
ABXY QUICK RULES
2 Players | 15 Minutes | by J. Harper Rosetree

WIN CONDITION
Defeat all of your opponent's creatures.

SETUP
(1) Give each player a set of button cards (A, B, 
X, and Y). (2) Shuffle the creature cards and deal 
5 to each player. (3) From these creatures, players
select their first active creature and place it in the 
center of the play area (facing off against their 
opponent's active creature). (4) Remaining 
creatures are set aside such that both players can 
see them. (5) All creatures should have their non-
damaged side face-up.

CREATURE CARDS
Across the top: Creature's name, title, element, 
type, and speed. Across the bottom: Passive 
ability (this is active while the creature is your 
active creature) and special action (this replaces 
one of the default button actions when the 
creature is your active creature).

GAMEPLAY
Matches are divided into rounds. Each round has 
3 phases: Input (play button cards), Resolution 
(resolve button cards), and Reset (take back 
button cards).

INPUT PHASE
Players simultaneously select a first and second 
button from their hand and place them face-down 
in the play space. Arrangement does not matter as 
long as a player knows which card they intend to 
flip first.

RESOLUTION PHASE
Players flip their first button card for the round, 
resolve all relevant actions and effects, then flip 
their second button card, and resolve all relevant 
actions and effects.

DEFAULT ACTIONS
Most of the time, a button card will resolve its 
default action.

The A button performs the FIGHT action, 
damaging your opponent's active creature. Flip
the creature over to its [Damaged] side. If a 
creature is already damaged, it is defeated.

The B button performs the DEFEND action, 
preventing damage to your active creature and 
dealing damage back to the opponent's active 
creature.

The X button performs the SWITCH action, 
allowing you to move your active creature 
aside and place a different creature into the 
fight. If your active creature is damaged, it 
remains damaged. If you had any buttons 
locked out, you get those buttons back (more 
on that later).

The Y button performs the TAUNT action, 
which has two possible effects.
• If your opponent played a B button during 

this same action, their action still resolves,
but that button is “locked out” meaning 
the opponent sets it aside and does not 
have access to it until they switch active 
creatures or their current creature is 
defeated.

• If your opponent played an X button 
during the same action, their action still 
resolves, but you take control of that 
action and make any decisions related to it
(for instance, if your opponent was 
performing a switch, you would get to 
choose who switches in for them).

SPECIAL ACTIONS
Each creature has a special action listed with a 
button (A, B, X, or Y). When a button card is 
revealed that matches a creature's special action, 
the special action occurs instead of the default 
one. The glossary will help you figure out exactly 
what a given special action does. Special actions 
are NOT OPTIONAL.



SPEED
Although buttons are played and revealed 
simultaneously, some actions and effects need to 
be resolved in order. For the default actions, this 
is FIGHT and SWITCH. When order matters, the 
creature with the higher speed goes first. This is 
an advantage when fighting, but a disadvantage 
when switching.

Effects that rely on speed include damage, defeat, 
heal, and switch.

Counter, lockout, negate, and override are 
reactive effects that do not rely on speed. Instead, 
they resolve immediately before the effect that 
triggered them.

DEFEAT
When a player's active creature is defeated, it is 
replaced by one of that player's remaining 
creatures (that player gets to choose which). This 
is not considered a switch.

• If the defeated creature had not yet 
resolved a revealed button card (if it was 
defeated by a faster foe, for instance), that 
button has no effect.

• If the second action buttons remain to be 
revealed and resolved, they are resolved 
with the new active creature in place. 

If a player has no creatures remaining, they lose 
the match.

RESET PHASE
Players take back their played cards. Effects that 
occur at the end of a round occur now. Locked out
buttons are not returned at this time.

GLOSSARY
ALLY: This refers to any creature on a team other

than the active creature.
AND THEN: When an action says to do 

something “and then” do something else, the 
second effect only takes place if the first effect 
successfully resolves (For example: “Damage 
foe and then heal.” The heal does not occur 
unless the foe is damaged).

COUNTER: If your foe uses the noted effect or 
button during the same action, damage that 
foe.  This effect is automatic and does not rely 
on speed.

DAMAGE: When a creature is damaged, the card
is flipped over to its “Damaged” side.  If a 
damaged creature is damaged again, it is 
defeated instead.

DEFEAT: The creature is removed from the 
match.  Locked out buttons are returned to the 
creature's player.  If this was the last creature 
on a player's team, that player loses the match.

FOE: This refers to your opponent's current 
active creature.

HEAL: Flip the target from their damaged side to
their undamaged side.  This has no effect on 
undamaged targets or targets that have already 
been defeated.

LOCKOUT: If your foe uses the triggering 
button during the same action, that button 
becomes “Locked out.” A locked out button is 
removed from a player's hand until their 
current creature changes (either through a 
switch or defeat). Place locked out cards face-
up outside the play area. This effect is 
automatic and does not rely on speed. If a 
player would be forced to lockout a third 
button, their current creature is defeated.

NEGATE: If your foe uses the triggering effect 
or button during the same action, ignore it.  
This effect is automatic and does not rely on 
speed.

OVERRIDE: If your foe would use the 
triggering effect or button during the same 
action, the overriding player controls the 
resolution of that trigger.  Override does not 
prevent an action or effect from occurring.  If 
the overridden action can be resolved, it must 
be. This effect is automatic and does not rely 
on speed.

SWITCH: Replace your current creature with 
another on your team and of your choosing.  
After resolving a switch, the switching player 
regains any locked out buttons. A creature that 
becomes an active creature because another 
creature was defeated is not considered to be 
switching in.


