


Sera teeters on the brink of utter annihilation. Subterranean hordes have
devastated cities and consumed entire nations. In the fifteen years since
Emergence Day, when the vicious Locust revealed themselves, humanity’s
war has been a losing one. What's left of mankind fights for survival, against
overwhelming odds.
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@ PLAYING YOUR FIRST GAME

TTING UP

e following tutorial cards from the box labeled Chapter Core at the bottom.

Low Wall 14. Boomer 27. Heroism

E ow Wall 15. Wretch Pack 28. Hit the Floor!
~ High Wall 16. Respawn 29. Cyclops
=3 - Sergeant 17. Bloodrush 30. Drone
¢ resh Recruit 18. Scout 31. Boomer
- Drone 19. Sergeant 32. Wretch Pack
‘Hunter 20. Captain 33. Hunter
- Captain 21. Private 34. Grenadier
22. Fresh Recruit 35. Grenadier
- 23. King Raven 36. Reaver Drop
- Heroism 24. Vanguard 37. Ink Grenade

s -Air‘str‘ike 25. Planted Grenade 38. Blood Rush
: 26. Battle Plans 39. Frenzy

te any cards with a cover, COG, or Locust back into three decks. Choose which
er will play as the COG and which player will play as the Locust, and give each player the
esponding deck. -

Cover cards

coe



Place the three cover cards between the players in the middle of the playing area as shown
here. Make sure that the COG side is closest to the COG player and the Locust side is closest
to the Locust player A

Normally there aren’t any units in play at the start of a game. However, because the tutorial
represents a battle that’s already raging, we’re going to place some cards straight onto the
battlefield.
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1e first two COG cards (Fresh Recruit and Sergeant) and the first two Locust cards
2 and Hunter) and place them onto the battlefield, as shown below. The remaining cards
p each player’s deck.

e start of the game, both players draw the top five cards into their hands. Then, they
le the rest of their cards and place them face down to make a deck. The players should

space to the side of their deck for a discard pile.

e's no limit to the number of cards a player can have in their hand.

ers should always keep the cards in their hand secret from their opponent.
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Now the battlefield has been set up, let’s jump straight into the action! In Gears of War®:
The Card Game players take alternating turns, in which they draw, discard, or play cards and"
attack, until one player has defeated the other.

Sometimes a game will include additional ways to win, but usually a player wins by forcing thei
opponent’s deck to run out of cards. Let’s talk through the first few turns, and teach you the'

u
basic rules!

THE TURN ORDER

A player’s turn is made up of three phases, in this order -
1. First Deployment Phase

2. Combat Phase

3. Second Deployment Phase

FIRST DEPLOYMENT PHASE

In each of their deployment phases, the player must take one of the following actions -
discard, or deploy. :

DRAW
The player takes the top card from their deck and moves it to their hand.

DISCARD =
The player chooses a card in their hand and moves it face up to the top of their discard pils

DEPLOY

In Gears of War®: The Card Game, playing a card from your hand is
called deploying. Deployed cards are moved from the player’s hand into
their reserve, where they should be placed face up. There’s no limit to
the number of cards a player can have in their reserve.

There are two types of card a player may deploy in a deployment
phase - units <#>, and tactics % Players can’t deploy a
reaction card in a deployment phase.

DEPLOYMENT VALUES

Each card has one or more numbers in the upper left corner,

_ which are its deployment value(s). A player may only deploy a card

if the number of cards in their hand (including the card being )
deployed) equals one of these deployment values. .3

Some cards will have an ANY icon instead. A card with a
~ deployment value of ANY may be deployed regardless of the
mber of cards in a player’s hand.




© THE COG PLAYER’S FIRST TURN

JEPLOYMENT PHASE

IEPLOYING THE PRIVATE
ithis tutorial, the COG player will take the first turn. Let's begin with their first deployment
hase, and deploy a card.

ause the COG player has five cards in their hand, they may deploy the Private since one of
‘deployment values is 5. The Captain and Scout can’t be deployed now because neither card
a deployment value of 5.

e COG player takes the Private from their hand and moves it to the battlefield face up,
ieside the Fresh Recruit, in their reserve. Cards will always refer to their own player’s
gserve, unless otherwise stated.







ombat phase, each of the player’s units in reserve or cover may perform one of the
] 'combat actions, resolving them one at a time in any order:

starting the phase in reserve:
Move into cover

nit in reserve may move into cover.

er that has a card adjacent to it on either side is occupied. Cover that does not have any.
ird adjacent to it is unoccupied.

ace the unit card adjacent to any unoccupied cover card.
o b £}

E PRIVATE MOVES INTO COVER

1d the Sergeant, so take the Private and move it into the unoccupied cover, as shown opposite. =
Low Wall card is now occupied by the Private. i

F}




ATTACK INTO COVER
A unit in reserve may attack an enemy unit
that’s occupying a cover card.

The player chooses a unit, then declares
which cover card they’re attacking.

When a unit card is occupying a
cover card, it can’t be moved away
unless a rule specifically states to
do so, or it’s killed.




iction cards are a special type of card

t may only be deployed after an attack
eclared. The player being attacked

ays decides if they will deploy a reaction
d first, followed by the attacking player.
ction cards follow the same deployment
e rules as unit and tactic cards.

Each player may only deploy a single
reaction card during an attack.

If the player being attacked can’'t
or chooses not to deploy a reaction
card, the attacking player may still
deploy a reaction card.

h unit card has an attack and a defense
e, as shown here. When an attack is

ade, first add any bonuses from other cards,
n compare the values as detailed below.

{ )

A friendly unit gains +2 X and +2 .
- A You may draw a card ’,,.‘

Reaction card

Draw up to 2 cards
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i s
an attack, both units deal damage to the other card, equal to their attack value.

If @ unit suffers an amount of damage equal to or greater than their defense valug, the unit is
killed, and is moved face up to their player’s discard pile. R
Reaction card effects only apply to the attack the reaction was deployed into. Once the atta'
has been resolved, any reaction cards are moved face up to the players’ discard piles.

If the attacking unit kills the unit occupying the cover card, it is moved adjacent to the cover
gard after the enemy unit is removed, unless it was also killed. If the attacking unit fails to =
kill the enemy unit, the enemy unit remains occupying the cover card, and the attacking unit =
returns to the player’s reserve, unless it was killed during the attack. L




e're going to attack into occupied cover and resolve an attack. Use the Fresh Recruit to

the cover card occupied by the Hunter.

[ers should always check their card for any special rules before resolving an attack. In this
however, the Fresh Recruit does not have any special rules, and the Hunter’s special rule

5 not affect attacking.

e the COG player is attacking, the Locust player has to decide first whether or not they will
oy a reaction card from their hand. The Locust player has the Blood Rush reaction card in
and, but let’s save that for later and choose not to deploy a reaction card this time.

v the COG player may deploy a reaction card. Deploy the Heroism card, placing it next to

‘Fresh Recruit so both players may see it.
HUNTER HUNTER
DEFENSE ATTACK
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' X L J
Heroism adds 2 to the Fresh Recruit’s attack value k and defense value , whi
the Fresh Recruit’s attack and defense value are now both 4 during this attack. The sei
effect of the Heroism card allows the COG player to draw a card, but let’s choose not ti
time. 2

The Fresh Recruit inflicts enough damage to kill the hunter, but thanks to the Heroism
the Fresh Recruit doesn’t suffer enough damage to be killed in return.

The Hunter card is moved face up to the Locust player’s discard pile. The Fresh Recruit mi
into cover that was previously occupied by the Hunter. The Heroism card is moved face up t
the COG player’s discard pile. =

LOCUST
DISCARD
PILE
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it occupying cover may directly attack the enemy player.

er the attack is declared, the enemy player may choose a unit in reserve to block the
ack. If a unit is chosen to block the attack, resolve the attack as described on pages 16

i 17 without moving either unit.
jardless of the outcome of the attack against the blocking unit, the enemy player will not
fer direct damage. After resolving the attack, any unit that is not killed will stay where it
ently is.
e enemy player doesn’t choose a unit to block with, they suffer 2 direct damage,

ardless of the attack value of the attacking unit. The attacking player may still play a
ction when there is no blocking unit. The enemy player can’t play a reaction card when

j '_is no blocking unit.
ZCT DAMAGE
way players take direct damage is through unblocked direct attacks, which deal 2 direct
egardless of the attack of the unit dealing damage, direct damage is 2 unless

 stated.

‘'re dealt direct damage, take a number of cards from the top of your deck equal to

ge dealt and, without looking at them, move any number to your hand then discard

re left. For example: A player is dealt 2 direct damage, they take 2 cards from the
deck. They decide they've got too many cards in their hand. So they discard both

d of moving any to their hand.




Since the Sergeant card began this combat phase in cover, and has not taken an action, the =

ACO0G player may attack the Locust player directly with it. Instead of the Locust player suffe.
~ the damage, however, let’s use the Drone card to block the attack.

DU ! ' Uleb 110N ApUay Some cover cards have rules that

< affect units occupying them. The
Sergeant is in the High Wall cover,
and so gains the benefit detailed on
the COG player’s side of the cover.

(Friendly Units gain=t 1% and £ 10

i) @mmm<’;

Eriendlyunits'gains I8 andEed

0 choices: Get up this;
h_ll;ght—bloudy NOW, _og‘spend the’
st of your, life | |lmp| f om this kick

Units are only affected by rules on that player’s side of the cover. The effects of these
rules only apply to the unit in that cover; other units are unaffected unless stated.

When a unit attacks into cover, it does not enter the cover unless it wins the combat,
so none of the cover’s benefits will apply to the attacking unit. Blocking units are
never affected by rules on that player’s side of the cover.
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v |I| go first, and let’s deploy the Blood Rush card now, raising the Drone’s attack valueto 5.
unately the COG player doesn’t have any reactions in their hand, and therefore can’t play one. 3

A friendly unit gains +3 3. ¥
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® SUPPRESSED

\When a unit in the reserve is damaged, but not killed, it becomes suppressed. When a unit is
suppressed, rotate it 90 degrees clockwise. A suppressed unit can’t perform an action or be
used to block an attack. i

~ Units in cover can’t be suppressed.

At the beginning of a player’s turn any of their units which are suppressed are rotated back ti
their original orientation and are no longer suppressed. 3

- Units that move into cover as a result of an attack do not become suppressed, even if they =
. suffered damage during the attack.
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@ SECOND DEPLOYMENT PHASE

= il- .
: 2 L L ' j
'Ta player has resolved all of their actions in the combat phase, that phase ends and the
ond deployment phase begins.

econd deployment phase is the same as before, and the player must perform a draw,
ard, or deploy action as described on page 9.

r the active player has taken their action, and resolved any effects, the turn ends and the
ly player begins their turn, starting with their first depléyment phase.*
:OND DEPLOYMENT PHASE
'COG player should now have three cards
h 'ir‘ hand, which allows them to meet the
ment value of the Scout card. The Scout
a deploy speciél rule which allows the COG
yer to draw up to 2 cards.

a player deploys a unit with a deploy effect,
ay immediately resolve the effect on the card.

ard with a deploy effect is moved onto the
ield via any other method, the deploy.is RN
solved.

SPECIAL EFFECTS
Like the Scout’s deploy effect, units

may have special effects that influence
the game. Carefully read these effects
to get the most out of your units.

Z -

Always resolve a card’s effects in the order they are written on the card. If a number of
different effects would apply at the same time, the player whose turn it is chooses which

order to apply them in.

LR e B
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DEPLOYING A TACTIC CARD i i =
o0 deploy a tactic card, a player needs to meet one of its deployment values; just like depl




Now that the players know the basics
of Gears of War®: The Card Game,
they should be able to play the Locust
player’s combat phase and second
deployment phase.

Once the Locust player’s turn is over,
the COG player takes their next turn.
Continue this way until one player wins
the game, by forcing their opponent’s
deck to run out of cards.

tul ‘:"‘ibv 2
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Gears of War®: The Card Game is played over fifteen sequential chapters.
Each chapter is played in a best of three games format.

After a player has won a game, reset the game and play it again, shuffling both players’
discard piles back into their decks.

The first player to win two games is victorious and claims the chapter.

- As the campaign progresses and fighting intensifies, new rules will be introduced into the

~ game. Once a rule is introduced it remains for the remainder of the campaign.

E To prepare for Chapter 1, take the next sixteen cards and separate out the COG and Locué

~ cards. Each player shuffles the new cards into their existing deck from the tutorial to create
their core deck. '

layers will use their core deck throughout the entire campaign.

COG CORE DECK LIST LOCUST CORE DECK LIST

~_ Captain x2 . Boomer x3

a: Elite Armadillo x1 - Cyclops x2
Fresh Recruit x2 Drone x2
Heavy Infantry x2 4 Grenadier x2
King Raven x1 = Hunter x2
Private x2 - Kantus x2
Scout x2 = Wretch Pack x3

. Sergeant x2 Ink Grenade x1

i Vanguard x2 ; _" Reaver Drop x1
Airstrike x2 Respawn x1
Battle Plans x1 ' Won't Stay Dead x1
Coordinated Assault x1 Blood Rush x2
Planted Grenade x2 o Frenzy x2
Heroism x3 . Hive Mind x2

Hit the Floor! x1

27
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CHAPTER 1 - PRELUDE

E NEW RULES
N ario Cards, Command Cards, Start and End of Turn, The First Turn, The End of a Chapter

<

ers will need the next three cards to play this chapter. These cards are labelled Chapter 1. =

e
H . % Low Wall
5 ¥ # High Wall

2 Low Wall

SCENARIO CARDS

Each chapter has its own scenario card

that will tell you all the information you need
to know about any special rules, and which E
cover cards are used in the scenario.

Scenario title

COMMAND
~ AREA

¥
P

2o e



COMMAND CARDS

Command cards represent heroic or
“villainous leaders that take part in the battle

directly, brilliant strategists that direct their

forces from a position of safety, or unique

battlefield conditions and equipment.

At the start of each chapter, both players
have access to one or more command
cards unique to the chapter. All command
cards begin each scenario in their player’s
command area.

Name

Initiative value

Command card

Special rules

Chapter number

- SETUP AND THE FIRST TURN

||| DONMINIC

SANTIAGO

At the start of your turn, you may draw
acard

B e s sty ey

The player with the highest initiative value @
their command card takes the first turn.

At the end of each chapter, all command
cards are returned to the box, and will not:
used again during the current campaig'n. [

players will use new command cards duri
the next chapter. =

Place the cover listed on the scenario card on the battlefield, face up, along with each player’s

command card(s). Each player now makes sure they have all the cards they need for thei
~shuffles them, places them face down and draws their starting hand of five cards. Now d

which player has the first turn by comparing the initiative value on the command cards.

From now on. unlike the tutorial, only one deployment phase is played during the first |

THE START AND END OF A TURN

After that, the turn sequence proceeds as normal.

- The start of each turn takes place before any actions are taken that turn. The end of each tur
takes place after all actions of that turn have been taken, and all other effects have been

HE END OF A CHAPTER

reb
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‘© CHAPTER 2 - TRIAL BY FIRE

: NEW RULES _
3cenario Cards, Command Units, Tough, Chapter Cards, Multi-Blocking, Disposable Units

RIO CARDS

ow on, scenario cards will give an
itage to the player who claimed the

s chapter.

CELL BLOCK
MARCUS

chapter, a different version of Marcus
used depending on which player won
ous chapter.

x3

MAND UNITS U P)
d units are both command cards

. They are set up in the command ‘ ;;:::this unit s in the command area

ess otherwise stated, and follow all OO o Yoy moye
al rules for units when they are in

TOUGH

When a command unit with Tough is killed, instead of moving it to the discard pile, move
it to the command area.

When a command unit without the Tough rule is killed, don’t move it to your discard pile.
Instead, remove it from the battlefield completely.

30
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~ CHAPTER CARDS
Some chapters will add unique cards to your
deck, known as chapter cards. These cards
are shuffled into the deck during set up and
removed after the chapter ends.

|| ¥
% & L
Like command cards, chapter cards will not 3% 'g\ “ﬂ' ‘
be used again in the campaign. %3 :

SUBTYPES

Some units have a subtype, which special S e soen

rules may reference. The Alpha Wretch ' .,,,,.b”n:.,"a'ywrmh e
é rhe

above has the St subtype. Subtypes have
no other effect.

31




ol .
irectly attacks with tﬁeir‘ Captain, and the Locust player blocks with the
Runts. The Captain deals 4 damage to each of the blocking units, and is
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l
The COG military can rely on the discipline of their command structure to control the
battlefield, or draw from their arsenal of armored support. |
The Locust Horde can grow ever more tenacious in their assault on the COG lines, or draw:
upon their strength in numbers.

Players should take the next fourteen cards.
These cards are labelled Chapter Reinforcement - 3.

These are reinforcement cards.

Before playing Chapter 3, each player must choose between 2 sets of reinforcement cards
to add to their core decks. Once a reinforcement card has been added to a deck it will not be
removed, and cards that are not added at this time will not be used during the current campaig

The COG player must add one of the - The Locust player must add one of the
following sets of cards to their core | following sets of cards to their core
deck: . deck:

. Lieutenant x1 and Corporal x2 . Sniper Drone x2 and Spotter Drone x2

* Or . Or

: Wretch Horde x2 and Wretch
Ambusher x2
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©) CHAPTER 3 - F.ISH IN A BARREL

.

NEW RULES
Moving into Enemy Cover

'yers will need the next five cards to play this chapter. These cards are labelled Chapter 3.

VING INTO ENEMY COVER
't_s in their player’s side of cover are in friendly cover.

you declare a direct attack, you may move the attacking unit to the enemy side of cover.

en a friendly unit in enemy cover deals damage to an enemy unit, or direct damage to the
my player, increase the damage by 1.

in enemy cover may be attacked as if they were in friendly cover. Units in enemy cover
still affected by any rules on the friendly side of that cover and they count as occupying it.

en a friendly unit in enemy cover is dealt damage, increase the damage by 1.
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NEW RULES
Offense/Defense Rules, Command Tactic Abilities

yers will need the next eleven cards to play this chapter. These cards are labelled Chapter 4.

- R ——

FENSIVE AND DEFENSIVE
fhen a unit with an Pffenswe r‘u'le is in 6 ﬂ&s{%ﬁj ",
1emy cover, they gain the benefit of the

ched effect.

en a unit with a Defensive rule is in
ndly cover, they gain the benefit of the
iched effect.

se the Theron Guard is in friendly

it benefits from its Defensive rule. If
oves into the enemy side of cover, it will

it from its Offensive rule instead.




COMMAND TACTIC ABILITIES

Some command cards have one or more
tactic abilities. This ability may be deployed
as a deployment phase action.

Command tactic abilities may only be
deployed if the card is in the command area,
reserve or cover, and only if the number of
cards in the player’s hand equals one of it's
listed deployment values.

\When you deploy a command tactic ability,
resolve the attached effects the same way the
effects of a tactic card are resolved, but do not
move the card to the discard pile afterwards.

his unit can't block”At the start of your

R e e e
turn; if this unit iS | In cover, remave that
cover, card from the battlefleldmove this
unit to the command area and deal | 3'direct
damage to the enemy player. If there is no
cover oﬁﬁﬁlefleldﬁoﬁm the game




yers should take the next sixteen cards.
ese cards are labelled Chapter Reinforcement - 5.

Sse are reinforcement cards.

fore playing Chapter 5, players will adapt their decks. This time, players must remove the
pds listed and replace them with reinforcement cards. Once removed from a deck, cards

I'not return during the current campaign.

The Locust player must remove Drone
x2 and Kantus x2 from their core

' deck. They must then add one of the
following sets of cards to their core

The COG player must remove

Sergeant x2 and Vanguard x2 from
* their core deck. They must then add
hﬁ one of the following sets of cards to

£ their core deck: deck:
Drill Sergeant x2 and Veteran x2 | Hammerburst Drone x2 and Vicious
. Kantus x2
Or
i Or

Armadillo x2 and Forward Vanguard x2
Bolter Drone x2 and Kantus Priest x2

y
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NEW RULES
Multiple Face Cover, Discard Effects

_ MULTIPLE FACE COVER
Some cover cards have rules on both faces, and may be flipped by effects. Make sure the
are orientated correctly after flipping a card.

When a chapter includes this type of cover, the scenario card will detail which face starts fact
Only the face up rules are in effect.

DISCARD EFFECTS

When a player discards a card with a discard effect from their hand, for any reasan, the
immediately resolve the effect on the card.

oW




©) CHAPTER 6 - GRIST

NEW RULES
Rotating Command Cards, Hidden Cover

'yer‘s will need the next twelve cards to play this chapter. These cards are labelled Chapter 6.

E e —
JATING COMMAND CARDS
of ating cards begin each game orientated with the O corner in the upper left corner, from the

erspective of its player. When an effect rotates this card forwards, turn it 90 degrees clockwise.

number in the current upper left corner is what the card is on, and may be referenced by
r cards.

/hen the card is flipped, make sure that 4 is in the upper left corner.

\When you claim g Le®*1ag,
otate s oars
S Card e Totated forwards
&0 i

c

aface dowr]' cover card, flip |t face up and orientate lt_cor




'©CHAPTER 7 -

BURNT RUBBER

NEW RULES

OVERRUN

Overrun

When a unit with Overrun is attacking and kills an-enemy unit, the enemy player is dealt 1

direct damage.

Players should take the next twenty two cards.
These cards are labelled Chapter Reinforcement - 8.

These are reinforcement cards.

The COG player must remove Captain
x2, Fresh Recruit x2 and Heavy
Infantry x2 from their core deck. They
must then add one of the following
sets of cards to their core deck:

._" Assault Specialist x2, Experienced
% Recruit x2 and Hardened Captain x2

Or

King Raven Gunship x1, Heavy
Support x2, Support Raven x2 and
Tuned Up Centaur x1

3 o

The Locust player must remove
Boomer x3 and Cyclops x2 from their
core deck. They must then add one

of the following sets of cards to their
core deck:

Chainsaw Cyclops x2 and Flame
Boomer x3

‘ Or

. Krav x2 and Towering Boomer x3

3 e
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Congratulations, Gear! You’ve made it this far, now you have to go on alone.
From this point on there are no new rules to learn. The rest is up to you.

42



4 @CHAPTER 8 - DARKEST BEFORE THE DAWN

Players will need the next three cards to play this chapter. These cards are labelled Chapter 8

Players should take the next nine cards. These cards are labelled Chapter Reinforcement =9

These are reinforcement cards.

The COG player must remove Battle The Locust player must remove Won't
Plans from their core deck. They must Stay Dead from their core deck. They
. then add two of the following cards: must then add two of the following cards:

;'j'E Deadly Sacrifice x1 Death Rattle x1

Y Expert Planning x1 . Drown Them in Bodies x1

. Frag Storm x1 . Horde x1

| Mobile Combat x1 || Tenacious Reinforcement x1
Tremors x1




ers should take the next four cards. These cards are labelled Chapter Reinforcement - 11.

Se are reinforcement cards.




@ CHAPTER 14 - JURASSIC PROPORTIONS

Players will need the next thirteen cards to play this chapter. These cards are labelled Chapter 14:

Players will need the next eight cards to play this chapter. These cards are labelled Chapter 1!

The player that wins this scenario wins the campaign!

BEST OF ONE =
If players would prefer to play through the campaign at a faster pace, the winner of each
individual chapter may be decided by playing a single game.
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FIRST OR SECOND

COMBAT
DEPLOYMENT PHASE

PHASE

Player must choose one of the following:

Each unit starting the phase in reserve may:

* Deploy a card
¢ Draw a card
¢ Discard a card

* Move to unoccupied cover
¢ Attack an enemy in cover

ach unit starting the phase in cover may:

5
o

* Directly attack enemy player
Move into enemy cover




