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          MZ1 214/214 • EN  i
 Raphael M

assarani  WANT MORE
SPARK TOKENS?
Simply cut along the dashed lines 
and slip these paper proxies into your 
favorite card sleeves!

TERRA TERRA TERRA

LANE LANE LANE 

ALPHA DEMOALPHA DEMO

1

Rules for Play
These condensed rules will jumpstart your 
game knowledge so you can start playing 
almost immediately.

How to Win
Players compete to win Missions and earn 
Mission Points (MP). The first player to 
reach 15 Mission Points wins the game 
immediately.

Each Deck Contains
•	 1 Caster “In Training”
•	 2 Starter Terras ​
•	 5 Aura cards to make your Aura deck ​ 

(same type as your Caster)
•	 15 cards to build your main deck ​

Pre-Game Setup (See Figure 1)
1.	 Place your Caster face-up on your 

side of the field (A in Figure 1).
2.	 Place your Aura deck below your 

Caster ​(B in Figure 1).
3.	 Place 1 Aura from the Aura deck in 

the Aura zone. ​(C in Figure 1)
4.	 Shuffle and place your main deck 

(D in Figure 1).
5.	 Draw 5 cards from your main deck. ​
6.	 Determine who will be the Priority 

player ​(roll).

Watch the Learn How to 
Play Video Series!

It’s a new world, but it’s one you’ve been living in all along. Cryptids—those creatures 
that lurk on the edge of our lives, sometimes seen but never proven to exist—can be 
discovered at last, their very essence added to your own spellbook. Then, using your 

cards, you can bring those cryptids to life before you—to help you, to guide you, even to 
fight for you…

The MetaZoo Trading Card Game is your window to the world of cryptids. As a player, 
you’ll discover amazing creatures from all manners of places and call on them to battle 
with you against an opponent with equally impressive cryptids. 

And it all begins with the Alpha Demo Deck.

©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 

C A S T E R

77
Nia

Shoulder Ram

              MZ1 107/214 • EN  i Sonderflex

On Play, deal 7 damage to a creature.

1111

©
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LocationT E R R A  ( S TA R T E R )

Blacksmith Fork Canyon

11

            MZ1 155/214 • EN  i
 Im

m
a Botti

Temper On Successful Mission, the winner may give +2 Influence to an 

equipment in a different lane.

©
2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 
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Location

T E R R A  ( S TA R T E R )

Hanging Hills 11

 Destruction

Sedimentary Rift

            MZ1 156/214 • EN  i
 Sonderflex

On Successful Mission, the winner gains 1 additional MP if any 

creatures or equipment were Shattered in the Mission using 
.

Fire Aura

In Lane—Destru
ction

Destru
ction

++11
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Fire Aura

In Lane—Destruction

Destruction

++11
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Fire Aura

In Lane—Destruction
Destruction

++11
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Fire Aura

In Lane—Destruction
Destruction

++11
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Fire Aura

In Lane—DestructionDestruction

++11
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CREATURE

Myth • 
Tric

kster

Basket O
gress

       
       

MZ1 110
/214 • EN  i

 Lillie
 McKay

With a basket big enough for you, she’s not here to collect flowers.

11

Grease
©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 

11

CREATURE

Myth • Tric
kster

Griddlegreaser Pete

        
      M

Z1 111/
214 • EN  i

 Michael Peckham

11

On Play, Disco
ver 5

 a Fire creature or Fire 

equipment card.

Bringing home the bacon. Literally.

©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 
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CREATURE

Cryptid • Beast • Elemental

Giant Salamander

          
    MZ1 112/214 • EN  i Sonderflex

Heat Aura
>: Give +2 Influence to a creature.

They are often discovered where steam rises from rivers or where 

unexpected warmth is found in mountain springs.

22
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C R E AT U R E

Cryptid • Beast • Trickster

Drop Bear

             
 MZ1 113/214 • EN  i Jett Yates       

On Play, you may deal 2 damage to a 

On Play, you may deal 2 damage to a 

creature or equipment in this lane.

creature or equipment in this lane.

Surprise On Play, you may deal 2 damage to a 

creature or equipment in this lane.

The drop bear population has been…dropping...for many years.

33
T H E  U N TA M E D  H O S T I L E

©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 
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C R E AT U R E

Cryptid • Terror

Jersey Devil

Piercing Scream

              MZ1 115/214 • EN  i Sonderflex      

f

: Sacrifice a creature in any lane.  If 

you do, your opponent Sacrifices a creature in that lane. 

Woe unto those who must give this devil its due.

22
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C R E AT U R E

Cryptid • Beast • Elemental

Lava Bear

              MZ1 116/214 • EN  i Lillie McKay

CAUTION: Avoid bear hugs.

55
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C R E AT U R E

Myth • Trickster

Aitvaras

              MZ1 117/214 • EN  i Jebedaï     

fBountiful Offering : Give +2 Influence to a creature
in each other lane.

If you value your home, trade food with an aitvaras, not insults.

22
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C R E AT U R E
Cryptid • Beast • Terror

Chupacabra

              MZ1 118/214 • EN  i Emily Nancy

L: Choose two creatures in this lane. Deal 2 

: Choose two creatures in this lane. Deal 2 
damage to each of them.
damage to each of them.

Puncture : Choose two creatures in this lane. Deal 2 
damage to each of them.

When the farmers ran out of sheep to placate the beast, they 
began to run out of farmers.

33

©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 

44

C R E AT U R EMyth • Aerial • Elemental

Phoenix

              MZ1 120/214 • EN  i Dao Le

Rebirth On Play, play a Fire creature with a base cost 

On Play, play a Fire creature with a base cost 

of 3 or less from your hand without paying its base cost.

of 3 or less from your hand without paying its base cost.

On Play, play a Fire creature with a base cost 

of 3 or less from your hand without paying its base cost.

Rising from the ashes, it’s a blazing symbol of rebirth, resilience, 

and let’s face it—pure awesomeness.

33
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C R E AT U R E
Myth • Dragon • Elemental

Fire Drake

  @    ADF 007/015 • EN  i Victor Larson     

              MZ1 121/214 • EN  i Victor Larson

The difference between a dragon and a drake matters little when 

it’s attacking you.

55
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CREATURE

Myth • Aerial • Elemental • Terror

Fire Elusive

              MZ1 122/214 • EN  i Dao Le

Infernal Vision

44

On Play, draw 1 card, then if any rival 

creature in any lane has damage, draw 1 additional card.

Slipping through the flames with ease, this one is as untouchable 

as it is unstoppable.

ON  THE  LOOSE

©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 

44

CREATURE  (UNIQUE)

Cryptid • Beast • Elemental

Lava Bear

  @    ADF 008/015 • EN  i Angel Moonlight          

              MZ1 123/214 • EN  i Angel Moonlight

>>: Shatter the Terra in this lane. If it was not 

: Shatter the Terra in this lane. If it was not 

already resolved, Declare the Mission. 

already resolved, Declare the Mission. 

Eruption >: Shatter the Terra in this lane. If it was not 

already resolved, Declare the Mission. 

Who doesn’t lava bear?

44
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CREATURE  (UNIQUE)

Nue

Myth • Hybrid              MZ1 124/214 • EN  i
 Imma Botti  

On Play, allied Aura cannot be used

On Play, allied Aura cannot be used

this round.

this round.

Monochrome
On Play, allied Aura cannot be used

this round.The nue is a mix of beasts and the fear that each one of them brings.

22

 Caster

 Deck

 Auras

 Terras

Figure 1: Your side of the field

A

B
C

D

Learn Learn 
to Play:to Play:
Alpha De

mo
Alpha De

mo

Version Version 

C A S T E R

On Play, deal 4 damage to a creature, 
then deal 3 damage to each of two other creatures.
Cunning Mark

7788 Malik

©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC          MZ1 159/214 • EN  i GaGa Lu  

DestructionDestruction

Lightning Aura

In Lane—

++11
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DestructionDestruction

Lightning Aura

In Lane—

++11
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Pay to Do X
Creatures in play with an activatable 
ability can be used by spending an 
action and paying a cost. For example, 
Aitvaras requires you to spend an 
action and 1 Red Aura to give all your 
other lanes a boost.  
You can only 
use abilities 
once per card, 
per round. 

 Deal Damage 
If a card says you “may” deal 

damage, you have the option not 
to, but if there is no "may," you have 
to. Damage Shatters creatures or 
equipment if it meets or exceeds 
their Influence. Damage remains 
on a creature until end of round, 
making them easier to Shatter with 
an additional damage effect. Then 
damage is cleared away. 

With Metal Man, you “may” deal the 
damage.  But you have to gain the MP 
(and why wouldn’t 
you want to?!). 

2

Lanes
The main play area consists of 3 lanes. 
The Priority player places both of their 
Starter Terras on the end lanes with a 
space between them. The other player 
chooses one of their Starter Terras 
and places it in the center lane (set the 
other aside). Each lane has two sides: 
friendly (your side) and non-friendly (your 
opponent’s side). Lanes can hold up to 5 
legal cards per side, excluding the Terra. ​
Only creatures, equipment, Casters, and 
Aura enhancements may occupy lanes.

Gameplay
Each round consists of 3 phases: draw 
phase, Aura phase, and action phase. ​
Complete all of these phases each round, 
even on the first round of the game.

Draw Phase
•	 Swap priorities (except for the first 

round). ​
•	 Draw 1 card from the deck. ​

Aura Phase
•	 Add 1 Aura from the Aura deck to the 

Aura zone. ​
•	 Untap all Aura in the Aura zone and 

untap cards in play. ​
•	 Reset all lanes (they are ready to 

resolve Missions again). 
•	 Untap any tapped creatures and 

equipment.

Action Phase
Players alternate taking one action at a 
time. ​The player with Priority goes first. 
Actions include:

•	 Play a card. Pay its cost in Aura.
•	 Enhance a lane with Aura (Aura 

Enhancement keyword).
•	 Use an ability on a friendly creature 

or equipment in play. ​
•	 Declare a Mission and resolve the 

lane. ​
The action phase ends when all lanes 

have been resolved.​ Players must always 
take an action on their turn. If players are 
done taking actions, a player must declare 
a Mission in an unresolved lane.

Declare a Mission
Declare a Mission to resolve a lane. ​The 
player with the highest total Influence 
in the lane wins the mission and scores 
Mission Points (MP). Missions have a few 
outcomes when you win, lose, or tie. 

•	 Uncontested Mission: If your 
opponent has no creatures in the 
lane, the mission is uncontested. 
Winning an uncontested mission 
awards you +2 Mission Points.

•	 Contested Mission: If your 
opponent has at least one creature 
in the lane, the mission is contested. 
Winning a contested mission awards 
you +1MP.

•	 Tie: If both players have equal 
influence and a creature in a lane, 

each player receives +1 MP.
•	 Loss: Both players have zero 

Influence and/or neither player 
has a creature in the lane. No MP is 
awarded.

After all lanes have been resolved, 
follow the same steps to start a new 
round. 

Damage
Damage that meets or exceeds a creature 
or equipment’s Influence will Shatter it, 
sending it to the discard pile. ​Damage is 
tracked on each card until the end of the 
round, and then it is removed if there is 
not enough to Shatter it. 

Keyword Abilities: Most keyword 
abilities are capitalized in the rules text. 

“Tap” into Something Great
Some creatures have a “use” ability 
that requires them to be tapped, like 
Giant Salamander. To tap it, spend 
an action and turn your creature 90 
degrees. (Some might require other 
payments as well.) The real cost of 
tapping is that a tapped creature does 
not add its Influence to resolving a 
mission. You can still tap a creature 
after its lane is resolved. 

T H E  E E R I E

C R E AT U R E

Static Interference On Play, gain 1 MP. You may deal 2 On Play, gain 1 MP. You may deal 2 
damage to a creature in this lane. damage to a creature in this lane. 

2233

Cryptid • Anomaly • Machina

Metal Man of Alabama

On Play, gain 1 MP. You may deal 2 
damage to a creature in this lane. 

Those casters who seek to map the Metal Man have better luck 
finding him during lightning storms.

         MZ1 169/214 • EN  i Iwanaga ©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC
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C R E AT U R E

Myth • Trickster

Aitvaras

              MZ1 117/214 • EN  i Jebedaï     

fBountiful Offering : Give +2 Influence to a creature
in each other lane.

If you value your home, trade food with an aitvaras, not insults.

22
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C R E AT U R E

Cryptid • Anomaly

Explosive Rabbit

Self-Detonate When Dispelled, your opponent Shatters When Dispelled, your opponent Shatters 
one of their creatures or equipment in this lane.one of their creatures or equipment in this lane.

22

When Dispelled, your opponent Shatters 
one of their creatures or equipment in this lane.

A male and a female left alone in a barn can blow up an entire 
town in three months.

         MZ1 061/214 • EN  i Sonderflex 



Keywords

Give / gain / have & has / deal
In MetaZoo, these words have specific, 
temporal meanings. 

Give indicates “until end of round.”  If 
you give a creature +2 Influence, when the 
round ends, remove that bonus. 

Gain indicates a permanent bonus 
or change. When you gain 1 MP, it is not 
removed at the end of a round—you keep 
it. If a creature gains a bonus, the bonus 
lasts from round to round.

Has/have usually implies that there is 
a condition that is affecting something(s). 
As long as that condition is met, the 
creature “has” that bonus, even from 
round to round. For example, Goofus Bird 
has +1 Influence, but only if the condition 
is met that there is another friendly Soar 
creature in a different lane. 

Deal is similar to give. It lasts until the 
end of the round and is usually dealing 
damage to an opponent’s creature or 
equipment.

Create
To create is to put something in play 
(usually a token) that was not a card in 
your hand or in one of your zones. Create 
is not considered “playing” the token/card 
and does not trigger those effects.

Destruction	
Immediately after awarding Mission 
Points, if the Destruction keyword(s) is 
present on the winning side of a lane, a 
rival non-Aura card in the lane must be 
Shattered. Your opponent chooses which 
of their cards to Shatter. Shatter one card 
for each instance of “Destruction” on the 
winning side.

Discover (X)
Look at the top X number of cards from 
your deck. Choose a card from those 
cards based on any limitation indicated 
(type of card, Aura type, etc.). Show the 
chosen card to your opponent and put it 
in your hand. Put the remaining cards, in 
any order you wish, on the bottom of your 
deck.

Dispel / When Dispelled
The ability occurs when a card is 
Shattered or otherwise removed from play 
and is put in the discard pile. Sacrifice 
is another common way a card can be 
Dispelled. Strategies are not Dispelled, 
and Aura cannot be Shattered or 
Dispelled. 

Duel
A Duel ability typically allows two 
creatures to deal damage to each other 
equal to their respective Influence. If at 
any time a creature has taken damage 
equal to its Influence or higher, Shatter 
it. Like other damage, it remains on the 
creature or equipment until the end of the 
round, then all damage is removed. 

On Mission Declaration
The ability occurs when a mission is 
declared by a player.

On Mission Resolution
The ability occurs after the winner has 
been determined in a mission and the MP 
have been awarded.

Move
Move means to relocate a card in play to 
another lane. A Move is not allowed if the 
move to the destination lane would break 
either card-name, prevention effect, or 
lane-size limit rules. 

On Play
This ability occurs when the card is played 
to a lane. 

Overwhelm
This effect triggers if the lane is won by 
a difference of (X) or more Influence. (X 
is the number on the card, the threshold 
of difference required to succeed.) This 
effect is checked for as soon as a winner 
is determined and is not cancelled or 
triggered by any subsequent effects that 
would change the Influence of either side 
(such as Destruction).

Sacrifice
Sacrifice sends a card to the discard pile 
from play (see also Dispelled). It is not 
Shattered, sacrifice cannot be prevented, 
and this is most often used as an 
additional cost to pay for an effect. 

Soar
Creatures with Soar allow a friendly 
lane to score a successful an otherwise 
contested mission as if it were 
uncontested unless the opponent also has 
Soar. Soar is not cumulative, meaning a 
friendly lane’s resolution either has Soar, 
or it does not have Soar.

On Successful Mission
This ability occurs at the same time that a 
mission resolution ability occurs, but you 
must win the mission for “On Successful 
Mission” to trigger.

Unit
Unit(s) is the term for a creature, 
equipment, token, or Caster in a lane. Unit 
does not include Aura enhancements, 
which can also be placed in a lane but 
aren’t subject to all the same rules. Unit 
also does not refer to Terra.

3
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S T R AT E G Y

Face to Face

Choose a friendly creature and another creature in the Choose a friendly creature and another creature in the 
same lane. They same lane. They DuelDuel. . 
Choose a friendly creature and another creature in the 
same lane. They Duel. 

…and in this corner, we have Hooooodaggggg!

         MZ1 098/214 • EN  i Gamon Studio
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3.	 Up your “curve.” Currently, your Aura 
deck stops at 5. But the full game is 
a 10-Aura deck. You need to collect 
cards from booster packs that will 
help you make more powerful plays 
with that additional Aura. Find and 
add 5+ cost cards that can dominate 
a lane.

4.	 If you play two colors, you must use 1 
Starter Terra of each Aura Type (your 
primary color and your chosen allied 
color) as your starters. The allied 
color you choose must be shown 
on your caster card in your caster’s 
allied Aura box. 

5.	 Learn how to “trade” Aura. You 
couldn’t do this in the demo decks. 
During play, to bring in a second 
color, you have to take an action and 
pay 1 aura to swap in an allied Aura 
Type for one of your primary Aura 
type. Each card you play of the Allied 
color will require you to use at least 
one allied Aura to play it. 

6.	 Roll to determine who will go first 
(the first player is the “Priority” 
player).

Deck Building:
•	 Your main deck may only hold 3 

copies of any card.  
•	 Terras without “Starter” can only be 

added to your main deck.  
•	 Terras with “Starter” can be added to 

your main deck, so long as they aren’t 
copies of the Starter Terra you used 
in Pre-Game Setup. 

•	 You may play with one of your allied 
colors, but you can’t play with both 
allied card colors in your main deck.  

•	 Your creatures and equipment with 
the exact same name can’t be played 
to the same lane.  

When you play your first full game, you 
need to know the following:

1.	 A main deck is now 50 cards, not 15.
2.	 Your Aura deck is now 10 cards, not 

5.
3.	 Non-“In Training” casters will give 

you access to more Aura Types 
(colors).

4.	 There are 4 lanes, not 3.
5.	 The game is won at 30 points, not 15.
6.	 Each player will place 2 Starter 

Terras, not just the Priority player.

So, let’s go into some detail about how to 
prepare for this.

1.	 Build for the long haul. The first big 
change will be your minimum main 
deck size and the points needed to 
win. To play a full game requires a 
50-card main deck and 30 MP to 
win. You’d likely run out of cards 
before scoring 30 MP with your Alpha 
deck. You need a plan to add at least 
35 more cards. Purchase boosters 
at your local game store to build 
your collection, and you’ll want to 
prioritize finding a new caster card.

2.	 Find a caster who can play two colors 
(Aura Types). Your “In Training” 
caster only allows one Aura Type 
(color) to be played. That means 
fewer cards out of every pack will be 
allowed in your full game deck. You’ll 
want to buy some booster packs or 
trade with friends to find a caster 
that will let you play an allied Aura 
Type (a second color). Don’t worry, 
casters are common cards, so it’ll 
be easy to find what you need. And 
you’ll be pleasantly surprised at how 
helpful their more advanced abilities 
are!  Plus, with that one change, there 
will be twice as many cards in each 
booster that you can jam in your main 
deck! 

Top Tips for Transitioning from 
Alpha Decks to Your First Full Game

For example, Piasa Bird and Piasa 
Bird the Territorial would not be 
considered to have the same name, 
but you can’t play two copies of your 
Piasa Bird to one lane.

•	 Some creatures and equipment 
have the “unique” trait. Cards with 
the unique trait are limited to 1 copy 
per side in play (not in the deck), 
regardless of which lane they are 
played to. 

Aura Enhancement
•	 You may enhance a lane with Aura(s) 

if you have at least one friendly 
unit with an Aura enhancement 
in the lane.

•	 To enhance the lane, as an 
action, move an untapped Aura into 
a friendly lane. It cannot be tapped to 
pay any costs while in a lane.  Lane 
size limits still apply.

•	 Enhancing a friendly lane with Aura 
provides +1 Influence to the lane and 
enables the powerful Destruction 
keyword on Aura. 

•	 Enhanced Aura in lanes typically 
cannot be Shattered or affected 
by your opponent or their effects. 
It cannot be chosen to satisfy 
Destruction or Sacrifice effects for 
either player.

•	 Note: At the end of each round, all 
Aura in lanes returns to the Aura 
zone, whether used for Destruction 
or not.
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Card Anatomy

I N  T R A I N I N G

C A S T E R

Shocking Discovery

Maeve

33
44

On Play, create 2 Spark tokens in any one 

lane. (A Spark token is a 0 cost, 1 Influence Cryptid creature.)
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  @    ADL 001/014 • EN  i Sonderflex  

Card Types

©
2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC 

Location
T E R R A

Villarrica

22

              MZ1 152/214 • EN  i
 M

oniek Schilder        

Molten Spread On Play, Shatter a Terra in an adjacent lane.
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11

S T R AT E G Y

Opportune Maneuver

            MZ1 037/214 • EN  i Jorge Rodrigues     

MoveMove a friendly creature. Draw 1 card.

 a friendly creature. Draw 1 card.

Move a friendly creature. Draw 1 card.The greater the speed, the greater the greed.
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11

E Q U I P M E N T

Spiked Collar

  @    ADF 009/015 • EN  i Lillie McKay                   MZ1 137/214 • EN  i Lillie McKay

Kentucky Hellhounds seen wearing these collars are said to be 
more hostile than most.

33

Destruction
Destruction

Lightning Aura

In Lane—

++11
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          MZ1 213/214 • EN  i Kelsey Jachino  

Terra

Aura

Creature

Caster

Strategy

Equipment

©2025 GameQbator Labs Inc. | MetaTwo Enterprises LLC

44

C R E AT U R E

Myth • Beast • Ward

Golden Bear

The golden bear’s generosity has inspired children’s tales and 
adult greed for decades.

55

          MZ1 067/214 • EN  i Sonderflex 


