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Each player requires their own deck. to start a 
game each player will do the Following�

� shuffle their own deck�
� star power set to 0 (if you have a counter�
� draw 5 cards. you can look at these cards. 

if you dislike your hand, you may place this 
back into your deck and shuffle. once 
shuffled, draw 5 new cards�

� determine who goes first with a coin flip or 
dice roll�

� both players draw on their opening turn.




Creatures are cards which can be played in the 1 to 6 
channel sections of the battlefield. 



creatures always have an offence and defence 
indicator to state they can be used to clash during the 

clash phase(combat).

items are cards which can be played in the peripheral

zone below the creature channels. 



items have no offence or defence values. they cannot be 
used to clash (combat) during the clash phase.

Channels repesented by numbers 1 to 6, creatures can be

played to these channels, once occupied they cannot be 
moved to a different channel.

peripheral section, where items can be 
played and placed into the battlefield.

Void (graveyard) 
creatures are sent 
here when destroyed 
or discarded.

Where your library 
or constructed deck 
rests face down, to 
draw from.

Area to be used to 
track star power 
with a counter or 
marker.

Deck - library of 40 cards based on 
the criteria set for standard.



hand - “hand” is a group of cards in 
your hand that are available to be 
played, discard refers to removing 
these from your hand and sending to 
the discard zone (void).



battlefield (see information above�
� channel�
� peripherals



void - area where cards are sent once 
destroyed or discarded.


The goal of the game is to reduce your 
opponents life total to 0, players start with 

30 life each.



to do this you will require building up a 
board of creatures to clash with your 

opponents creatures preventing them from 
gaining advantage or damaging you.



this requires careful planning, trades, 
sacrifices to best your opponent.
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Each turn you gain 1 star power (up to a 
maximum of 10). when casting cards this 
star power is consumed; Example, if you 
have 5 star power, you can play a 3 star 
power card and a 2 star power card 
totalling 5. Star power is represented 
above the abilities on cards. (see card 
anatomy).

Card name

Class Symbol, linked 
to abilities and card 
theme.

Card art

card ability

Sub-class: these will be 
linked to abilities on 
certain cards.

star power: the number of 
stars required to cast the 
card as well as its rarity 
(10 being legendary).

Offensive power Defensive power

Set symbol: colour dictates 
rarity�

� red (legendary�
� purple (rare�
� Blue (uncommon�
� black (common)

content creator’s 

channel link

Artist’s name and 

year set released

card issue 
number



Playing the Game

Abilities Building a Deck

Special Sub-Types

A turn is divided into 5 phases, each player takes them 
in order and cannot go back to a previous phase. Each 
phase must be completed in order to pass the turn to 
the next player.



Turns are taken with the following steps in order:

Beginning phas�

� Star power replenishes and increases, each turn you 
gain 1 star power (starting from 0 before turn order is 
decided, becoming 1 at each players starting turn 1) 
and replenishes at each beginning phase�

� check for cards played previous turn which may change 
star power for this turn�

� draw a card from the top of your deck.



play Phas�
� spend star power to play creatures and items�
� check for triggers which may occur as a result of 

playing cards on this phase�
� creatures played on this phase will not be able to 

attack on the same turn.



clash phas�
� Choose attackers if they are able�
� select targets for attacking creatures�
� check triggers of attacking and defending creatures�
� clash commence and damage resolves, destroyed 

creatures get sent to the void.



2nd play phas�
� spend any additional star power not spent on previous 

phases to play creatures or items�
� check for triggers which may occur as a result of 

playing cards on this phase.



End Phas�
� Creatures played this turn lose their status preventing 

them from attacking.


deck building and blending multiverses of 
creators and their community quirks is 
part of the fun in creator clash! you can 
choose which characters, classes and 
tactics you like to suit your play!



there are multiple ways to approach 
building a deck. the easiest way to get 
started would be switching cards from an 
existing pre-constructed deck.



you can also build a deck from scratch 
using cards you’ve collected! this method 
is a bit more work, but it’s a lot of fun!



creator clash decks must follow these 
rules for the standard format�

� your deck must have at least 40 cards�
� deck can’t contain more than 2 of each 

creature�
� deck can’t contain more than 1 of each 

legendary creature�
� deck can’t contain more than 1 of each 

item.


During a clash phase, the attack player chooses cards which 
they would like to attack with, they then choose their 
targets. Unless there is nothing prevent a target from being 
chosen any creature or player can be targetted.



creatures can only attack once unless it states otherwise in 
their ability.



once attackers and targets are declared, defending player 
checks for any response they may have in the form of tank 
creatures (            ).



Once all attacking creatures are designated and defending 
player has chosen their defenders (if any) damage resolves 
simultaneously. check for triggers as a result of clashing and 
resolve triggers, this will repeat if a triggered effect results 
in another trigger.

Damage

Clashing

Cards in creator clash do not have health points, but instead a 
defence value. for a card to be destroyed the Offence value directed 
at the defending creature must equal or exceed the defence value.







The 4 attack displayed in this example would not be enough to destroy 
the 6 defence creature. where is 2 cards teamed up to target the same 
creature it would yield different results.









While an opponent has creatures, this does not prevent attackers or 
damage being directed at a players life. The only way to prevent 
damage being directed to a player would be through preventing it, for 
example from a tank.

Consumed on use - Item is 
instantly sent to the void upon 
playing.



item remains in play in the 
peripheral section of the 
battlefield.



used as an indicator for a tank 
that must be destroyed before 
any other enemy creature.
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There are numerous card effects in the form of abilities. 
These can range to single instance effects to continuous on-
going effects:



when played effects - cards which state “when played” refer 

to being played from hand or another zone, these are single

use effects that trigger at the point of playing the card.









while in play effects - cards which state “while in play” refer 
to a continuous effect that is constantly in force on the 
battlefield, be-it for both sides of teh board, or a single side .








single use - cards which state neither while in play or when 
played are consumed on use and never touch the battlefield. 
once used and their effect applies to the game they are 
instantly sent to the void.







creature ability lines - there are some cards which will have 
neither when played, or while in play stated in their ability. 
these are characteristics of the card itself and how it 
functions on the board or even in hand generally in regards 
to attacking, defending or even cost.


