INTRODUCTION & OVERVIEW

Juju Battle is an overly complicated strategy game in which the object is to kill your opponent. It combines elements from Risk, trading card games, and whacked-out ideas from the heads of Justin and Steven. All you need to play is 2 decks of cards and some dice. –And of course a copy of the instructions, which would take to long to memorize in their entirety.
The four suits each have a unique use in Juju Battle. Hearts represent health, and cannot be drawn. Both players start with all the hearts separated from their decks. Spades represent attack power- a successful attack does damage to the opponent’s hearts equal to the attacker’s spades. Clubs are used for various techniques (currently 24 in all) which are laid down ahead of time and activated during your opponent’s turn. They have many different effects (see list) which have an immediate effect on the game and then are discarded. Diamonds are used to purchase upgrades, which unlike techniques are permanent.
The game is won when one player’s hearts (starting at 85 total, since face cards are worth 10) reach zero. The other player is then the winner. If all the cards run out (this takes 40 turns for each player), the player with the most hearts wins.

STARTING THE GAME

Both players start with all their hearts in a face-up pile on their left, and the rest of the deck on their right. Now to determine who goes first. 1) If the two are not the same gender, ladies first. If they are of the same gender (what girl would play this game anyway?) The player with the most freckles goes first. If both are of the same gender and have no discernable difference in frecklage, the player who is shorter goes first.
During your turn you first draw a card from your deck. Then you may do any of the following: attack, set a technique, or use a technique. You do not HAVE to do anything but draw, and aside from drawing first you may do any of the others in any order. Once you are finished say “your turn” or something to indicate that you are done.
ATTACKING

To attack, lay down spade cards from your hand. You may use anywhere from 1 to 4 at a time. The higher the sum of the cards, the more potential damage you do. You then roll a number of dice equal to the number of cards you laid down (NOT the sum of cards). Your opponent (hereafter referred to as the defender) rolls 2 dice. No matter how many dice you are rolling —1, 2, 3 or 4— the defender rolls 2. If you roll a higher total, the defender discards a total of hearts from their pile equal to the sum of the spades you are attacking with. You then discard your spades. If the defender rolls a higher total, you discard your spades without doing any damage, and the attacker take damage equal to the difference in the dice rolls. Example: attacker rolls 6 and the defender tolls 9. The attacker then discards 3 hearts (total, not # of cards).  In the event the attacker and defender roll the same, the defender wins and takes no damage. Of course the attacker also takes no damage because there was no difference in rolls. In any circumstance, the spades are discarded. 
TECHNIQUES

Techniques are comprised of combinations of club cards. Each one can be 1-4 cards

	cost
	cards
	name
	Effect

	1
	♣
	Miniscule Morsel
	Roll 1 die. If you roll a 1, do 30 damage to 

your opponent. Otherwise nothing happens.

	3
	♣
	Unlicensed Surgeon
	you and your opponent randomly choose a card 

from each other's hand and add it to your respective 

hands. If you have no cards, you get a free card.

	5
	♣
	Peeping Tom
	Look at your opponent's hand.

	7
	♣
	Hippie Vibe
	Your opponent cannot attack this turn and you 

both gain 5 hearts.

	9
	♣
	Thievery
	If your opponent attempts to purchase an upgrade, 

you may steal one of the diamond cards they have 

laid down.

	4
	♣♣
	Tomb of Kings
	If your opponent attempts to use any king card, 

they must discard it without using it.

	6
	♣♣
	Fireball
	Do 10 damage to your opponent

	8
	♣♣
	Chinese Takeout
	gain 10 hearts

	10
	♣♣
	Mirror of Water
	pay 5 hearts. cancel's your opponent's technique 

and allows you to use it immediately for free

	12
	♣♣
	Mirror of Stone
	pay 5 hearts. cancel's your opponent's attack and 

does damage to them equal to their attack's power

	14
	♣♣
	Double-edged Sword
	do 20 damage to both you and your opponent

	16
	♣♣
	Hidden Dice
	If you have just rolled dice, you may roll again and

 take the result you most desire.

	18
	♣♣
	Fiery Vengeance
	If your opponent has just damaged you, 

do 20 damage to them.

	20
	♣♣
	Insult to Injury
	If you have just damaged your opponent, 

damage him for 20 more!

	6
	♣♣♣
	Purge
	Pick a technique on the field and destroy it.

	9
	♣♣♣
	Enfeeble
	Use this when you attack. 

Your opponent may only roll 1 die to defend.

	12
	♣♣♣
	Indiana Jones
	Switch hands with your opponent

	15
	♣♣♣
	
	

	18
	♣♣♣
	
	

	21
	♣♣♣
	Infernal Machine
	Roll a die. Your opponent discards that number of cards

from their hand.

	12
	♣♣♣♣
	Ultimate Time-Space Vortex
	Take all the spades out of your discard pile and add them to
 your hand.

	16
	♣♣♣♣
	Ultimate Plasma Beam of Lesser Annihilation
	Your opponent discards everything in his/her hand! 

AHAHAHAHA!!!

	20
	♣♣♣♣
	Ultimate Giant Ball of Rejuvenation
	Your hearts become 85

	24
	♣♣♣♣
	Ultimate Plasma Beam of Greater Annihilation
	Do 12 damage to yourself and 60 to your opponent 

(if your opponent uses a mirror of water, your 

technique is canceled and you both take 30 damage)


