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DISCARDING: At the discard step, you have SWAPPING: If you're going to swap out your

VISIT cZONES two options that will produce a hand youcan final card with one from your hand, it should

predict: be to grab victory by colors (in which case the
loss of 10 points is no longer relevant), or it

1) Discard both remaining cardsin yourhand  should result in a gain of at least 5 points

ORBIT HELP and you will draw all the cards left in the aver your uppuner!::. .

deck.

or

TPl T =t TiTF 2) Hold one card and you will draw all but the

with a power that lowers your total points by
T TS
TP known bottom card. If you hold both 5 and your opponent's by 20, that's a good

FIF £ HEROES-1 remaining cards in your hand, e won't be play. With the swap penalty of -10 points,
4 wg;rmc able to access the last two cards in your deck. your total loss will be -15 versus your
opponent’s -20, giving you a net gain of 5
points.
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For example, if you can play a gToon card

PLay A

EREE
DERD
P AOWT

Fﬂ e {l' ST irer

= A P

HOME ) GAMES ) TVSHOWS ) TOONEMI JETSTREAM » SHOP  [{IZZI[IMNLA |SEARCH: GO




*PRIVACY POLICY » TRADEMARK INFORMATION * TERMS OF USE * PARENT GUIDE * TV PARENTAL GUIDELINES » CONTACT US » INTERMNATIOMAL SITES
USE OF THIS SITE SIGNIFIES YOUR AGREEMENT TO THE TERMS OF USE. TM & @ 2006 CARTOON HETWORK. A TIME WARNER COMPANY.

[HALIT-]O
Eliwl- R

TOON TV™



