


Objects

These are the many wondrous and magical items that
are found in the World of Disney. Here are some rules
about Object Cards:

* Play Objects to any Location in your Storyline,
or to directly equip a Character in your Storyline.

* Only one copy of any Object card may be in
play at any time.

* At any time, if an Object is in a Location without any
opposing Characters, you may equip it to one of your
Characters at that Location.

* When Characters are Archived or are removed
from the game, Objects stay in play in the same
Location.
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EFrFECT

Good and Neutral Animals at
target Good or Neutral Location
are Immovable and Vitality +1.

Snow White and the Seven Dwarfs - 1937
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Effects

Strange things can happen in the magical World of Disney.
Effect cards represent these unpredictable happenings.

* Effect cards are played from your hand as a
Story Action.

* You may only play an Effect card during
your turn.

* Some Effects may become attached to a specific
Location, Character, or Object. These Effects are
archived if the attached card is archived or
removed from the game.

* Some Effects will have the keyword “Spell”. If a
Spell has a Star, a Character with
Sorcery must be in play to play the Effect.
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Take control of Snow White and

move her to your first Location in
your Storyline. Archive her at the
end of your next turn.

Snow White and the Seven Dwarfs - 1937
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Events

There are always amazing things happening in the World
of Disney. These Events might help or hinder your
Storyline.

* Events are played from your hand using a
Story Action

* Events may be played at any time during your turn
to take effect immediately, or saved for later use.
(Even during an opponent’s turn!)

* During your turn, you may pay to place an Event
card face-down by paying at least the required Story
Points. (To keep opponents guessing what Event you
are playing , you may want to use more Story Points.)

* Some Events will have the keyword “Spell”. If a
Spell has a Star, a Character with Sorcery
must be in play to play the Event.
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COTTAGE OF THE SEVEN DWA
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Forest ¢ Interior * Exterior
Dwarfs are Vitality +2.
Sroce White and the Seven Devarfs - 1957.__
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Mountain * Exterior
ire an extra 4 Story Points each to move from this Location.
L Suow Whit and the Seven Devarfi - 1957

An example of a Location requiring Story Points to leave.
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Locations

The Cottage of the Seven Dwarfs, the Toontown Hospital,

Pizza Planet, Santa’s Factory, the Marshes of Morva;
Your Storyline takes place at many incredible
Locations.

* To move to or from certain Locations you must
pay the appropriate Story Point cost as indicated
on the Location Card (see examples to the right).

* When you attempt to move a Character to a
Location that is hidden (face-down), turn the

Location card face-up and move the Character

into the Location if possible. If movement is not

possible, any Story Points already paid are lost.
* Like Characters, some Locations have different

versions. Unlike Characters, different versions of

the same Location may be in the Storyline.
* When a Location is replaced in the Storyline,

Characters and Objects stay with the new Location,

while all other cards are archived.
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@ Building a Library

Building a Library comes down to lll)ersonall preferences
and reflect how you want to play the game.

For your first Library you may want to start with a theme:
“Princesses” could concentrate on Snow White, Anna,
Tiana, and Venelope von Schweetz; “The Fab Five” might
revole around Mickey, Minnie, Donald, Goofy, and Pluto;
in a “Great Outdoors” Library, you might want to play
just animals and monsters.

As you continue to play the game, you’ll get a good feel
for which cards you enjoy playing and how the cards

all interact with each other. Experimentation is the key to
building Libraries you enjoy pElying. Here are a few tips:

1. 40 Cards is the minimum and, though there is no
maximum, about 60 cards work best.

2. Even though most cards only allow 1 copy to be
in play you can have up to 3 copies of most any
single card in your Library.

3. After playing an opponent, tweak your Library by
adding and changing cards that counteract
characters and theme they appear to favor.
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@ Three or More Authors

Here are some special rules when playing with more
than 2 Authors.

* Authors build the Storyline from the center out so
that the Locations end up like the spokes of a wheel.

* Each Author’s Storyline starts with that Author’s Title
Card and ends with the Title Card of the Author to
their right.

* Your Characters may only move along your Storyline
and may not move, nor be moved to Locations

outside your own Storyline.
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0 Quick Reference

Animat - This keyword is for Characters that are alive
but not of living flesh and blood. A Latin word that
means “nstilled with hfe’.

The Archive - A stack of cards that have been removed
from play. These should be face-up, with the most
recently archived card on top.

Archive - Removing cards in play from a Storyline, or
from an Author’s hand.

Banish - Removing cards from the game altogether.

Flying - Characters with this ability may ignore any
or all game text of Locations. They are not affected
by any movement restrictions nor costs unless a
Location Requires Swimming to enter.

Immovable - Characters and Objects with this limitation
may never move nor be moved. When a Location is
archived, immovable Objects and Characters are also
archived with the Location.

Keywords - Words you will find on many cards that are
referenced by other cards.
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Prime - Characters with this keyword are the only
Characters that can be used to end the game.

Steadfast - Characters with this limitation may not move
during a normal Move (by Story Action or Bonus) in a
Turn. They can only move when directed to by use of
another card.

Swimming - Characters with this ability are immune
from movement restrictions and costs at Water
Locations.

< -reads as “is less than”

> - reads as “is greater than”

> - reads as “is greater than or equal to”

<-reads as “is less than or equal to”
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