How to Play EVOQ!

Players take turns moving
their pieces, black and white,
and the first to capture the
opponent's elf wins.

Each turn, the player can perform '
one of the following actions:

@

Evocation: Place one of your
pieces from your deck onto a
space adjacent to your EIf.

Unicorn

Cerberus Siren
Evocable pieces
(3 types)

Evoking ends
your turn.

@

Movement: A piece can move the
same number of spaces as its speed.
(Speed=The number of "< " marks)

Moving ends
your turn.

Friendly pieces can

Enemy pieces
cannot pass through

Attack: You can capture a enemy
piece with lower power.
(Power=The number of "e" marks)
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=Possible
)
PR A own 2pt = Enemy 2pt
’kxh =Impossible

Own “pt > Enemy Jpt
=Possible

\_If your other ally pieces are
/ adjacent to the target, their
/" power is added to yours
(applies to the a only).

Attacking ends
your turn.

Captured pieces are placed in your
deck. If the deck is full (3 pieces),
you must return one.
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(Teleportation

Use a "Warp Gate" to move to an
adjacent gate for 1 movement cost.
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Fusion Formulas
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( Fusion

You can fuse pieces by
teleporting into a space
occupied by another
piece (not possible
without teleportation).

The target piece can be
either an ally or an
enemy. After fusion, it
becomes the player's

piec/e;;\ Griffin Pegasus | Dragon
@»\/\%\ @Affer fusion, the
> original piece is Fusing en
FI,ISIOI'I! @ returned to the deck.
\_ (Enemy pieces » @ ) y )
Ve
So rcery Sorcery Effects

If you place a captured enemy piece in
the magic circle during your turn (before
moving any pieces),*****

Guard (Using Cerberus)
All ally power +1
during opponent's turn

Fly (Using Siren)
All allies without wings

J (S0150) speed +1

Boost (using Griffin)
;& All ally power +1
during both turns

Z2. Clock (using Pegasus)
@ All ally speed +1 and
<Z>" All enemy speed -1
> Dragonize (Using Dragon)
@ All allies except EIf
gain Dragon abilities

(Speed 2/ Power 5/ fiision [Big)
ot§possible) )

+-the magic effect will activate.
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This effect lasts until an enemy
or ally piece is attacked.
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After that, the captured piece is
returned to the opponent.
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<~ You can use up to two types of
magic at the same time.

< You cannot use two

identical familiars @@

at the same time.




