Ultimate soldier is a card game for 2 - 4 players. Each player commands
highly trained soldiers that engage in combat against other players. Your
mission is to earn 4 soldier cards all at the same time to become the
Ultimate Soldier.
Included Contents
133 Cards
1. Soldier Cards (14)
2. Training Cards (32)
3. Action Cards (59)
4. Weapon Cards (9)
5. Sniper Cards (2)
6. Intensity Cards (4)
7. Special Cards (9)
Rules Of Engagement (4)
Game Manual
Soldier Cards
There are 14 soldier cards, they each represent a different type of
soldier. Each of them has a preferred weapon, which is called their
power weapon. When it is used it adds an extra level of force to the
weapon. If a soldier uses their power weapon it can only be defended
with another power weapon or a weapon and an intensity card.
Training Cards:
These represent academies of training. Playing one of these cards face
up during a turn allows you to accumulate skills to earn a new soldier.
When you play the equivalent of 4 training academies on top of each
other you can select a new soldier.
Action Cards:
These cards initiate combat or issue a response to an attack. Combat is
between 2 players. The loser in combat must surrender the defeated
soldier. There are 6 kinds of Action Cards: Advance, Attack, Block,
Retaliate, Redirect, Stun, and Retreat.

Weapon Cards:
These cards can only be used in conjunction with an Action Card.
Using one of these cards during combat increases the power of your
attack. There are 9 weapons: Glock, Knife, Grenade, M16, M4,
Ninja Stars, Sniper Riffle, Pistol, and Smoke Bomb.
Intensity Cards:
These cards can only be used in conjunction with an Action Card.
They can be used with a weapon and an action card or alone with
an action card. There are 2 kinds of intensity cards; Superhuman
and Adrenaline.
Sniper Cards:
These cards are used strategically to defeat a soldier without
entering combat The card can be used any time even when it’s not
your turn. The only way to defend a sniper card is with a mirror card.
Special Card:
Special cards allow the player to do something extraordinary during
a game. These cards include; Interfere, Radio for Help, Mirror,
Bomb, Dud, Super Dud, and Persuasion.

Game Set Up:
Select a dealer. Collect the soldier cards into one stack and deal 1
soldier to each player face up, place the remaining soldier cards into
a draw pile in the middle of the table. Deal each player a rules of
engagement card to use as a reference. Take the common cards and
shuffle them, then deal 8 cards to each player, one at a time left to
right. Place the remaining deck face down in the middle of the table.

• When the Attack card is played the response is to use a block,
retaliate, retreat or stun card. If you can’t respond, you lose.
• When the block card is played the response is to use an attack card.
If the player doesn’t have an attack card, the combat is a tie.
• When the retaliate card is used the response is to use a block or
retaliate card. The response to the retaliate card is the same as the
response for and attack. If the player is unable to respond, they lose.
• When the stun card is played there is no response. The combat ends
in a tie and the player that had the stun used against them forfeits
their next turn.
• When a weapon and or intensity card is played the response needs to
be a weapon and or intensity card first, then the player needs to
respond to the retaliate or assault card.

Game Play:
The game is played in turns it goes around the table to the left. To
begin the player sitting to the dealer’s left will start by drawing a
card from the common deck. On every turn a player draws one
common card, (2 cards are drawn if the player has more than one
soldier) and makes one of the following moves:
1. Play a training card
2. Initiate combat
3. Discard a common card face up in the discard pile.
Playing a Training Card:
A player may only play one training card per turn. When a player has
the equivalent of 4 training cards face up in a group, the player earns
a new soldier. The player draws a new soldier from the soldier deck
and places it next to their other soldiers face up. The used training cards
get placed face down in a junk pile that will get shuffled back into the
deck with the other discarded pile regularly during the game. Note:
There are 3 kinds of training cards in the common deck; 1 training
point, 2 training points, 3 training points.
Initiating Combat:
To initiate combat a player must have at least one soldier face up and be
holding an advance card, and an attack card. The player announces the
soldier they will advance with and the soldier they are going to attack.
After the announcement both of the soldier cards are moved out to the
center playing field. The player then lays the advance card followed by
an attack card in the middle of the soldiers. A weapon and or an intensity
card can be added on top to add strength to the attack. Only two players
are aloud to take a turn in the fight, unless someone outside the combat is
holding an interfere card.
An Interfere Card can be played by anyone not involved in combat, but it
must be played after the initial attack and it has to be played before the
player plays any cards in retaliation. After the card is played they take that
player’s place in the battle.
During a battle if one of the players has a call for help card, they can play
the card and draw 2 cards from any player not in the battle. The other
player must let them draw the cards. The player the cards are drawn from is
not aloud to replenish their cards until their next turn or after a battle they
are involved in. Combat continues according to the rules of engagement
until the combat is won, lost, a tie, or retreat.

Playing a redirect card:
If a player is attacked they can redirect the attack to the player
and soldier of their choice, by simply laying down the redirect card.
They place the redirect card on top of the attack and announce the
soldier that the attack is deflected toward. The redirect card can
only be played after the first attack in a battle.
Discard:
If a player is unable to complete an action, they are required to
discard one common card face up onto the discard pile. The next
player can choose their card from the discard pile or the draw pile.
Playing a Sniper Card:
The sniper card can be used at anytime, even during an opponents’
turn. The game pauses after a sniper card is used. When the sniper
card is played they announce which soldier they are shooting. The
sniper may be used against any soldier except those engaged in a
battle. If the player being shot has a mirror card, they can use it
to blind the sniper and avoid loosing their soldier. If the sniper is
successful, the soldier is surrendered and discarded to the bottom
of the soldier pile.
Playing the Bomb Card:
The bomb card can be used at any time, even during an opponents’
turn. The game pauses after the card is played. The player announces
the bomb card and lays it down in the center of the table. The bomb
eliminates one soldier for everyone in the game, with the exception
of the player that laid the bomb card down. The only defense against
the bomb is the dud and super dud card. The player holding a dud or
super dud can choose to play the card or let the bomb explode. If the
dud card is used only the one who plays the card is saved if the super
dud is used then everyone at the table is saved. Both of the cards are
discarded face up in the middle of the table and cannot be used again
during the game. If the bomb explodes each player must discarded one
soldier face down to the bottom of the soldier pile. The bomb is
discarded face up in the center of the table and cannot be used again
during the game. All cards that were in use during the turn are discarded.
All players replenish their cards, the play returns to the player it left
off with and they begin their turn over.

Replenishing Common Cards:
After combat both players involved are allowed to replenish their
hands to 8 cards. The player that was attacked draws first. If the
common cards run out, shuffle the discard pile and the used cards
pile and add the cards to the bottom of the draw pile. At any point
in the game if you need to replenish your cards, it is always to 8
cards.
Winning a battle: If you win a battle mark it with a coin or a
token of some sort in front of your soldiers so that everyone can
see how many victories you have.
Winning the Game:
Single Game Scenario: When one of the players wins 3 battles
or earns 4 Soldiers that are all alive the game is over. (A sniper
kill does not count as winning a battle.)
battle.
Rounds: When one of the players wins 3 battles or earns 4
Soldiers that are all alive the round is over. The winner receives
3 points for winning the round. Every other player that has a
soldier left at the end of the round gets 1 point and every player
that has 2 or more soldiers alive at the end of the round gets 2
points. The winner is the first player to reach 7 Points from
rounds.
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Scenario 1: Player 1: Advance & Attack
Player 2: No response (Player 1 wins)
Scenario 2: Player 1: Advance & Attack
Player 2: Retaliate
Player 1: No response (Player 2 wins)
Scenario 3: Player 1: Advance & Attack
Player 2: Block
Player 1: No response (Tie)
Scenario 4: Player 1: Advance & Attack
Player 2: Stun (Tie, Player 1 loses next turn)
Scenario 5: Player 1: Advance & Attack & Weapon
Player 2: Weapon & Retaliate
Player 1: Retaliate & Superhuman
Player 2: Call for Help (Player 2 draws 2 cards) player 2
uses adrenaline & retaliate
Player 1: No response (Player 2 wins)
Scenario 6: Player 1: Advance & Attack & Weapon
Player 2: Weapon & Retaliate
Player 1: No response (Player 2 wins)
Scenario 7: Player 1: Advance & Attack
Player 2: Block
Player 1: Attack
Player 2: Retaliate
Player 1: Attack

For how to video and online rules go to HomeRunGames.com
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