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A game by Bryan Reese, Jeremy Holcomb, and Brent Keith
For two to five players, ages 14 and up
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& CARD ANATOMY Page 4 * 100 cards for the Fengarian faction
* 100 cards for the Keeper faction
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& PHASING AND L2CKING Page 5 * 100 cards for the Sun Dominion faction
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’..--\< ’ IN ITIAL S ETU P Page 6 ,, Rulebook
(‘}\%f’ # N Y2UR TORN Page 7 Ifyour game of Phase doesn’t include the above components,

* Preparation Step Page 7 contact customerservice@alderac.com for assistance.

*  Attack Step Page 7

* Training Step Page 8 Q BJ E CTIVE
& GAME END Page 9 In Phase, players take on the role of Phase Lords; special

beings with the power to transmute warriors in and out

# SAMPLE TORN Page 10 of battle in an instant. Players will enlist and train both
& GLOSSARY Page 16 good and evil armies, using the unique mechanics of
& CREDITS Page 18 Phase to kill their enemies and discover the mysteries of

The Nexus. Legends say that the one who controls The
Nexus controls the secrets of phasing itself. Each card
in Phase is used differently depending on where it is; the
hand, the barracks, or in play. Combined with Phase’s dual
sided mechanics, players have unprecedented options and
strategies to outmaneuver their opponents to victory.

The player with the most good or evil influence when the
game ends controls The Nexus and is the winner!
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§ Rebentiens - Enbsi a cond

The Nexus: The Nexus is a place of lore; one whose
history is lost to time. The Nexus resides in the middle
of the table and contains the good and evil influence.
Anytime a player gains influence it is taken from here.

Hand: The cards that players hold in their hands.
Cards may be discarded from a player’s hand for special
effects known as orders. To better read the order text, it
is suggested that these cards be held sideways.

In Play: Cards in play are called warriors and are used
to attack or defend.

@ FIRE SPIRIT
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Barracks: Cards in a player’s barracks are called
resources and are used to pay costs.

Player’s Influence: The pool of good and evil influence
tokens that a player has taken from The Nexus.
Anytime a player loses influence, it is taken from here
and removed from the game. Anytime a player gains
influence, it is added here.

Discard Pile: A place for discarded and destroyed cards.
It is suggested that these cards be placed sideways.

Deck: Cards in a player’s deck are waiting to be added

to their barracks or hand.
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Phaseling - Gain 1 good influence.

(Phaseling skills trigger, if in play,
when they phase to their other side.)

illus. Erich Schreiner * & © AEG 2016

Training Cost: The number of other resources
required to train the card, bringing it from the
barracks into play as a warrior. A card may not be
phased to pay its own cost.

e Title: This is the title of the card.

Keywords: The card’s keywords. This generally
contains the card’s faction (Fengarian, Keeper, Sun
Dominion) and alignment (good or evil).

Attack Value: The amount of damage a warrior deals
during combat.

Defense Value: The amount of damage a warrior
can take before it is destroyed. A warrior is destroyed
anytime its defense value is reduced to O or less.

o Order Text: These are temporary effects that the

card bestows. To use a card’s order text, reveal the
card from your hand, pay the action cost (if any),
do all the effects listed, then discard the card. Only

cards in a player’s hand may use orders.

o Skill Text: Some cards may have one or more skills.

Only cards in play may use skills.

0 Reminder Text: Some cards will have reminder text.

'This is written in italics and helps explain what the
card does.
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PHASING AND LOCKING

An important concept to Phase is the phasing mechanic.
Phasing a card is the act of flipping it from one side to the
other. Cards may only be phased when explicitly permitted
(such as paying a cost or when directed by a card).

A player may always look at the back side of their cards:
@ In play.
& In their hand.
® In their barracks.

@ In their discard pile.
A player may not look at the back side of cards:

@ In their deck.

@ Belonging to their opponents.

Sometimes a player will be directed to lock a card.
Locked cards are turned 90 degrees to the right. A locked
card cannot phase or be chosen by its player for any actions
or effects, including entering play. Locked cards unlock at
the start of their player’s turn.

ACTICNS AND COSTS

Some effects are preceded by the word “Action.” Players
will often have the chance to take actions during the course
of the game. All temporary effects of actions, such as
damage, attack and defense modifiers, or additional skills,
end when the turn ends. If the action was an order from
the player’s hand, discard it after its eftects have resolved.

If the action is taken during a skirmish, then any cards
chosen for the action’s effect must be in the skirmish
currently resolving.

To take an action, a
player first pays any action
costs. Costs are paid by
phasing @ (and sometimes
locking @) a number of
resources in your barracks
equal to the number inside
the phase or lock icon. A
resource may be phased
multiple times per turn to
pay for costs, but may only
be phased once to pay any
single cost. If costs cannot
be paid, the action may
not be taken. After costs
are paid, the player must
apply all effects of the
action to the best of their ability.

THE
FIRST RULE
Card effects

always overrule
basic rules. If a card
ever contradicts
the rulebook, the
card’s text takes
precedence.

-

Sometimes there will be both phase and lock costs on | §

an action. Pay the costs in the order they are listed. So, for

example, if an action has a B cost a
first locks two of their resources,
then they phase one more of their
resources. Locked resources may
not phase, so this action would
require three resources in total.
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SHOUFFLING
Each player is responsible for

sufficiently randomizing their own

deck. In addition to normal shuflling,
players may take any number of cards
from the top of the deck, flip them over,
and then place them back on top.

DRAWING

Drawing cards in Phase may seem a
bit tricky, but actually they are drawn in
the same manner as most other games.
Whenever a player draws a card, the side

that was face up on the top of the deck
should now be facing their opponents.

Since the order text is written
sideways on the cards, it is suggested
that a player holds their hand sideways

so they may read the order text better.

ENLISTING

Enlisting is the process of putting a
card into the barracks. Cards are enlisted
from the top of the deck unless indicated
otherwise. Never phase cards when

enlisting them. When enlisting, the side
of the card that is visible to the player
is the side that will be face up in
the barracks.

To bring a card from the barracks into play as a warrior,
a player must first phase a number of other resources in
their barracks equal to the number in its training cost icon
(listed in the upper left corner). A warrior’s cost is always
phasing, never locking. A card may not be phased to pay its
own training cost.

The Training Cost
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"I Phaseling - You ma‘phase a
warrior not in a skirmish,
(Phaseling skills trigger, if in play, when
they pha other side.)

INITIAL SETOP

For each player in the game, place 10 good influence and
10 evil influence in The Nexus. All players then shuffle
their decks. Next, the players pass their decks to the player
to their left and repeat the shuffling process, handing their
decks back to each other when they are done.

Once this is done, each player draws three cards. Then,
they choose one card in their hand and place it into their
barracks. The player whose top card of their deck now
shows a lower training cost goes first. In the event of a tie,
players cut to random cards in their decks and compare
again, continuing until a tie does not occur.

Ny, —
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Turns have three steps, taken in the following order:

@ Preparation Step
@ Attack Step
& 'Training Step

PREPARATICN STEP

1. Unlock: The player whose turn it is, also known as the
active player, starts by unlocking all of their locked cards
(players won't usually have locked cards early in the game).

2. Draw and Enlist: During this segment, the active player
first draws a card into their hand, then enlists a card from
their deck into their barracks (see the “Enlisting” sidebar
on page 6). If a player’s deck is ever empty and they need
to draw and/or enlist, they first shuffle their discard pile to
form a new deck, and then proceed.

ATTACK STEP

'This is where much of the excitement of Phase takes place.
If the active player does not have any warriors in play, they
should skip this step. Otherwise, they may now declare
they are attacking. The Attack Step proceeds as follows:

1. Defender of The Nexus: Only one opponent may
defend The Nexus each turn. The active player now
randomly determines which other player it will be this turn.

2. Maneuvering: During this segment, players may take
actions. Usually, the order in which actions are played
does not matter, but if players elect to, they may enter a
structured Action Round where they take turns playing
actions (See the Action Round sidebar).

— L w— S—

ACTICN RQUND

An important part of Phase
is the ability to take actions from
the skills on your warriors in play
or from your orders in hand. Most of
the time who plays their actions first
will not matter. The active player will
ask all players “Would anyone like to
take an action?” Players then have the
opportunity to take any number of
actions.

Sometimes the order in which players
take actions does matter, such as when
one player attempts to destroy another
player’s warrior, or during a skirmish.

In these cases, the players enter the
action round. During an action
round, the active player has the first
opportunity to take one action. Once
they have done so (or they pass), the
player to their left has this opportunity.
This continues clockwise around the
table until all players pass consecutively.
Then the action round ends.

This means that if you pass your
opportunity and another player plays
an action, you will have another
opportunity to play an action
later.




3. Declaration Segment

a) Declare Attackers: The active player sends one
or more of their warriors to either attack The Nexus or
another player of their choice. Players should attack The
Nexus if they wish to gain influence for themselves. They
should attack a player if they wish to reduce that player’s
influence. It is suggested that players attack The Nexus
early in the game to acquire influence before The Nexus
influence pool depletes.

b) Declare Defenders: The player being attacked
(or the player selected to defend The Nexus this turn) may
send warriors to defend the attack. For each attacking
warrior, the player may select one or more of their warriors
to oppose. Warriors may not be sent to oppose warriors
of the same alignment (though they may phase to be the
same alignment during the skirmish). A warrior may
not defend against more than one attacker, but multiple
warriors may defend against a single attacker.

The selected defenders and the attacker are now in
a skirmish. Each attacking warrior will resolve a skirmish,
even if there are no defending warriors opposing it.

4. Skirmish Segment

a) Action Round: The active player now selects a
skirmish to resolve. This begins a structured action round.
In this action round, skills may only be used from warriors
in the skirmish currently being resolved, and only these
warriors may be chosen for actions being resolved.

b) Resolution: Once the action round ends, the
warriors deal combat damage equal to their attack value,
lowering the defense value of opposing warriors. If
there is more than one defending warrior, the attacking
player chooses how to divide their damage among the
defenders. All warriors in the skirmish deal their damage
simultaneously (unless indicated otherwise). Warriors
brought to 0 defense are destroyed.

If there is no defender, or if the defending warrior was
destroyed during the action round of the skirmish, the
attacking warrior instead deals their damage directly to
the defending player or The Nexus (whichever they chose
to attack this turn). The amount of influence is equal
to the damage inflicted by the attacking warrior. The
alignment of this influence is the same as the alignment
of the attacking warrior.

If the damage is dealt to a player, that player will lose
influence from their influence pool. Put any lost influence
back into the game box, do not put it back into The
Nexus. A player may never have less than 0 influence. If
the damage is dealt to The Nexus, the attacking player
will gain influence, removing it from The Nexus and
adding it to their own influence pool.

For example, Squeezle damages The Nexus. Because
Squeezle’s attack value is 2, the active player receives 2
influence tokens. Because Squeezle’s alignment is good,
the 2 influence tokens are good, not evil.

c) Phase Attacker: Once the skirmish has been
resolved, the attacking warrior (if any) is phased and the
skirmish ends. Repeat segment 4 until all attackers have
resolved a skirmish.

TRAINING STEP

After all skirmishes have resolved, the active player
now has the option to take actions and train warriors,
transforming resources in their barracks into warriors in
play. In order to do this, a player must choose one of their
cards in their barracks to train. Then, they must phase a
number of other resources in their barracks equal to the
training cost of the card they are training.

After the active player is done training warriors, players
may elect to enter another action round. When this action
round ends, the turn is passed to the next player to the left.
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Example: No-Ne Chim 3 is selected to come into play

from the Barracks.
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No-Ne Chim 3 now comes into play.
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Chained Horror, Ncromancer, and Fire Spirit each flip over
to pay No-Ne Chim 3's Phasing cost of entering play (3).
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When either the good or evil
influence pools in The Nexus is empty,
players may no longer gain influence of
that type from The Nexus. After this
happens, play continues until the last
player finishes their turn.

Then, whoever has the most influence
of a single category wins the game. If
there is a tie, then whoever has the most
total influence (combining good and
evil) wins. If it is still a tie, whichever

of the tied players has the most total

attack value of all of their warriors in
play wins. If somehow it is still a tie,
then all tied players win!

REMEMBER:

A card may not
be phased to pay
for its own training
cost.




Adam, Ashley, and Melissa are several turns into a game of Phase. It is Ashley’s turn and she has 11 evil influence and
8 good influence. With only 12 evil influence and 8 good influence left in The Nexus, the game is almost complete. She
begins her turn by first unlocking all of her cards, then drawing a card, and finally enlisting a card. She has Chained
Horror, The Flying Death, Gladiator, and Scout in play. She randomly determines who may defend The Nexus this turn
(Adam is selected). She sees Adam has Berserker, Sister Alexis, and Pennaggolan in play which is good for her because
he only has one good warrior to defend against her three evil warriors.

Adam’s Warriors

=
S

Ashley’s Warriors




But before she can attack, first players have
an opportunity to prepare for battle by playing
actions in the Maneuvering Segment. Ashley
doesn't see a need to play any actions, so she passes. Adam,
worried about what might come, decides he needs some
more good warriors to defend. He plays his The Cognet
from his hand for its order text. First he pays the cost of
phasing one resource in his barracks, and then he chooses
to phase his Berserker over to its good side. Berserker has a
skill called Phaseling which gives Adam 1 good influence
from The Nexus when it phases. On the other side of the
Berserker is a Nighthawk. No one has any more actions

they wish to play so Ashley moves on to the Attack Step.

She decides she wants to attack The Nexus with all four
of her warriors. Adam now has to decide how he wants
to defend. He decides to send his Nighthawk to defend
against Ashley’s The Flying Death, he sends his Sister
Alexis to defend against her Gladiator, and he sends his
Pennaggolan to defend against her Scout. As the attacker,
she chooses to resolve the Scout skirmish first. Currently
she is losing, so she plays an order from her hand, Fire
Spirit, giving Scout +2/+1. Adam sees that the two warriors
are destroying each other, so he passes. Ashley also passes.
‘They now proceed to the skirmish resolution. Scout does
its 3 damage to the Pennaggolan’s defense value, destroying
it. At the same time, the Pennaggolan does its 5 damage
to Scout’s defense value, destroying it. Scout has the
Relentless skill, so when it leaves play, Ashley gets to enlist
a card from the top of her deck, locked.
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Gladiator can
gain +3 Attack
by phasing three
resources.
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¢ turn, give this warrior
+3/+0.

~ GLADIATOR

Keeper * Evil

Argrle =& £ AEG H16

Ashley reduces Fireheart
Golem’s Defense to 0
using cards from her hand,
which destroys it.

Ashley’s Gladiator now has no
defending opponent. It will now attack
The Nexus, and Ashley will gain evil
influence equal to the damage dealt.

Next, Ashley resolves the Gladiator skirmish. Ashley
sees she is in big trouble. The Sister Alexis has the Swift
skill, which means it will do its damage first and destroy
the Gladiator before it does its damage. So she decides
that Sister Alexis needs to go before the skirmish resolves.
For her first action, she discards The Undying from her
hand, dealing 1 damage to the Sister Alexis. Adam, still
winning, decides to pass. Ashley then discards a Trivet
from her hand, giving the Sister Alexis —1/-2.This reduces
the Sister Alexis’ defense value to 0, destroying it before it
has a chance to deal its damage during skirmish resolution.
At this point Adam passes. Ashley uses Gladiator’s skill,
phasing three of her resources, to give it +3/+0. Then
both Adam and Ashley pass. Because there are no more
defenders, Gladiator deals its damage directly to The Nexus,
giving Ashley 4 evil influence. Gladiator is no longer in
combat and as the attacker, phases when it goes home.
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Ashley uses the skill
on The Flying Death
and plays Anonymous
to make her Flying
Death a 6/6, more than
enough to destroy
Adam’s Nighthawk.

But then Melissa
plays Caelistra

to phase The
Flying Death to its
other side, a mere
Squeezle.

) & e As a result,
Nighthawk

survives the

attack and
9 THE FLYING DEATH deals enough
: _i‘. damage

to destroy

Squeezle.

CAELISTRA

=)
w

\

Next Ashley resolves The Flying Death skirmish. For her first action, she uses her The Flying Death’s skill to lose 1
good influence and gain +2/+1, making it a 4/5. Adam is fine with this since he is stopping the attack and not losing his
warrior, so he passes. Ashley plays Anonymous from her hand, giving her The Flying Death +2/+1. Adam is in trouble,
but has no action to help, so he passes. It is looking good for Ashley but remember, all players may play actions during the
skirmish, not just players with warriors in the fight. Melissa, seeing that Ashley is getting too close to victory, decides to
take her opportunity to take an action to play Caelistra. She can lock any number of her resources and phase that many
warriors. She decides to lock one resource to phase Ashley’s The Flying Death to its other side, Squeezle. Ashley and
Adam both pass, as does Melissa. Squeezle is Swift, and so it deals its 4 damage to Nighthawk first, but fails to destroy
it. Nighthawk then deals its 4 damage to Squeezle, which destroys Squeezle. The skirmish is now resolved.




Thanks to the
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Ashley gets 7 evil
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Action: Once per turn,
lose 1 good influence
to give this warrior
+2/+1

Action: Give an attacking warrior
+2/+0, or +4/+0 if they are also opposed.

When played from hand, The Flying Death can give +2 Attack
to an attacking warrior.

Lastly, Ashley resolves her Chained Horror’s skirmish.
Adam has no actions so he passes, as does Melissa. Ashley
plays a The Flying Death from her hand, giving her
Chained Horror +2/+0, but not +4/+0 because Chained
Horror is not opposing a warrior. Because Chained Horror
has the Elite skill, it gets an additional +2/+0, bringing it
to a whopping 7/4. Adam and Melissa can’t do anything
about that so they pass, and the Chained Horror does its
damage, giving Ashley 7 evil influence. There is now only
1 evil influence left in The Nexus! Chained Horror phases
when it goes home.

With all skirmishes resolved, Ashley moves on to her
Training Step where players again may take actions and
Ashley may train her resources in her barracks, bringing
them into play as warriors. Ashley has four resources and
No-Ne Chim 3 in her barracks with a training cost of 3. So
she phases her three resources that are not No-Ne Chim 3
to bring it into play as a warrior. Because it has the Trained
skill, Ashley gains 2 good influence, taking it from The
Nexus and adding it to her own pile of influence. Ashley
has now revealed a Ted in her barracks. With a training
cost of 2, she phases her other two resources to bring Ted
into play. This has now revealed a Necromancer in her
barracks. Phasing her other resource, she brings it into play
as a warrior. Lastly, this reveals a Fire Spirit in her barracks.
With a cost of 0, it comes into play for free.

Nobody else wants to take an action so Ashley’s turn ends
and the turn passes to the next player in clockwise order,
Adam. He and Melissa may have to temporarily not fight
each other if they want to have any chance of stopping
Ashley!




To bring No-Ne Chim 3 into play as a warrior, Ashley phases eAshley wants to bring in the newly-revealed Ted. It has a
3 resources, revealing a Ted, Squeezle, and Fire Spirit.

training cost of two, so she phases her two other resources
No-Ne Chim 3 then leaves the Barracks and joins the other to play it as a warrior.
Warriors.

0 FIRE SPIRIT
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E

e Ashley decides to bring in the newly-revealed Necromancer,
phasing the remaining Scout in order to do so. This reveals
a Fire Spirit, which she can now bring in at no phasing cost,
because its training cost is 0. After an extremely profitable
Training Step, Ashley ends her turn.




Action: To use a card’s action you must first pay all costs
(if any). Then, resolve the action’s effects. You must always
do as much of the effects as you can. For example, if an
action requires you to discard two cards and you only have
one in your hand, you still have to discard that card. Actions
from skills may only be used from warriors in the skirmish
currently being resolved, and only they may be chosen for
actions being resolved. Any player may take actions during
a skirmish, even if they don’t have any warriors there. All
temporary effects of actions, such as damage, attack and
defense modifiers, or additional skills, end when the turn
ends.

Action Round: When players play actions in a structured
manner. See the “Action Round” sidebar on page 7.

=)

Active Player: The player whose turn it is. The active
player always has the first opportunity to take an action or
pass during an action round.
Only the active player is able
to attack or bring warriors
into play.

Active Side: The side of the
card that all players are able to
see. If the card is in a player’s
hand, then the active side is

the side facing the player.
Alignment:  All  cards

are either good or evil, as
determined in their keyword
section.

Ally: Warriors with the Ally skill may defend The Nexus

even if their controlling player was not selected to defend
'The Nexus this turn.

Attack Value: The amount of damage a warrior deals
in combat. Attack values can be reduced below 0 into the
negatives. A warrior with a negative attack value deals no
damage at skirmish resolution.

Barracks: The area on the table that holds your resources.

Cost (training, action): The number of resources
required to be phased # (and sometimes locked @) to play
the card. Training costs for warriors are always phasing,
never locking. Training costs for warriors are in the upper
left corner in the yellow orb. Action costs for actions and
orders are found before the colon.

Cost Difference: Sometimes cards will refer to the cost
difference. This is referring to the cost difference between
the good and evil sides of a card.

Destroy: A destroyed warrior is discarded from play into
its owner’s discard pile.

Defending Player: This is the player being attacked
during a combat, or the player defending The Nexus.

Defense Value: The amount of damage a warrior can
take before being destroyed. If a warrior ever takes damage
equal to or greater than its defense value, it is destroyed and
placed in the player’s discard pile. In addition, if a warrior’s
defense value is reduced to O or less by other means, it is
also destroyed.

Discard: When a player discards a card, they take it from
their hand and place it in their discard pile.

Ny, —




—

Elite: Elite skills trigger every time that warrior is chosen

for an order. Elite skills only work while in play.

Enlist: A player putting a card into their barracks. This
card comes from the top card of the player’s deck unless
indicated otherwise.

Lock: Locked cards are turned 90 degrees to the right. A
locked card cannot phase or be chosen by its player for any
actions or effects, including entering play. Locked cards
unlock at the start of their player’s turn.

Opposed, Opposing: Warriors are opposed if they are

facing enemy warriors in a skirmish.

Order: The text on the left-hand side of the card. To use
a card’s order, a player selects it from their hand, pays its
costs, and resolves its effects. Afterwards, discard the card.
A player may only use orders from cards in their hand.

Phase: The act of flipping a card to its other side. Any
damage on a card is removed when the card phases. Cards
may only be phased when explicitly permitted (such as
paying a cost or when directed by a card).

Phaseling: Phaselings have skills that trigger every time
they are phased to their other side. Phaseling skills only
work while in play.

Relentless: Relentless skills trigger when the card leaves
play.

Resource: Any card in your barracks. Only resources may
be used to pay costs.

Skill: The text on the lower parts of cards that may be
used while the card is in play. Some cards have special
skills such as Elite, Phaseling, Relentless, Swift, or Trained.
These skills trigger at specific times (as specified on the
card) and then resolve their effects.

Skirmish: Individual fights that are usually between one
attacker and one defender, though somtimes there may be

more than one defender. During a skirmish, players may
play actions and warriors will deal their damage.

Swift: Warriors with the Swift skill deal their combat

damage before warriors without the Swift skill.
Trained: Trained skills trigger after the card enters play.

Train, Training: The act of phasing resources to move a
card from your barracks into play.

The Nexus: The mysterious area (in the middle of the
table) that is rumored to be the source of all influence
and the power of phasing itself. Anytime a player gains
influence, it is taken from here.

Warrior: Any card in play. Warriors may attack, defend,
and use skills.
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So about ten years ago I was deeply focused on AEG
things and we had agreed to not work on any new games
internally for a while. I semi adhered to my own rule for
a while but I own AEG because I love working on games
so I went outside the house and called up my buddy Erik
Lang and told him about this idea I had for a two sided
card game. I told him I wanted to work on it as therapy
and would love to work on it with him. The only rule was
we would do it slowly.

So a few days later I was sitting in my back yard and I
called him again and started talking about the game. He
listened to me jibber jabber for about 20-30 minutes then
he said something about the game that made me realize he
had done more work on a prototype than he was letting on.

“Erik, did you already design a game?” I could almost
here him shrink on the other end of the phone.

He said something like “Just a couple.”

I laughed. “A couple of games?”

“Yes a couple of games I couldn’t help myself.”
So much for therapy, 1 thought.

I love Erik Lang. Our conversation about Phase and
early prototypes of the game got me through a rough
patch. He is every bit as nice as he seems and even more
talented than any single designer deserves. Erik sees past
the problems directly into the fun. The early versions of
Phase were beyond broken but super fast card flipping fun.

He knew long before I did with Phase that FUN trumps
everything.

10 years ago AEG was deep into the CCG business and
BROKEN was the scariest word you could utter to a game
designer. 22 years in and I realize that while it can be done
working too hard to bring balance to chaos can also take
the fun out of a game.

Phase was handed to Jim Pinto and Brent Keith. Jim was
tasked with building a new worked and he did an amazing
job since the art ordered for the base game happened 10
years ago and the quality stands up today. A testament to
him and the artists who worked on Phase. Now let me tell
you about about Brent. He is a super talented grinder of
a designer. He did a lot of behind the scenes grunt work
on our CCG design and was never really in the spot light.

He took my baby (Tomb) and whipped it into shape for
me and the game Infinite City is easily one of the three
most requested games for us to reprint. He is a great
designer.

We gave Brent the ridiculously hard job of taking the
super fast, super broken game, we had and putting the
reigns on it. He added a lot to the game but we missed
the speed of the earlier versions and we were in the middle
of major conflict about what type of games we wanted to
make so we shelved it...

...until Jeremy came along. Jeremy took the idea that
every individual card was every type of card in the game
to the next level. He changed the way we handled costing
and added a few additional tweaks and we were split. The
people who loved it loved and the ones who did not hated
it. So we shelved it again.

Ny, —
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'There are a list of reasons, but not good reasons, why we
did not publish Phase after each of its iterations. In all
forms including this one it is sort of a love it or hate it
game. If you cannot get past the fact the cards have two
sides and there is some info that is not hidden then this
game is just never going to be for you.

I think the thing that finally got Phase off the shelf was
us not having the pressure of being in the competitive
card game business any longer. Bryan took on the project
and pulled a lot of the ideas from each iteration into the
product we have today. It took some convincing to get
him to not worry about every possible combination. I was
there for the inception and completion of the game and
think it’s a sharp, unique product.

There are few things that NEVER changed about Phase:

Double sided cards and the idea that it was a sandbox
game and we wanted players to bend and break it to bits.
(My original ad campaign that I pitched the idea with is

still the one we are going with.)

I think it might be even better that we waited. It’s been
24 years since Magic released and we know so much more
about card games now than we did back then but maybe
there is chance that we have forgotten how much fun it
can be to make a deck full of plague rats (Tip of the hat to
Carol from All Star Games) or find an abusive combo no
one else sees before an event.

THE LOST YEARS

It has been 10 plus years since we started this project.
'This is my recollection of how things went but I am sure
I have missed something important. Apparently an early
version of the game that had the original credits was not
passed on to the last team to work on Phase. So a few of
us were not credited as we should have been. Those folks
include but are not limited to:

® Erik Lang, for the original design.

& jim pinto, for design and art direction. This will be
rectified in the next printing of the game and in the
updated online version of the rules.

& Anyone working at AEG in or around 2005 for
playtest and world building. Ping us if time has

forgotten your contributions to this wonderful game.
Enjoy.
- John Zinser

&
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THE @THER SIDE

There is always more to Phase than the first glance...
Now that you know the rules and how to play, phase this

rulebook to the other side and reveal: Original Concept and Design: John Zinser
& More about the original fantasy setting of Phase. Original Design: Erik Lang
® Deck construction guidelines for building your own Lead Designer: Bryan Reese
original Phase deck! Game Development: Apostolis Koutsikos, Brent Keith,

Eric Lang, jim pinto, Jeremy Holcomb, John Zinser
Rulebook Writing: Nicholas Singer, Bryan Reese
Writing: Maxime Lemaire, Robert Denton 111

Project Lead: Bryan Reese

Production Management: David Lepore

Graphic Design: Robert Denton III, Bryan Reese

Art Direction: jim pinto, Murray Chu, Todd Rowland,
Bryan Reese

Editing: Robert Denton III, Bryan Reese

Proofreading: Robert Denton III, John Goodenough,
Bryan Reese, Nicolas Bongiu

Playtesters: Elizabeth Abbot-Grasso, Nikos Apostolou,
August Arsenis, Lucas Begay, Maryne Blanchetiere,
Nicolas Bongiu, David Camillieri, Vincent Carassus,
Davey Chacon, Alexios Chionis, Ethan Delesdernier,
Ernie Enriquez, Spyros Gerodakis, Dimitris Giannakis, Joe
Grasso, Dave Hat, Samantha Hat, Sean Heaney, Apostolis
Koutsikos, Jean Le Bail, Steve Miyama, Chris Mroz,
Brinjolfur Owens, Sieverdt Perry, Allan Rabanales, Bryan
Reese, Jordan Rhodes, Daniel Rudd, Bob Seki, Brandon
Snyder, Chris Swales, Roby Swann, Danny Walker, Jake
Walter Weatherman, Mark Wootton, John Zinser
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