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CARD BATTLE

INTRO:

Unlike most card games, in which the only way the cards fight is by comparing their values, CARD BATTLE is a game of strength and reflexes in which the actual cards are your weapons. Battles take place on a table or other flat, smooth surface, and players use one hand to control the card and literally slam it into the opposing card. The goal is to get your card all the way underneath your opponent’s. 

Warning: This game WILL ruin a perfectly good deck of cards. Do not play unless you have a surplus of playing cards. I suggest Costco.

RULES:

*MATERIALS!


Before the game begins, you will need one (1) deck of playing cards (it does not need to be complete), a flat, smooth playing surface, one (1) bright flashlight, and one swarm (5,000) of angry wasps. If you are not able to find the flashlight or wasps, there are ways to play without them.

*BEGINNING!


Each player draws four (4) cards from the deck and looks at the chart to see if their cards have any special abilities. The player then chooses the card they wish to use and places it upside-down on the table. When both players have chosen their cards, they flip them face up, announcing any special abilities. (The player may also give their card a wrestling pseudonym if they wish.) The players then mount their battle cards and apply any special effects to themselves or the playfield. They count to 3 simultaneously, and on three, the battle begins!

*BATTLE!


The battle progresses as such: each player holds their card with one hand and slides it across the table at the other card, ramming into it violently. The goal is to get your card all the way underneath the other player’s card. You may have to move your fingers out of the way.
*WINNING!


Once the battle is won, as determined by an agreement between both players, (please be good sports!) the losing card is placed back in the deck (or in the trash, depending on its condition after the battle) and the loser picks a new card from their hand. The winner can either leave their card on the table, or pick a new card. If you leave it on the table, you must leave it face up. 


After all the cards in your opponents hand are properly maimed and dead, you win! Likewise, if you no longer have any cards in your hand, you lose, and your opponent wins! Give him a pat on the back or money.

*MORE SPECIFIC RULES!
1. You must keep one hand behind your back at all times during play and may not interfere with the playing field with it, unless you have an ability that specifically says otherwise.

2. You cannot scream or distract your opponent in any way, unless you have an ability that specifically says otherwise.

3. You cannot take your card off of the table.

4. You cannot grab your opponent’s card.

5. Please try not to hurt your opponent’s hand during play.
6. No pets are allowed on the playfield at any time.

7. If both players are unable to see the playfield, call a random person to judge for you. Simply explain to them “When one card goes completely underneath the other card, call ‘STOP’ and we’ll stop and look. Then you can go back to whatever you were doing.”

8. Follow the rules of the abilities.
9. If any rules are broken, the players must argue loudly and hit each other until the rule-breaker admits his mistake and apologizes, or is seriously injured.

ABILITIES:


The thing that makes CARD BATTLE different from all other slam-playing-cards-against-each-other games is the abilities. Most cards have a special ability that enhances play and bends the rules. Try to collect them all!
	
	Black
	Red

	1-4
	Vanilla
	Vanilla

	5-7
	Dark
	Light

	8-10
	Insect Swarm
	Cloud

	Face
	Freeze
	Wall

	Joker
	Wild Card!
	Wild Card!


Vanilla- This card has no abilities. Sorry, you drew a dud.

Dark- This ability enshrouds your opponent’s head in darkness. He must close his eyes for the duration of this battle.

Light- Your opponent sees a bright light at the end of a long hallway—shine a flashlight in his eyes. If you have no flashlight, this ability has the same effect as Dark. Just think “Blinded by the Light.”

Insect Swarm- This card summons a swarm of angry hell-bees to attack your opponent. Open the cage of bees and guide them towards your opponent, where they will remain for the rest of the battle. If you have no cage of bees, simple recreate the experience by screaming “SWARM OF BEES!!! SWARM OF BEES!!!” and making an annoying buzzing sound.

Cloud- A fog develops over the playing field, blocking everyone’s view. Take your hand out from behind your back and wave it over the playing field wildly. You may not touch the playing field or your opponent.

Freeze- This card has the ability to control time. At any point in the battle, yell “FREEZE” and your opponent must stop moving his card for exactly 5 seconds. He can reposition his grip on the card, but he cannot block it or take his hand off his card. You may only call “FREEZE” once. 

Wall- A wall of light appears in the middle of the playing field, inhibiting movement and vision. At the beginning of the battle, you put your hand on its side in the middle of the playing field, where it remains for the rest of the battle. You cannot move it at any time, although shifting it slightly when cards push up against it is not punishable.
Wild Card!- Why do you still have this? Throw it in the trash.
Well, those are all the rules you need to play. Have fun CARD BATTLING!

