










PLAYING THE ORBS
Orbs are both the resource layer and the pressure-delivery mechanism

1 · YOUR DECK

• 10-Orb deck — max 2 duplicates, max 1 

Legendary

• 8 emotion categories, power level 1–10

• Mana lock: +1 per turn (max 10) — weak 

Orbs early, strongest Orbs late

2 · PLAY = PRESSURE

• Committing an Orb raises the opponent’s 

Overload meter

• Emotion type sets the matchup 

(Symmetry Wheel counters)

• Power level sets how hard it pushes

3 · OPPONENT REGULATES

• A timing window opens the instant the 

Orb lands

• MISS → Stagger: reduced output, 

vulnerable

• HIT → Clarity: increased output, counter-

window opens

→ →

Same Orb, different result:  output depends on YOUR regulation state, not just the card’s printed power. Orbs amplify what’s already there — stable play 

amplifies clean; destabilized play amplifies erratic.

  THE EMPATHY ORB CAN’T ATTACK.  Not in the deck, never played for pressure — charges only through protecting & stabilizing (4 stages: 

Resonance → Alignment → Field → Surge), and is spent to cleanse, stabilize, and protect. Never to deal damage.
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