
Transformers TCG: Expanded Rules
2.0

Introduction

These expanded rules give you a detailed look inside some parts of the Transformers TCG. While
they are not comprehensive rules, and they may not address every situation that may arise during
gameplay, they can be used together with the previous Rule sets to handle most situations. For
questions concerning tournament operations (and not gameplay), please see the Transformers TCG
Floor Rules.
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1. Turn Sequence
There’s a lot of action (not to mention Actions) packed into each turn during a game. In this section,
we’ll review the parts of a turn and what can happen during a turn. Remember, if a card’s
instructions ever contradict these rules, what the card says takes precedence. The turn is divided
into five phases, with most phases further divided into steps taken in a set order.

1.1. Start of the Turn
The following things happen at the start of every turn:

1. The player whose turn it is draws a card.

2. Any abilities that happen “at the start of your turn” (or “at the start of every turn” or similar)
resolve.

1.2. Main Phase
The player whose turn it is may do each of the following during this phase, in any order:

• Flip one of their characters from alt mode to bot mode, or vice versa; or from Alt Mode 1 to one
of their other modes in the case of Triple Changers.

• Play an Action card from their hand (including Secret Actions).

• Play an Upgrade card from their hand.

• Use the tap ability of one of their untapped characters.

On the first turn of the game, the player going first can’t play any cards from their hand. They may
flip one of their characters and use a tap ability, if possible. On the second turn of the game, the
other player may play an Action OR an Upgrade, but not both.

1.3. Attack
The attack is divided into three steps. The attack may count as the turn’s required attack, or may
use an extra attack if available.

1.3.1. Choose Combatants

1. If the attacking player’s characters are all tapped, the attack immediately ends and the game
proceeds to the Post-Attack phase.

2. The attacking player chooses one of their untapped characters and taps it. For this combat, that
character is the attacker.

3. Any ability that happens “after [a player] chooses an attacker and before they choose a
defender” resolves.

4. The attacking player chooses one of the defending player’s tapped characters. If the defending
player’s characters are all untapped, the attacking player chooses any of the defending player’s
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characters. That character is the defender.

5. Any ability that triggers “when this attacks,” “when this defends,” “when this battles,” or similar
and doesn’t refer to the results of battle cards being flipped resolves.

1.3.2. Flip Battle Cards

1. <deleted>

2. Each player determines how many battle cards they will flip during this combat. By default, this
number is two, although abilities like Bold and Tough can change this number. This number is
locked in at this time. A character gaining or losing such an ability after this point won’t affect
how many battle cards will be flipped.

3. The attacking player flips battle cards. Before flipping, any abilities that happen “before flipping
battling cards,” like Focus, resolve. To flip a battle card, the player takes the top card of their
deck and puts it face up into their played area.

◦ After the attacking player flips a card, the attacker gets +1 attack for each orange battle icon
on that card. Similarly, the attacker gets Pierce 1 for each black battle icon that card. These
bonuses are applied immediately, before the next card is flipped.

◦ If the attacking player flips a white battle icon, they flip two additional cards. There is no
additional bonus for additional white battle icons beyond the first.

4. Any abilities belonging to the attacking player that happen “after you flip battle cards and
before defense flips” resolve, as well as any abilities that happen “when this attacks/battles” and
refer to the results of the attacking player flipping battle cards.

5. The defending player flips battle cards. Before flipping, any abilities that happen “before
flipping battling cards,” like Focus, resolve.

◦ After the defending player flips a card, the defender gets +1 defense for each blue battle icon
on that card. This bonus is applied immediately, before the next card is flipped.

◦ If the defending player flips a white battle icon, they flip two additional cards. There is no
additional bonus for additional white battle icons beyond the first.

6. Any abilities that happen “when this attacks/defends/battles” and refer to the results of the
defending player flipping battle cards or refer to the results of both players flipping battle cards.

1.3.3. Attack Damage

1. If the defender’s defense value is the same or larger than the attacker’s attack value, no attack
damage is done (unless the attacker has Pierce, see below).

2. If the attack value is larger, the attacker does attack damage to the defender equal to the
difference.

◦ Pierce

▪ If the attacker has Pierce and wouldn’t otherwise do attack damage, it does attack
damage equal to the pierce number or equal to its attack value, whichever is smaller.

▪ If the attacker has Pierce and would do attack damage less than its pierce number, the
amount of attack damage is raised to its pierce number or to its attack value, whichever
is smaller.
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▪ If the attacker has Pierce but would do as much as or more attack damage than its pierce
number, Pierce has no effect during that attack.

3. Apply any effects that modify the amount of attack damage that would be done (such as the
effect of Force Field). If multiple effects could modify this damage, apply the attacking player’s
effects first, one at a time in an order of their choice. Then apply the defending player’s effects
one at a time in an order of that player’s choice.

4. Once the amount of attack damage is calculated, the defending player puts that many damage
counters on the defender. If this causes the total number of damage counters on the defender to
be equal to or greater than the character’s health, the character is KO’d.

1.4. Post-Attack
1. After damage is done, any ability that happens “after the attack” happens, including the effects

of green battle icons.

2. If, as a result of having extra attacks, the attacking player must, or may, attack again, they then
return to the “3. Attack” phase above.

3. If the defending player has any untapped characters, the game proceeds to the “5. Ending the
Turn” phase, below.

4. If the defending player has no untapped characters, and the attacking player has at least one
untapped character, the attacking player gets an additional attack. The game returns to the “3.
Attack” phase, above. The attacking player may receive multiple additional attacks this way
during a turn. This is informally known as “attacking out.”

5. If all characters on both sides are tapped, untap all characters. The game then proceeds to “5.
Ending the Turn.”

1.5. Ending the Turn
Before the turn finally ends, a few things happen.

1. Any ability that happens “at end of turn” resolves.

2. All players put all face-up cards from their played area into their scrap pile. The defending
player puts their face-down Secret Actions into their scrap pile face up. These Secret Actions
have no effect.

3. Any effect that lasts “until end of turn” wears off.

4. If any of the above causes an ability to trigger or a character to be KO’d, repeat this phase until
nothing is pending and all “until end of turn” effects have worn off.

5. The turn ends. Hooray!

1.6. Ending the Game
The game ends when a player has knocked out all of their opponent’s characters, or when they
fulfill the win conditions on a card.
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At the end of the game, each player:

1. Reveals all face down Secret Actions.

2. Actions within Actions
Some Actions, such as Brainstorm, instruct you to play additional Actions as part of their effect.

Brainstorm
[Blue] Action
You may play an Action. Then you may play another Action.

If the first Action you play while Brainstorm is resolving causes abilities to trigger, those abilities
become pending. Then you play the second Action, any abilities that trigger from the second Action
also become pending. All these pending abilities then happen one at a time, starting with the ones
that triggered most recently (usually from the second played Action). See “Triggered Abilities,”
below, for more information.

3. Triggered Abilities
What is a triggered ability?

Triggered abilities are usually found on cards in the battlefield (characters and Upgrades). They
each have a trigger condition and an effect. They are usually written “When [Trigger condition] →
[Effect].” The trigger condition can be any game event.

In most cases, the effect of a triggered ability happens immediately after the trigger condition. If the
trigger condition is an Action or Upgrade being played, the triggered ability waits until after that
Action is complete or the Upgrade is put onto the character.

4. Handling Multiple Triggered Abilities
Sometimes multiple triggered abilities are triggered at the same time. When a game event triggers
multiple abilities at once the attacking player resolves all of their abilities that triggered from that
game event in the order of their choice, then the defending player resolves any of their abilities that
triggered from that game event in the order of their choice.

Example: You attack with Megatron // Arrogant Ruler who is upgraded with Data Pad. You choose
your opponent’s Omega Supreme (Base) as the defender. This causes all three of those cards’
triggered abilities to trigger. The attacking player controls two of those abilities: Megatron’s and
Data Pad’s, so that player chooses one of them to happen, then the other. After the attacker’s
abilities are both complete, the defending player uses Omega Supreme’s ability.

In some more complex game situations, handling a triggered ability may itself cause other triggered
abilities to trigger. The most recent ability to trigger is the one whose effect happens first. If
multiple abilities trigger at the same time, and during the resolution of those abilities one or more
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new triggered abilities trigger, the remaining original triggered abilities wait until the newer
abilities are all handled. Once an ability triggers, it will resolve even if the character with that
ability flips or is KO’d, or even if the Upgrade with that ability leaves the battlefield.

Example: You attack with Chop Shop // Sneaky Insecticon in bot mode while he’s upgraded with
Anticipation Engine. This causes abilities of both cards to trigger. In this example, you choose to
resolve Anticipation Engine’s ability first. This reveals Rapid Conversion, which you play to flip
Chop Shop to alt mode. This causes the triggered ability of Chop Shop’s alt mode to trigger. It the
most recent triggered ability, so it happens next. The pending ability from Chop Shop’s bot mode
remains pending. Resolving the alt mode ability, you scrap Anticipation Engine, draw a card, and
repair 1 damage from one of your Insecticons. Finally, you resolve the bot mode ability, which says
you may move an Upgrade from one of your other characters to Chop Shop.

5. Shuffling Your Deck
In most cases, as soon as your deck has no battle cards in it, shuffle your scrap pile. Those shuffled
cards become your deck. This can happen at any time, including during the resolution of an Action
or during the attack. There is one exception to that procedure: If you are in the middle of resolving
an Action or a triggered ability, and there are any cards you put from your deck into your scrap pile
earlier in that Action’s or that ability’s effect, don’t shuffle in those cards. They stay in your scrap
pile while you finish resolving that Action or ability.

Example: Your deck has 2 battle cards in it. You play Treasure Hunt, which says “Scrap the top 4
cards of your deck. Put all Upgrades scrapped this way into your hand.” You put Treasure Hunt into
your played area and scrap the 2 cards in your deck. You then shuffle other cards in your scrap pile
into your deck. Then you scrap the top 2 cards of your reshuffled deck, for a total of 4 cards. Then
you return all Upgrades from among those 4 cards to your hand.

6. Duplicate Keywords
Many keywords have numerical modifiers. In many cases, this means that their effects are additive.
Here are details for each one.

• Bold and Tough: These keywords modify how many cards are flipped during a battle. If a
character has multiple instances of either keyword, their effects add together. For example, if a
character with Bold 2 is upgraded with a weapon that gives it Bold 1, it will have a bold total of
3. It will flip three additional cards when attacking.

• Pierce: Pierce sets a minimum amount of damage a character will do while attacking, with the
exception that it can’t do more damage than its attack value. Pierce numbers add together, so if
a character with Pierce 3 picks up a weapon that gives it Pierce 1, it will do at least 4 damage
while attacking (or it will do damage equal to its attack value if that is lower).

• Focus: Focus lets you look at the top of your deck just before flipping battle cards. If you don’t
like what you see, you can scrap cards in the hopes of flipping better ones. Focus is a single
action, so if a character has multiple instances of focus, add the numbers together to determine
how many cards to look at. For example, if a character has Focus 1 and is upgraded with a utility
that gives it another instance of Focus 1, look at the top two cards of your deck before flipping
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battle cards. You may scrap any number of them and put the rest back on top of your deck in
any order.

• Plan: Plan is a keyword action. Because you’ll never be instructed to plan more than once at the
same time, plan numbers can’t add together.

• Safeguard: Safeguard numbers add together, but be careful! A higher safeguard number
actually makes the ability less powerful. For example, if a character with Safeguard 3 (like, say,
oh I don’t know . . . Private Hot Rod) gets an armor that gives it Safeguard 3(like, say, oh I don’t
know . . . Medic’s Protective Field), it will have Safeguard 6. But that means it can’t take more
than 6 damage while undamaged, while if it didn’t have that armor it couldn’t take more than 3
damage. So maybe don’t play those cards together?

7. Upgrade Play
An Upgrade can only be put on a character if the character has a slot of the appropriate type.

When an Upgrade is put on a character, events occur in the following order:

• The player chooses a slot of the appropriate type for that Upgrade to occupy and puts the
Upgrade into that slot. This slot usually matches the type of the Upgrade.

• If the character now has too many Upgrades in that slot, Upgrades previously on the character
in that slot are scrapped until there are no longer too many Upgrades for the slot.

• If this Upgrade was played as part of the resolution of an action or triggered ability, any abilities
that trigger due to this Upgrade being put on a character wait until the current action or
triggered ability finishes resolving.

• Any subsequent triggered abilities of the active player resolve in the order of their choice.

• Any subsequent triggered abilities of the nonactive player resolve in the order of their choice.

Example: Your character with 10 HP has 11 damage and is equipped with a Minor Medic Kit (+2HP).
You decide to Upgrade the character with an Enhanced Power Cell (+3HP). The Power Cell is added
to your character, then the Medic Kit is removed. Your character is not KO’d.

8. Stratagem Targets
A player may include a stratagem in a deck when the named target of the stratagem is present on a
starting team.

Named targets may be [1]:

• A specifically named character on your starting team (e.g. "Optimus Prime, Battlefield Legend").

• A generally named character on your starting team (e.g. "Optimus Prime").

• A combiner that a character on your starting team could combine into (e.g. "Volcanicus, Fiery
Champion").

• A character on your starting team that may be deployed (e.g. "Clobber").

• A faction on a character in their starting, deployed, or combined mode (e.g. "Autobots").
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• A trait on a character in their starting, deployed, or combined mode (e.g. "Weaponizer").

Named targets may not, for example, be:

• A battle card.

• A Stratagem.

• A character who was not on your starting team (e.g. "Slammer, Combat Drone" in a Metroplex
deck).

Note that:

• A player may not have two stratagems with the same named target on the battlefield at one
time.

• A named target may be plural, but it has no effect. For example, Heroic Spotlight says "Autobots"
but would still be playable with a starting team of only one Autobot and could have said
"Autobot".

• To have a stratagem that works for all characters, use a target of "Any Character".

• Stratagems that relate to a character are expected to use the same artwork as the card they
relate to.

9. Errata

9.1. All-Out Attack (W1C-001)
The original conference version of All Out Attack used the term Transformers instead of characters.
This was fixed in the Energon Edition reprint.

Its text is also a poor fit with the concept of an Extra Attack. It is Errata’d to have the following
interpretation:

"Until end of turn -> When one of your characters attacks, you may attack with another
untapped character that has not already attacked this turn."

This intepretation should fit with the typical use of the card, and allows for more complicated
situations to be evaluated within the rules of the game.

9.2. Slipstream - Strategic Seeker (W1C-T02)
The original conference version of Slipstream used the phrase:

"you flip at least 3 different battle icons"

In the Energon Edition reprint this was changed to:
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"you flip battle icons of at least 3 different colors"

9.3. Brainstorm (W1-010)
In reprinting Brainstorm, WotC decided to adjust the cards text. Wave 1 Brainstorm now matches
the Wave 3 reprint’s text and says:

"You may play an action. Then you play another action."

9.4. Grapple - Autobot Architect (W2-T26)
Grapple used the term 'discard', which is not a TFTCG term. Instead this card’s bot mode now says:

"When you flip to this mode -> You may scrap your hand. If you do and those cards have
battle icons of exactly 4 different colors, do 4 damage to an enemy."

9.5. Pep Talk (W3-041)
Note that Wave 3’s Pep Talk is not an Errata. Pep Talk is available in both Uncommon and Common
versions.

9.6. Infiltrate (W3-034), Jam Signals (W4-033), Overrule
(W5-043), Speed Trap (W5-053)
These cards say "Reveal → When your opponent plays an Action". This is an issue in locking down
the exact rules of the game as the inactive player is somehow prioritizing their reveal ahead of the
active player’s play.

Instead, they each now begin with:

"Reveal -> As your opponent plays an Action"

9.7. Better Things To Do Than Die (W5-S03)
The target of this card was a little vague. The lack of the Autobot prefix meant players were
reasonably unsure as to whether it applied to Wave 4’s Sergeant Springer, though the image on the
card is a strong sign that it relates only to the Wave 2 Autobot Springer. To fix this, the stratagem’s
target now reads:

"Autobot Springer, Aerial Defense"
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and the text of the strategem now reads:

"When your Autobot Springer, Aerial Defense is on the battlefield and you flip him to
another mode -> Repair 1 damage from him."

[1] https://www.facebook.com/TransformersTCG/posts/2656285971159878?comment_id=2658387914283017&
reply_comment_id=2658417707613371
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