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Rules & Regulations 

Object of the 1-on-1 Player Game 

Players battle in a single match consisting of three duels which can end in win, 

loss, or draw.  The player who wins two duels in a match or wins once and has two draws 

is declared the winner of that match.  When a player runs out of cards, that player 

automatically loses.  Cheaters will be dismissed. 

 

Players can only have six cards in hand at the end phase of their turns unless 

otherwise permitted.  Players can only have a maximum combination of five spell and 

trap cards on the field as well as five monsters at any given time.  Players can freely pass 

on a turn after drawing.  Players can ask to see the cards in the opponent’s graveyard or 

count the cards in the opponent’s hand without the cards being revealed.  Players can 

only touch another player’s cards with permission.  Once you have completed your turn, 

announce that you, “End Turn”. 

 

Each duelist begins with 8,000 points and has between 40 and 60 cards in their 

main decks.  Each duelist can also have a side deck with up to 15 cards and an extra deck 

with up to 15 cards. 

Monster Summoning Rules 

 Players can only summon or set one monster per turn during either one of the 

main phases without some kind of special card such as an effect, spell, trap, or ritual card.  

A maximum of five monster cards can be on the field at any given time, unless otherwise 

permitted. 

 

 Monsters level four or less can be summoned without a tribute card, monster level 

five or six must have a one-monster tribute from the field.  Monsters level seven or 

higher must have a two-monster tribute from the field.  Special summoning a monster 

does not require any tribute monsters no matter the level of the special summon. 

 

 Ritual summoning a monster can only be summoned with ritual spell card and a 

blue summoning card, if any tribute is needed that is also required.  Tributes needed in a 

summoning ritual can come from either the field or hand. 

 

Fusion summoning can be done as long as all tribute monsters that are listed on 

the fusion card are on the field on in the player's hand and the player has the spell cards 

Polymerization or Fusion Gate to lie down on the field from hand.  There are some effect 

cards that can summon fusion monster without tributes; these are called “Special Fusion 

Summon Rituals”. 
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Synchro summoning can be done as long as there is a tuner monster on the field 

with synchro material monster(s) and the combined level equals a synchro monster in 

your extra deck that you wish to summon.  There are some card effects that allow 

synchro summoning to occur without tributes. 

 

XYZ summoning can be done as long as there are two or more monsters on the 

field of the same level and there is an XYZ monster in the extra deck with the same rank 

equal to the level of the tribute monsters.  These monsters are then known as XYZ 

material and are placed below the summon XYZ monster.  There are some card effects 

that allow XYZ summoning to occur without XYZ materials. 

 
Legal Decks 

Your decks can include cards of the following types. 

Monster Cards 

1. Effect 2. Normal 3. Ritual 4. Token 

 

 Fused monsters can not be in the main deck; they are set in a special zone for fusion 

decks.  These cards do count towards your total number of allotted cards. 

Monster Types 

1. Aqua 

2. Beast 

3. Beast-

Warrior 

4. Dinosaur 

5. Dragon 

6. Fairy 

7. Fiend 

8. Fish 

9. Insect 

10. Machine 

11. Plant 

12. Pyro 

13. Reptile 

14. Rock 

15. Sea Serpent 

16. Spell-Caster 

17. Thunder 

18. Warrior 

19. Winged 

Beast 

20. Zombie 

Monster Attributes

1. Dark 

2. Earth 

3. Fire 

4. Light 

5. Water 

6. Wind

Monster Effects

1. Continuous 

2. Ignition (Cost) 

3. Trigger 

4. Flip 

5. Multi-Trigger

Spell Cards 

1. Continuous 

2. Equip 

3. Field 

4. Normal 

5. Quick-Play 

6. Ritual

Trap Cards 

1. Continuous 2. Counter 3. Normal
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Archfiend Monsters 

 Introduced in the Dark Crisis expansion set, archfiends are a special type of monsters.  

Most archfiends can be identified by the “archfiend” in the monster’s name.  A few older 

monsters are also classified as archfiends and they include: 

1. Axe of Despair 

2. B. Skull Dragon 

3. Beast of Talwar 

4. Fiend Skull Dragon 

5. Lesser Fiend 

6. Shadow Tamer 

7. Summoned Skull 

8. Toon Summoned Skull 

Forbidden and Limited Cards 

 Players can have up to three of any one card in their deck except for forbidden or limited 

cards.  These cards can be used as an ante card instead of the most powerful card in their deck.  

Ante cards are those you offer as a prize if your opponent wins provided you have anted cards 

before beginning a game. 

Forbidden (Cards that can never be used) 

 Any of the three original God cards. 

 Any non-official promotional cards. 

 Any foreign cards that are effect, spell, ritual, and trap. 

 Any counterfeit cards. 

League Limited (One card per deck) 

Please check the official web site for the current list. 

League Sub-Limited (Two cards per deck) 

Please check the official web site for the current list. 

Tournament Forbidden (Cards that are removed for advanced play) 

Please check the official web site for the current list. 

 


