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Welcome to the world of Shard Bugs — a 
fantasy trading card game where players 
command intelligent bugs from three 
distinct alliances, each devoted to one of 
the Cosmic Avatars: Sol, Luna, and Mars. 
These deities are embroiled in an eternal 
struggle for dominance, seeking servitude 
from their bug followers.

To secure victory, you must reach 20 
devotion by battling for control over a 
dynamic play area. Players gain devotion 
from each affiliated bug on their 
Field—but watch out! Your opponents can 
hinder your progress by attacking and 
reducing your devotion. If you try to draw 
a card when there are no cards left in your 
deck, your Avatar laughs at your feeble 
attempt and you instantly lose the game.

Shard Bugs offers strategic gameplay, 
diverse decks, and tons of surprises. 
Engage in epic bug warfare, harness the 
power of your chosen Cosmic Avatar, and 
lead your alliance to ultimate glory! 
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In Shard Bugs , a deck consists of—at 
minimum—60 cards, as well as one 
Cosmic Avatar of your choice.

All of the cards in your deck must either be 
of your Cosmic Avatar’s alliance, or they 
must be unaligned. A card is unaligned if 
its Dust Cost contains only a number 
(called a Neutral Cost) and no Shard Cost. 
Look on the next page for more info!

The number of copies of any card with the 
same name that can be put into that deck 
depends on that card’s rarity. 

                   Common: 5 copies.
                   Uncommon: 4 copies.
                   Rare: 3 copies.
                   Cosmic Rare: 2 copies.
          Avatar: 1 copy.
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Dust is the resource used in Shard Bugs to 
play cards and activate abilities.

The Shard Cost present within a card’s Dust 
Cost indicates which alliance it belongs 
to—solar, lunar, meteor, or unaligned if 
there is no Shard Cost—as well as how much 
dust of that specific Shard Type must be paid 
to play it. Neutral Costs, indicated by a 
number in the Dust Cost, can be paid for with 
dust of any Shard Type. Both costs must be 
paid to play a card.

When a bug is in your Hive, you may exhaust 
it (by turning it sideways) to generate one dust 
of its Shard Type. That dust stays until it’s used 
or until the end of the phase it was generated.

Solar Lunar Meteor

Dust Cost

shard Cost
& shard type

Neutral
Cost

DustDust
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Devotion is both a source of life and how 
you win in Shard Bugs. Unlike in other 
card games, you don’t lose by having 0 
devotion; instead, your goal is to reach 20 
devotion first. But be careful—opponents 
can lower your devotion by attacking it!

But how do you gain devotion? During 
your Main Phase, you may exhaust the 
bugs you control on your Field to add 
devotion equal to their Devotion Value to 
your total count. Bugs that just came into 
play—also known as dizzy bugs—can’t be 
exhausted to devote while dizzy. A bug 
must have a Devotion Value of at least 1 to 
be exhausted for devotion. By default, 
token bugs have a Devotion Value of 0.

Devotion Value

DevotionDevotion
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1. The Field: Where bugs battle and cards 
are played.

2. The Hive: Where worker bugs make dust.
3. Avatar’s Throne: Where the Cosmic 

Avatar sits.
4. Splat Zone: Where used actions and splat 

cards go.
5. Deck Zone: Where the deck is placed.

2 5

4
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Cosmic Avatars are the deities of Shard 
Bugs that inform what kinds of cards you 
may have in your deck:

    Sol, of the solar alliance;
    Luna, of the lunar alliance;
and     Mars, of the meteor alliance.

In addition, they have abilities that can be 
activated from their Throne for a special 
effect! Avatars can’t target bugs in a 
player’s Hive unless a card says otherwise.

Name

Typeline

rarity & set
alliance
indicator

ability

Cosmic AvatarsCosmic Avatars
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Bugs are the critters that make up your 
alliance’s army in SHARD BUGS. If they are 
on your Field, they can attack an 
opponent’s devotion and they can block 
attacks if they aren’t exhausted, but they 
can’t attack other bugs. Their abilities only 
exist when they’re on the Field, unless they 
state otherwise. When they are in your Hive, 
they can be exhausted to generate one dust 
of their indicated Shard Type; if they are 
unaligned and don’t have a Shard Type, 
they generate one neutral dust that can be 
used to pay for neutral costs.

Dust Cost

Name

Typeline

Ability Panel

ATK

Devotion Value

flavor Text

rarity & set

Trait Panel

Def

Neutral
Cost
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Bugs that have just been played onto your Field 
or have changed control are dizzy, meaning 
that they can’t be exhausted to attack, devote, 
move to Hive, or to activate their own abilities 
until the beginning of your next turn.

Any number of bugs can be played onto your 
Field from your hand during your main phase by 
paying their Dust Cost—but that’s not the only 
thing you can do with them!

• Once per turn, you may place a bug from 
your hand into your Hive for free. Bugs can 
be exhausted to generate dust as soon as 
they are put into the Hive.

• Once per turn, you may play a readied 
(meaning non-exhausted) bug from your 
Hive to your Field by paying its Dust Cost (it 
can’t pay for itself). It becomes dizzy. This 
counts as that bug being played.

• Once per turn, you may Retreat a non-dizzy, 
non-token bug from your Field into your 
Hive by exhausting it. A token bug cannot 
Retreat into the Hive.

When a bug’s DEF reaches 0, it is sent to the 
Splat Zone and is considered to be splat. If a 
token bug would be sent to the Splat Zone, it is 
removed from the game instead, but is still 
considered to be splat..

Bug Cards,
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Some bugs have one or more traits and 
resistances that are indicated by icons found 
at the bottom of their card. Traits and 
resistances are always active, but they usually 
only matter when a bug with one resistance is 
dealt combat damage by a bug with a 
matching trait. For each instance that this 
occurs, the bug being dealt damage receives 1 
less damage than it usually would.

For instance: If a 3/3 bug with flying 
resistance blocks a 3/3 bug with a flying 
trait, the bug with flying resistance receives 
only 2 damage.

There are three traits and resistances in 
total, and they use a simple “rock-paper-
scissors” system:

Flying resists swimming,
swimming resists tunneling, 
and tunneling resists flying.

resistanceTrait

Bug TraitsBug Traits
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Support cards are the locations and events 
of SHARD BUGS. In fact, those are the only 
two subtypes that can be found on them!

Support cards can be played onto your 
Field in any number, and they stick around 
until they are splat. Only one of any 
uniquely named support card can be on 
your Field at a time. That means you can’t 
even attempt to play a second one!

Dust Cost

Name

Ability Panel

typeline

flavor Text

rarity & set

Support CardsSupport Cards
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Item cards are similar to support cards in 
that they’re played onto your Field and 
stick around until something splats them. 
But, unlike support cards, they usually 
need to be equipped to one of your bugs 
to be useful—the exception being 
relics—and you may have any number of 
them with the same name under your 
control. Equipping an item requires you to 
target a bug on your Field, and a bug may 
be equipped with any number of items.

Dust Cost

Name

Typeline

Ability Panel

flavor Text

rarity & set

equip panel
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Most items have an Equip Requirement 
below their ability panel; the species, class, 
trait, name, or Shard Type of a bug being 
equipped must match at least one of the 
requirements listed in the Equip Panel. To 
the left of the Equip Requirement is an 
Equip Cost that must be paid to equip the 
item to a bug. Items with the relic subtype, 
however, don’t have an Equip Panel 
because they don’t need to be equipped 
to be used.

When an equipped bug moves from the 
Field to any other zone, the item that was 
equipped to it falls off and remains on 
your Field to be equipped to something 
else. 

There are four item subtypes in SHARD 
BUGS: weapon, armor, consumable, and 
relic. 

equip Cost

equip Panel

equip
requirement

Item Cards,
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Action cards are cards that you may play 
from hand to perform certain, well, actions! 
Actions can never target a bug in a player’s 
Hive unless a card says otherwise. 

Unlike other cards in SHARD BUGS, they go 
directly to your Splat Zone after being 
played, though they’re not considered to 
have been splat. Actions cards can have 
one of two subtypes: attack or effect. 

Dust Cost

Name

Ability Panel

typeline

flavor Text

rarity & set

Action CardsAction Cards
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Some action cards have the prefix “quick.” 
This means that they can be played at quick 
speed any time that you have priority. To 
learn more about priority, take a peek at the 
next page!

Any subtype of action card can have the 
“quick” prefix. Similarly, some abilities state 
that they can be activated at quick speed. 
Quick actions and quick speed abilities can 
also be played and activated normally 
during your Main Phase.

typeline“quick” prefix

Quick SpeedQuick Speed
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When a player activates an ability, plays a 
card, or when an ability they control is 
triggered, a web is spun and each other 
player gains priority in turn order, starting 
with the player to the left of whoever spun 
the web. It’s important to note, however, 
that generating dust does not create a 
web. Having priority allows a player to 
create their own strand in the web by 
responding with a quick action card or an 
ability that can be activated at quick 
speed. Priority continues being passed in 
turn order until every player consecutively 
declares that they have nothing else to add 
to the web.

At that point, everything on the web 
begins to fully resolve . . .

Priority and WebsPriority and Webs

1515



When a web resolves, it begins with the most 
recently played card or activated/triggered ability. 
It continues resolving in reverse order of what was 
played, activated, or triggered until the very first 
thing that spun the web resolves. An easy way to 
remember this is with the phrase: “First in, last 
out.”

While a web is resolving, priority does not change 
unless a new ability triggers, at which point a side 
web is spun and priority is then passed to players 
again starting in turn order. Once that side web 
resolves, the original web continues to resolve 
again, holding priority until the web is fully 
resolved or another new ability triggers.

Cards and abilities aren’t the only thing that can 
create a web of priority, however! Whenever a 
phase of a turn or a step of a phase comes to an 
end, with the exception of the End Phase, each 
player also gains priority in turn order, again 
starting to the left of whoever’s turn it currently is.

Priority and webs are one of the most complex 
parts of SHARD BUGS —but don’t worry! Most 
two-player games are a lot simpler than this in 
practice. Generally, if a player wishes to respond, 
they will simply let you know after you play a card, 
activate an ability, or end a phase or step.

Priority and Webs,
continued . . .
Priority and Webs,
continued . . .
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To begin a game of SHARD BUGS, players 
should do the following:

1. Reveal their Avatar.
2. Shuffle their decks thoroughly, and 

then present them to an opponent to 
be cut.

3. Roll dice or play a game of 
“fly-swim-tunnel” to determine who 
goes first. Turn order then begins with 
that player and moves leftward.

4. Each player draws 7 cards.
5. In turn order, each player may mulligan 

once. To mulligan, select any number 
of cards in your opening hand and put 
them on the bottom of your deck in 
any order. You then redraw that many 
cards.

6. The player going first begins their turn. 
Because this is the first turn of the 
game, that player does not draw 
during their Beginning Phase.

Starting a GameStarting a Game
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Beginning Phase

Main Phase

Combat Phase

End Phase

Please refer to “Steps of Combat” on the next 
page!

You may perform the following actions in any 
order:
• Play bugs, items, and support cards onto 

your Field.
• Play action cards.
• Place one bug into your Hive from your 

hand.
• Retreat one non-dizzy, non-token bug on 

your Field into your Hive by exhausting it.
• Play one readied bug in your Hive onto 

your Field by paying for it.
• Equip bugs and activate abilities.
• Exhaust bugs to gain devotion.

1. Ready your exhausted cards (by turning 
them vertically).

2. Any “beginning of turn” effects happen.
3. Draw a card.

1. Priority is passed in turn order
2. All damage is removed from bugs.
3. Any “end of turn” effects happen.

Phases of a TurnPhases of a Turn
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Steps of CombatSteps of Combat

a. The player whose turn it is declares any 
readied bugs that they are attacking with and 
which enemy player each bug is attacking.

b. Attacking bugs are exhausted.
c. Any attack triggers are activated.

1. aTTACK sTEP

2. Block Step

a. In turn order, defending players may declare 
if any readied bugs will block attacking bugs. 
Multiple bugs may block one bug, but one 
bug can’t block more than one bug unless an 
ability allows it to.

b. Any block triggers are activated.

3. Damage Step

a. The ATK of both attacking and blocking bugs 
are dealt as damage to the other’s DEF. (If 
multiple bugs are blocking an attacking bug, 
the attacking player decides in what order 
damage is dealt. If one bug is blocking multiple 
attacking bugs, the defending player decides in 
what order the damage is dealt back.)

b. Bugs with a resulting DEF of 0 are splat.
c. Unblocked damage and excess damage from 

stomp is dealt to the defending player’s 
devotion.

d. Damage triggers are activated. (An enemy is 
still considered to have received damage even 
if their devotion was at 0 and couldn’t be 
lowered.)
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Some abilities in SHARD BUGS are 
shortened to a single word for ease.
Those abilities are . . .

Aggro: This bug is not dizzy.
Bounty N: When this bug splats another 
bug on the Field or in a Hive, make N 
Bounty tokens.
Focus: When this bug attacks, you may 
force target enemy bug to block it if 
possible.
Hardshell: This bug gains +1 DEF until end 
of turn when blocking.
Plink N: When this bug is played, it deals 
N damage to target bug.
Stomp: This bug deals excess combat 
damage to defending player's devotion.
Venom: This bug deals combat damage to 
other bugs without venom in the form of 
-1/-1 counters instead of normal damage. 
Combat damage dealt to players remains 
normal. (Reminder: Counters don’t fall off 
when moving a bug from the Field to the 
Hive!)

Keyword AbilitiesKeyword Abilities
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Controller: The player who is currently able to take 
actions with a card.

Damage: The act of successfully attacking or 
dealing damage to an enemy or enemy bug. Damage 
does not require a player’s devotion to change if it is 
already at 0. With the exception of equipped items, 
damage is considered to be dealt by its source (for 
example, if a support card states to “deal 3 damage,” 
that damage has been dealt by that support card.) In 
the case of equipped items, damage is dealt by the 
bug that it is equipped to.

Dizzy: The state of a bug which has just entered the 
Field or hasn't been under its controller's control 
since the beginning of its controller's turn. Dizzy 
bugs can't be exhausted to attack, devote, retreat to 
Hive, or to activate its own abilities.

Enemy: A player that is not you. Enemy cards refer 
to cards controlled by a player that is not you.

Exhaust: The act of turning a card horizontally to 
denote that it is exhausted and can’t perform 
relevant actions. Some abilities may require their 
respective card to be exhausted to activate, which is 
denoted by a symbol (E).

Generate: The act of exhausting a bug to produce 
Dust specifically when it is in the Hive. Bugs may 
exhaust to generate Dust of their alignment, or 
neutral Dust if they are unaligned.

TerminologyTerminology
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Once per turn: A designation that an ability 
can only be activated or triggered once per 
turn. If pertaining to an activated ability, any 
costs associated with activation can only be 
paid once per turn. If pertaining to a triggered 
ability, the ability must be triggered the first 
time each turn that it’s able to be.
Owner: The player whose deck is the deck 
from which a card originated.
Played: When the costs of a bug, item, or 
support card have been paid for and it enters 
the Field, or when the costs of an action card 
have been paid for.
Ready: The act of turning a card vertically to 
denote that a card is readied (non-exhausted) 
and can perform relevant actions.
Splat: The act of sending a card to the Splat 
Zone. With the exception of played action 
cards, a card that is sent to the Splat Zone is 
considered to have been splat. If a token would 
be sent to the Splat Zone, it is removed from 
the game instead, but is still considered to 
have been splat before it is removed.
Target: A selected card or player. Only cards 
on a player’s Field can be targeted unless 
otherwise stated.

Terminology,
continued . . .
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How to DraftHow to Draft
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drafting is easy!
you just need a

minimum of 35 cards 
in your deck -but you can

have more than that
if you want!

each player gets 4 packs. whenever you receive
a pack or open a new pack, pick a card and pass the 
rest. no need to worry about a token slot, all of 

the tokens you need are included in a token 
pack that can be found in every box!

when all 4 packs
are done, choose a cosmic 
avatar to lead your deck.
the boxtopper pack will 
contain token versions
you can use, as well as a

prize card for the
person who wins!

everyone’s first pack is passed to the left until 
there are no cards left. everyone’s second pack 

goes to the right. the third pack goes to the left. 
and, finally, the fourth pack goes to the right.

draft 
dust

feel free to pick any cards that look good.
in draft, aligned bugs generate draft 

dust--that’s dust that can be used to pay any 
dust cost! but remember, unaligned bugs still only 

generate neutral dust.
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