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Background

There is a new Material Plane which has many rare resources, but human beings can’t survive
in that plane. Wizards summoned different elementals from the Inner Planes to scramble the
treasures for themselves. The plane will not allow any unbalanced thing to appear, will what the
wizards do break the balance of this plane?

Thematic Overview

Element Balance is a 2 to 4 players PVP board game. Each elemental can beat the other 2
kinds of elementals, you need to make a “Balanced Army*“ with 5 elementals to make sure your
army(cards) won’t be banished by the plane. “Balanced” means the element on the left will has
the ability to beat the element on the right in your hand.

Components

32 elementals cards

1 Light & 1 Dark

3 of each: Wood, Water, Earth, Metal, Rock, Wind, Ice, Fire, Ghost, Electric
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Set-Up

Put 32 cards face down in the stack

Game Overview

You need to make a “Balanced” combination with 5 elements.

“‘Balanced” means the element on the left will has the ability to beat the element on the right.

The Rightest element should also beat the left-est element.
Then there will be rules about calculating your “Advantages” against other players later.

The Element Table.

The “Can Beat” column shows a list of elements that you can beat.
The “Pros” column shows the number of elements that you can beat.
The “Cons” column shows the number of elements that can beat you.
The “P - C” column shows the num Pros minus the num Cons.

The “Num” column shows the number of these elements in the card pool at the beginning.

There are 6 positive elements and 6 negative elements in the table.
Symbol + means it's a positive element, Symbol - means it's a negative element.
The Light element can beat all the negative elements.

The Dark element can beat all the positive elements.

Positive Elemental

Element Can beat Pros Cons |[P-C |Num
Light + Dark, Ghost, Wind, Fire, Electric, Ice 5 3 2 1
Wood + Water, Earth, Ghost, Light 4 4 0 3
Water + Fire, Earth, Light 3 4 -1 3
Earth + Wind, Electric 2 3 -1 3
Metal + Wood, Ice 2 3 -1 3
Rock + Wind, Electric 2 2 0 3




Negative Elemental

Element Can beat Pros Cons |P-C Num
Dark - Light, Wood, Water, Metal, Earth, Rock 5 3 2 1
Wind - Fire, Ice, Wood, Ghost 4 3 1 3
Ice - Water, Metal, Rock 3 3 0 3
Fire - Wood, Dark 2 3 -1 3
Ghost - Electric, Dark 2 3 -1 3
Electric - Water, Metal 2 4 -2 3
Example:

You can have Wood -> Water -> Earth -> Wind -> Fire 5 cards as your army.

In Each round
At first, players need to “rock-paper-scissors” to determine who plays first(winner play first).

The player can choose one of the following operations in his turn:
- Draw one card from the card pool, determine if he wants to put this elemental into his
army or discard it to grave
- If the player already had 5 cards, can choose to discard one of his cards to the grave.
- If player has a balance of 5 cards army, can move two cards from pool to grave.
- Swap the positions of two cards in his/her army(hands)

<

‘ Previous I




Game End & Winner

After all the cards are in the army or grave.
1.1f no wizard has a balanced army, the rest of cards in the grave will be shuffled and do the
same thing as above In Each round.
2.If there is only one wizard who has a balanced army, he/she will win.
3.If more than 1 wizard has a balanced army, they will fuse the whole army to be an elemental
lord with 5 elementals. See whose elemental lord can beat the others.

The wizard with more “Advantages”(check rule below) will win.

If they all have the same advantage to beat each other, draw.
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Advantages Calculate Rule:

See each elemental in each army,
if one element can defeat no element in the opponent army, add 0 advantage
if one element can defeat 1 element in the opponent army, add 1 advantage
if one element can defeat 2 elements in the opponent army, add 2 advantages

Positive & Negative
If 3 or more of your cards are positive elementals
If you have Light, add 1 advantage
If you have Dark, lose 1 advantage
If 3 or more of your cards are negative elementals
If you have Dark, add 1 advantage
If you have Light, lose 1 advantage

PlayTest survey
https://docs.google.com/forms/d/e/1FAIpQLSciHEQT7wHCP1P59yTi5uduj9LKNBpEVPJ5DESY]|

A-R-iINJJA/viewform




