms.

Character Management
Go to Character Management and you'll see the page where you can buy credits and acquire new cards. Use the drop-down menu at the top left to navigate to the Skills & Attributes page.

Skills & Attributes
This page lets you train your skills. Skills affect the total value you can get out of your cards during battle. Spend your skill points as you see fit. Also click around on the various skills to see a description of what they do.

Card Inventory
Use the main drop-down menu to go to the Card Inventory page. Here you can see the cards that we've assigned to your account for free. We have put all of your cards into a Starter Deck, which is why they appear grayed-out (cards that are in the active deck are grayed-out).

Create a new deck and drag cards from your main inventory to populate the deck with cards. Which cards to choose is a skill you'll have to master as you get better at the game. Once you've built your deck, save your changes return to the Main Lobby.

Battle Chat Rooms
From the main menu, select a chat room and click 'Join'. Once you're in the chat room you can chat with, challenge, or trade with other players.

Challenging an Opponent
Within the chat room, select a player you want to battle and click 'Challenge'. If the player accepts the challenge you'll be taken to the Locker Room where you can use the drop-down menu at the top right to choose the deck you want to use. Once you're ready, click 'Ready' and the battle will start to load.

Battle
Once you're in battle, the player who accepted the challenge gets to go first. Choose a card from your hand and drag it (or use the hot keys) to the Action slot, then click 'Attack'.

You'll see your character do the first part of the card's action sequence. Then the opposing player gets a chance to play a defense card. If you don't have a card to play click 'Defend' to pass your turn. (You can also pass attack turns.) The action sequence will play out and then the turns will switch.

Other things to note:

· You can discard cards at any turn by dragging a card to the big red X on the left before you click 'Attack' or 'Defend'.

· Cards that are red can't be played on that turn (attack on defense, defense on attack).

· Cards that you do not have enough mana to play appear blue.

· You can play modifier cards with attack cards by dragging the modifier cards to the Modifier slot before you click 'Attack'.

· You can store defense and modifier cards for future turns by dragging them down to the storage row.

· The faster you play a card, the more of the bonus timer you'll get.

· If you don't have a card to play, be nice to your opponent and speed up the game by clicking 'Attack' or 'Defend' to pass your turn quickly.

That's it! Of course the game gets a lot more complex as you learn the intricacies, strategy, etc., but this is enough to get you started.

See you in battle!

A Day in R&R


From the serenity of space, a blue and green planet sits, quietly spinning as it has for eons. From this vantage, there is nothing but silence and tranquility. On its surface, raging battles betray this peaceful exterior. This is a Keldei planet. Your planet. 

A bright yellow sun pierces the vivid blue sky, shining down upon a forest clearing, surrounded by tall, leafy trees. Their sinuous branches and bright green leaves gently sway in a cool breeze, as a few insects buzz about tall blades of grass and tiny bowl-shaped white flowers.

To one side, some rustling sounds, and a crack. From the shadows of the trees you emerge. You are a Keldei warrior. You are tall, and covered in longish glistening fur. Your head and facial features are reminiscent of a lynx with bear features. Your ears point up to the sky. Your fur rustles with the wind. Its soft appearance is deceiving; hiding a strong chest, biceps like stone, and several scars.

Across the clearing, you notice a figure. Massive, statuesque, implacable. It is a mighty Ralak warrior, descendant of dragons. He stands a full head taller than you, poised and unmoving. He is clothed in elaborate polished armour, and a fur-lined cape. He stares at you intently.

You stand facing each other; sizing each other up. You remember your training that led to this moment. Meditation to strengthen the mind. Physical training for brute strength. Secret Keldei herbs and charms to enhance your endurance. And repetitive combat training using the two-handed axe and short bow.

Without a sound, the Ralak reaches under his cape, as if to draw his sword. He does not pull out a weapon but something is in his palm. He gestures in an upward circular motion and suddenly his armour begins to glow brightly.

You recognize the eerie glow as an armour enchantment. Your eyes fixed on the Ralak, you slowly reach back and draw your two-handed axe. You hold it firmly in your hands, and stand, combat-ready, knowing that you will need more than just raw might to win this battle.

The Ralak draws his enormous sword, holds it high above his head and charges at you. As he nears, he slams his sword down with tremendous force, as you just barely dodge out of the way. A cloud of dust surrounds you, kicked up from the force of the Ralak's attack. You grip your axe firmly and swing fiercely at your enemy's chest. The clang of your Keldei-forged axe against Ralak crafted armour is deafening. 

You weaken your opponent but his armour is strong. You trade blows back and forth. The Ralak is physically powerful but slower than you. You seem to manage avoiding his strikes half the time, while succeeding in smashing that axe into the Ralak every time. But he is resilient.

As you both stand, weakened and breathing heavily, you notice his armour is still glowing. Perhaps that is his secret. You reach for your pouch of herbal concoctions and pull out a mixture that dispels protective enchantments. The Ralak's armour glow fades. He is taken aback for a second. He charges at you as you once again manage to avoid his attack within a hair's width. You swing your axe around in a wide arc. The Ralak's armour shatters with explosive force from the impact of your blow. The Ralak stumbles.

Several more exchanges later, the once mighty Ralak falls at your feet with a shudder while you are left barely breathing. Though you have won this battle you remain humble with the knowledge that the greater war is still being fought. Your training must continue. The Keldei homeworld is still at risk.

Strategy



There are a number of quick and easy ways to ensure you are getting the most from your deck. This page provides a set of basic tips and tricks on how to win at R&R.

Use a Balanced Deck
Make sure you have a balance of attack and defense cards in your deck. Always having defense cards at the ready will give you a big advantage.

Match Defense Cards to Attack Cards
The point value of a defense card gets converted into a percentage; the lower the point value, the lower the defense rating. A card with a point value of 1,000 has a potential defense rating of ~10%. Use the storage row to save your big point defense cards to play against the big attacks from your opponent.

Play to Your Strengths
Build decks with cards that play to your strengths. If you have a high skill level in Hand-to-Hand, play lots of Hand-to-Hand cards. If you're a Ralak, play lots of Slashing cards to get your 10% species bonus. Trade with other players to maximize the potential bonus points from your card inventory. The species bonuses are detailed in the Characters section of the game guide.

Maximize the Random Draw
Ensuring you bring the right number of cards into battle is a big part of a winning strategy. Bring too many cards and you'll draw your weaker cards as often as your stronger cards. Bring too few and you may run out. If you run out you'll get your deck back, but you'll suffer a 50% penalty to your health. It's next-to-impossible to win after this happens.

Manage your Mana
It's not always a good idea to bring your most powerful cards into battle. They look cool and do massive damage, but you get a better damage / mana ratio by playing cards closer to your level. You may also end up wasting turns playing low-level cards - or worse, having to skip turns - to save the mana needed to play your higher-level cards. Build your deck with a lot of cards that cost 0 to 3 mana points. You can throw in a few 4+ point cards for fun, but it's better to trade those to players with higher skill levels. 

Discard to Win
It may seem counter-intuitive, but discarding good cards can often be the best move. During battle, always keep a selection of cards that cost 0, 1, and 2 mana points in your hand. This will ensure that you are always able to play a card and won't have to skip a turn due to insufficient mana. Nothing's worse than staring at a handful of 3 point mana cards with no mana points to spend.

A good way to keep your hand as useful as possible is to keep refining it at every turn. Before you play an attack or defense card, look through your hand and compare each of the cards that cost the same amount of mana. If you've got two or three cards that each cost 2 mana points, discard the one with the lowest damage value. This maintains your ability to play at each turn while ensuring you're getting the most damage for your mana points.

Modify, Modify, Modify
Modifiers are free damage. They're played on the 'Modifier' slot at the same time as an attack or defense card. Collect and play as many as possible.

The Worlds



R&R will take place in a universe consisting of four separate worlds. Battles will take place in on one of the home worlds of the four character species. Your character receives penalties and bonuses depending upon the world in which they are competing (i.e., the Ralak, a fire-based species, receive bonuses on their home world and penalties underwater in the jix’Su world). You can change the world in which a battle takes place by playing special action cards during combat. 

Ember Plains - In the Beta

The Ralak are from an alternate dimension characterized by long, vast stretches of plains scattered with dark grey rocks of charcoal and pools of simmering flame. Wrecks of foreign technologies, miscellaneous unknown skeletons, and other discarded relics of past conquests litter the landscape.

Gaia - Under Development

The Keldei are from Gaia, the main world around which the game centers. Gaia is dominated by thick, lush forests of tall trees, rushing rivers, and rich green foliage.

Abyssal Hive - Under Development 

The jix’Su have taken up residence in the oceans of Gaia. Their hives resemble futuristic military installations. Smooth, black, ornate domes reflect the beams of light that manage to penetrate to the ocean floor. Dark shadows and long, linear forms dominate the architecture.

The Aether - Under Development

The Vedyn hail from the sky immediately around Gaia. Low-lying cloud topped with brilliant sunsets. The colours of the sky are colder and more neutral than the traditional yellows and oranges; a moonrise rather than a sunset.

The Characters


The Ralak 

Descendants of the great dragons of yore, the arrogant Ralak plunder and slay for motives no more noble than greed and idle amusement.
Driven by an inherent sense of self-worth and entitlement, each Ralak is a Lord in his own right. They recognize no external authority and despise any attempt at order, preferring to live by their wits and their sword. However, the Ralak are not rude or rebellious. They approach combat with a sense of detachment, treating their enemy with civility and respect. As their defeat is assured, why waste time on irrelevant threats? 

Bonuses: Fire-based attacks and slashing weapons (swords)

Penalties: Weaknesses against water-based attacks

Status: In the Beta

The jix’Su 

The sleek and insectile jix'Su fight as a collective, risking all in defense of their Queen while internecine havoc weakens the race from within.
The jix'Su exist to serve and protect their Queen. Fierce warriors, they have evolved over time to expand through conquering new worlds. Obsessed with rank and appearance, the jix'Su battle one another to prove their worth in service to their Queen. Rather than be weakened by internal politics, all arguments are quickly forgotten when the jix'Su enter into battle. Once united against an external enemy they are truly lethal force.

Bonuses: Water-based attacks and piercing weapons (spears, polearms, etc.)

Penalties: Weaknesses against fire-based attacks

Status: In the Beta

The Keldei

Usually content to live and let live, the Keldei transform into implacable, relentless enemies when the tranquil forest world they and their animal ancestors call home is threatened.
Stoic and reserved, the Keldei live in cooperative tribes and do not believe in hierarchy or authority. They view each member of their tribe as unique and individuals quickly gravitate to positions best suited to their talents. Past aggressors have mistaken the Keldei's general calm as weakness. When faced with or fearful of attack, the Keldei become ruthless, vicious, and fierce. Skilled in combat from a young age, the Keldei will stop at nothing to protect their tribe and their homeworld.

Bonuses: Earth-based attacks and cleaving weapons (axes, tomahawks, halberds, etc.)

Penalties: Weaknesses against light- and energy-based attacks

Status: Under Development

The Vedyn

The Vedyn - ephemeral, mystical beings of purest energy - pledge allegiance to none and to nothing but the holy ideals of order and balance.
The Vedyn are an unknown. What they believe, why they become involved, and what motivates them to fight are not entirely understood. They seldom communicate and appear to engage in combat at random, rumoured to have changed allegiance in mid-conflict.

Bonuses: Light / energy-based attacks and bashing weapons (quarter staves, war hammers, etc.)

Penalties: Weaknesses against earth-based attacks

Status: Under Development

Mana



Starting a Battle
You begin each battle with 3 of a possible 5 mana points. Playing the more powerful cards costs you mana points. During battle, you regain a spent mana point at each attack turn. Managing your mana during battle is one of the most important strategic aspects of the game.

Skill Level & Mana
The mana cost of each card changes according to your skill level. The greater the difference between your skill level and the card level, with the card being higher, the more mana it will cost you to play (maxing out at 5 mana points). It also works in reverse, with lower-level cards getting cheaper to play as your skill increases.

Declining Return
The more mana a card costs, the less damage you get per mana point. You'll do more damage (as the card will be more powerful), but you'll get less damage in return for your mana investment. In order to maximize your return for each mana, play cards that cost 1 mana point.

Of course, if you're losing a battle near the end, start lobbing your big cards at your opponent as it'll be your last chance to do damage.

Mana Risk
The greater the mana, the greater the risk, the greater the reward. If you play a card that has a mana cost of 0 the damage you'll do will be the exact function of your skills, attributes, and bonuses. However, if you play a card that costs more mana you'll gain the potential for an epic hit or an epic fail. Essentially, the more mana a card costs the greater (or lower) the potential damage. Mana Risk is one more factor you'll need to consider when deciding what cards to play during battle.

This means that if you're winning, you're better off playing it safe and using cards that have low mana cost. If you're losing, start trying to get the critical strikes on the big cards.

Skills & Attributes



Skills
Skills define your character's ability to use different types of attack and defense cards.

Skills in black are in the open beta. Those in gray are under development.
	Skill
	Category
	Attribute
	Description

	Hand-to-Hand
	Combat
	STR
	Ability to engage in hand-to-hand combat

	Handheld
	Combat
	STR
	Ability to wield handheld weapons

	Throwing
	Combat
	DEX
	Ability to use throwing weapons

	Shooting
	Combat
	DEX
	Ability to fire projectile weapons

	 

	Block
	Defense
	STR
	Ability to block attacks (reduces total damage)

	Evade
	Defense
	DEX
	Ability to evade attacks (reduces total damage)

	Heal
	Defense
	INT
	Ability to heal (increases remaining hit points)

	Counter
	Defense
	STR, DEX, INT 
	Ability to counter or reverse an attack (takes full
attack damage but inflicts partial damage back on opponent) 

	 

	Alteration
	Magic
	INT
	Ability to alter your opponent's or your own form

	Evocation
	Magic
	INT
	Ability to cast attack spells 

	Conjuration
	Magic
	INT
	Ability to cast summoning and other creation-based spells

	Enchantment
	Magic
	INT
	Ability to enchant objects with special properties

	Abjuration
	Magic
	INT
	Ability to cast protection spells


 

Your character's proficiency at a skill is rated as a percentage (55.0, 38.6, 98.3, etc.). The rating represents the maximum percentage of a card's total value that you will be able to use during an attack or defense turn. For example, if your character has a 73.6 rating in handheld combat, they will be able to achieve 73.6% of the total damage possible on a handheld attack card. Your character will start the game with a base rating of 25.0 in each skill.

Attributes
Attributes are the base statistics that define your character’s ability to perform skills.

Strength: Affects the ability to perform hand-to-hand and hand-held combat, and to counter or block enemy attacks

Dexterity: Affects the ability to perform throwing- and shooting-based attacks, and to counter or evade enemy attacks

Intelligence: Affects the ability to perform magic-based attacks and to heal

Character attributes are defined by number from 8 to 20. Your new characters will begin the game with a base rating of eight for each attribute. The sum of the three attributes will not be able to exceed 50 and only one attribute will be allowed to exceed a rating of 18.

Training



Increasing your character's skill and attribute ratings through training is the primary way to gain an advantage over your opponents. Even if your deck is full of high-value cards, low skill ratings will result in lost battles.

Training is done through skill points. Winning a battle in a tournament or in random combat will award you skill points. You can spend a skill point to gain a 0.1% gain in a skill.

For the open beta, every battle gives the winner skill points. This will change to only battles against random opponents (tournaments or random combat) once the open beta ends. 

Attributes will be trained through your cell phone (or another means if you don't have a cell phone). This is under development, so stay tuned.

Types of Cards



Attack Cards - In the Open Beta

Attack cards represent physical or magical attacks available to your character during combat. Attack cards carry values ranging from 1,150 to 7,000, representing the maximum value of potential damage the card is able to exact on your opponent each round. Attack cards provide a wide range of attack options to players, allowing for customization and role-playing. Attack cards will also carry species- and attribute-based bonuses.

We have focussed on getting as many Handheld and Hand-to-Hand cards into the beta build of the game as we can. We'll be adding more complicated magic and other cards as we get closer to launch (and get better at creating effects).

Defense Cards - In the Open Beta

Like attack cards, defense cards represent physical or magical defenses available to your character during combat. Defense cards carry values that are converted into percentage saving throws against. Defense cards are designed to encourage specialization; certain cards carry minor protection against a wide variety of attacks while others will carry major protection against very specific attacks. Defense cards will also carry species- and attribute-based bonuses.

The beta build of the game has Evade and Block cards in place. We have others ready to go, but want to test with a smaller number of cards.

Modifier Cards - In the Open Beta

Modifier cards modify attack and defense cards. During game play, modifier cards can be played in conjunction with an attack or defense card in order to change or increase their effect. Modifier cards add a layer of strategic complexity to game play and card collection. The primary function of modifier cards will be to provide bonuses to skills, attributes, or instigate custom attacks.

The modifier cards in place in the beta build allow you to add fire, poison, ice, and energy damage to your Handheld attacks.

Special Action Cards - Under Development

Similar to modifier cards, special action cards create an additional layer of strategic complexity to game play. Special action cards trigger unique events such as changing the world in which the battle is taking place, clearing all the cards from both players’ hands, allowing a player to draw an additional card into their hand, and other actions.

There are no special action cards in the beta build and they will be one of the last things we implement.

Categories of Cards



The following charts detail the categories of cards in R&R and provide examples. Additional cards will be added to R&R throughout the life of the game. 

See the Skills & Attributes section for information on what skills are currently in use in the beta.

Combat
	Category
	Examples

	Hand-to-hand
	· Punching

· Kicking

· Bashing

· Slamming

	Handheld
	· Bashing – Clubs, sticks, staves, etc. 

· Cleaving – Axes, halberds, etc. 

· Fencing – Rapiers, etc. 

· Piercing – Spears, pole-arms, etc. 

· Slashing – All swords 

	Throwing
	· Non-mechanical weapons – Boomerangs, spears, slings, etc. 

	Shooting
	· Blow guns 

· Bows 

· Mounted weapons (tanks, horseback, canons) 


Defense
	Category
	Examples

	Block
	· Armour – Putting on a suit of armour 

· Parry – Parrying a blow 

· Block – Blocking a blow 

· Subdue – Wrestling an opponent to the ground 

	Evade
	· Escape – Escaping from an attack 

· Disarm – Disarming an opponent 

· Dodge – Getting out of the way 

· Disguise – Changing your appearance to avoid detection 

	Heal
	· Major healing – Multiple rounds of healing 

· Minor healing – One round of healing 

· Appling salve 

· Mending bone 

· Removing damage-over-time spells 

	Counter
	· Reversal – Reversing an attack back at your opponent

· Stun

· Sabotaging – A form of counterattack that applies to rounds in the future. I.e., you get hit with the sword but the next time they attack it backfires 

· Entangling – Lures the opponent into a trap that negates their next attack move 


Magic
	Category
	Examples

	Alteration
	· Spells that reduce your opponent’s skills or attributes 

· Spells that leech points from the opponent to you 

· Spells that cause your opponent pain 

· Spells that convert you into other forms that can wield damage 

	Evocation
	· Area effect spells 

· Damage over time spells 

· Direct damage spells 

	Conjuration
	· Summoning elementals 

· Summoning magic-based weapons 

	Enchantment
	· Applying fire / cold / poison / energy effects to attacks and defenses 

	Abjuration
	· Spells that interrupt an opponent’s attack spell 

· Equipping magical armour 

· Fields that cast intimidation or fear back at the attacker 

· Spells that corrupt an opponent’s attack 


 Modifer Cards - Attack 
	Category
	Sub-category
	Examples

	Weapon Buffs 
	Attack
	· Adding damage to specific weapons, types of weapons, all weapons, etc. (sword, club, all handheld, etc.) 

· Adding special effects to weapons, categories of weapons (fire, cold, poison) 

	Species-specific
	Attack
	· Inflicting additional damage to specific species (extra poison damage against Ralak, etc.) 

	Special Attacks 
	Attack
	· Critical Strike – Chance to double damage on all strikes (swords, head shot with bows, etc.) 

· Berzerker Attack – Character has a chance to go into a frenzy and inflicy additional damage with all physical attacks

· Backstabbing – Chance to catch the opponent ‘off-guard’ and reduce the amount of time they have to react to your attack 

· Double Attack – A chance to strike twice during 1 attack 

	Magic Buffs 
	Attack
	· Adding damage to specific types of spells (Evocation, Alteration, etc.) 

	Psychic
	Defense
	· Predicting attacks 

	Weapon De-buffs 
	Defense
	· The reverse of weapon buffs 

· Resisting fire / cold / poison / energy 

	Species De-buffs 
	Defense
	· Taking less damage from specific species 

	Attribute Buffs 
	Character
	· Gaining extra dexterity, strength, intelligence 

	Skills Buffs 
	Character
	· Bonuses to certain types of skills 

· Restricted bonuses to types of skills 


 Special Actions
	Category
	Examples

	Change Terrain 
	· Changing the terrain to one beneficial or neutral to your species 

· Changing the terrain to one beneficial to your species 

· Random terrain each turn

	Clear Hand 
	· Clearing all the cards out of your hand and your opponent’s hand 

	Expand Hand 
	· Increasing the number of cards you are able to draw from the deck into your hand 

	Switch Cards 
	· Switching your hand and your opponent’s hand for that round 


Collecting & Trading



Collecting cards, assembling decks, and trading with other players is a huge part of playing R&R. Knowing how to put together the right deck for the right opponent will help maintain an enviable win / loss record. 

Definitions
Inventory: All of the cards you possess

Deck: A subset of cards you assemble to take into battle. You can have any number of cards in your deck. Pick too few and you will run out before the end of a fight. Too many and you will reduce the odds of your most powerful cards turning up.

Hand: The seven cards drawn from the deck during each round of combat. You play attack, defense, and modifier cards from your hand each round.

Storage Row: Seven slots in which you can store defense and modifier cards from your hand for use during future turns

Newbie Decks
Your new characters begin the game with a standard set of 40 cards. You can't trade cards from your starter deck. 

Trading, Winning, and Purchasing Cards
You can expand and customize your character's card inventory through purchasing, winning, and trading cards. You can purchase credits from the R&R web site that let you pick from a variety of virtual packs - packs containing a random assortment of cards selected from within pre-set categories. You can also win cards by doing well in tournaments. Finally, trading cards with other players in order to maximize potential mana cost, skill-, and species-based bonuses will go a long way toward increasing the depth and quality of your decks.

Card Packs
Once you buy credits through the web site you can enter the game and use those credits to get new packs of cards to boost the power of your decks.

	Pack
	Cards
	Description

	Newbie
	Total: 40 
	Your new characters are given a Newbie pack. Newbie packs provide you with enough cards to play the game.

	Starter
	Total: 30
	While you can pick up a Starter pack at any point, they are intended as way of letting you start playing with a larger deck.

	Booster
	Total: 15 
	Booster packs are a great way to increase the size and quality of your card inventory.

	Defense / Attack Booster
	Total: 12
	Attack Booster packs and Defense Booster packs contain cards pulled exclusively from those types (includes magic, combat, and modifiers).
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