
Performance Phase 4

The damage dealt by the Arts will be determined by the following steps.

❹ Damage Determination

　　If there are effects that modify the value of this Arts, 
　　reflect the change in values accordingly.

　　If the Arts has an ability, it will be triggered.

　　Check the critical color. If the color matches(If it matches your 
　　opponent's holomem’s color), the critical damage will be added.

When the damage is determined, 
deal the amount to the holomem 
chosen in ②.
Place damage counters 
equivalent to the damage dealt 
on the holomem.

1

2

3

If you use hSD01-011 AZKi's Arts, SorAZ 
Gravity, on your opponent's blue holomem, it 
will match the critical of the Arts and will 
add critical damage of 50 on top of the base 
damage of 60, dealing a total of 110 damage.

Calculating Critical

E.g. 
If the damage dealt is 50, 
place a damage counter 
of 50 on the holomem.

E.g. 
If you restore 50 HP, 
remove a damage counter 
of 50 from the holomem.

● Restoration
Certain cards have a restore ability.
By restoring HP, you can remove the 
damage counters placed on holomem that 
have taken damage.
You cannot restore more HP than the 
damage taken.

26



Performance Phase 5

When holomem take damage greater than their HP, they are downed.
The downed holomem are placed in the archive.

❺ Downing a holomem and Life Reduction

● Life reduction
After all down processing have been completed, flip the top card of 
your life face up, then choose one holomem on your stage and 
send the cheer to them.
If there are multiple downed holomem, repeat this process for each 
downed holomem.

　　[If this holomem is downed] and [If your opponent's holomem is downed] 
　　abilities will trigger.
1

　　The downed holomem will be archived together with all cards 
　　placed on them.
2

● Life reduction
・Players who have their life reduced turn 
one card face up from their life.

・The player chooses one holomem and 
sends the face up cheer to that holomem.

* Players who have no life cards remaining lose 
the game immediately.

Life

If your life 
decreases, 
turn the life 
card face up.

Send the face up cheer 
to a holomem on stage.

● Downing
When holomem take damage greater than 
their HP, they are downed, and the downed 
holomem, including any holomem stacked 
under them, are placed in the archive.
Any cheers and support cards attached to 
that holomem are also placed in the archive.
After that, the player whose holomem was 
downed loses 1 life.

Back position
(Back holomem)

Stage

Archive

ArchiveOshi position
(Oshi holomem)

Center position
(Center holomem)

● Down processing
When a holomem is downed, follow the rule processing in the order below.
If there are multiple downed holomem on the stage, process them one at 
a time.
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Abilities That Are Used in Special Conditions
● About abilities that are used in special conditions
Besides gifts, bloom effects, and collab effects, there are card 
abilities that are used at special timings.
This will explain the abilities that are used at special timings during 
the performance phase.

　　Choose an Arts to use

　　Choose a holomem to use Arts

　　Target an opponent's holomem to deal damage

　　Resolving Arts ability

　　Checking critical 

1

2

3

4

5

　　Determing Arts damage6

　　Dealing Arts damage to the targeted holomem7

　　Processing downed holomem / 
　　Resolving abilities triggered between
8

● Performance phase

and 71

● "If the holomem ～ would use Arts"
Abilities with this description 
will be triggered at 
This is mainly applicable for 
support cards with the ability 
to be used as cheers.

2
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● "When the holomem ～ uses Arts"
Abilities with this description 
will be triggered at
(If there are downed holomem, 
the ability will be triggered after 
the downed holomem has been 
processed. If multiple abilities 
are triggered, see page 31.)

● "If your holomem would take damage"
Check if the holomem receiving 
damage has an ability with this 
description. It will be triggered 
when the damage amount is 
confirmed and it is being dealt.
At the performance phase, the 
ability will be triggered at step
or , before receiving special 
damage and Arts damage.
The ability will trigger in the 
same manner at other times 
when taking damage.

7
4

● "When the holomem ～ takes damage"
If the holomem has abilities with this 
description, it will be triggered when the 
damage is taken.
At the performance phase, if the damage is 
taken at step  or   , the ability will 
resolve at   .
If the above conditions are met in other 
instances, the ability will be triggered in the 
same manner.

74
8

8
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● If the holomem ～ rolled a die
Abilities with this description will be triggered at step , 
after you roll the dice due to an ability. The ability will be 
triggered before the rolled number determines the 
damage amount or effect of the ability triggered. 
If the rolled number is changed due to an ability, the 
ability will be triggered based on the newly rolled number.
If the above conditions are met in other instances, the 
ability will be triggered in the same manner.

4

● If your opponent's holomem is downed
Abilities with this description will be triggered when the 
opponent's holomem is downed. During the performance phase, 
they will mainly take damage on steps 

or  If the HP of the holomem hits 
zero, the down processing will be 
prioritized as a rule at step , and 
the ability will be resolved at that point.
If the above conditions are met in 
other instances, the ability will be 
triggered in the same manner.

74

8

● If your holomem is downed
Abilities with this description will be triggered when a holomem 
is downed.
During the performance phase, they 
will mainly take damage on steps  
or . If the HP of the holomem hits 
zero, the down processing will be 
prioritized as a rule at step , and 
the ability will be resolved at that point.
If the above conditions are met in 
other instances, the ability will be 
triggered in the same manner.

7
4

8

● If your holomem's ability would roll a die
Abilities with this description will be 
triggered at step , where you roll a die due 
to an ability. The ability will trigger before 
rolling a die.

4
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What Happens When Multiple Abilities are Triggered at the Same Time

The abilities "When the holomem uses Arts," on Stone Axe and Jobs will be triggered.
The turn-player will resolve the abilities of Stone Axe and Jobs separately after 
dealing Arts damage from Aki Rosenthal.

Processing abilities

●A [hBP01-032 Aki Rosenthal with hBP01-114 Stone Axe and hBP01-119 Jobs]

●A uses Alo～na! on the opponent's holomem.
Cards placed on the holomem

A

①hBP01-032
　Aki Rosenthal

②hBP01-114 Stone Axe
When the holomem uses Arts, 
deal 10 Special Damage to 
this holomem.

③hBP01-119 Jobs
When the holomem uses Arts, 
restore 10 HP to 1 of your holomem.

Important rules

If multiple abilities of the player are on standby on their turn, 
the player can choose the order in which the abilities are resolved.

●A [hBP01-056 Takane Lui with hBP01-120 Ganmo]
●B [hBP01-009 Amane Kanata with hBP01-116 Upao]

A uses the Arts, Did I Luive You Waiting?, on B.

A①hBP01-056
　Takane Lui

②hBP01-120
　Ganmo
When the holomem 
uses Arts, draw 1 card 
from your deck.

B③hBP01-009
　Amane Kanata

④hBP01-116
　Upao
When the holomem takes damage, 
deal 20 special damage to your 
opponent's center holomem.

・The ability for Ganmo states, "When the holomem uses Arts,"
・The ability for Upao states, "when the holomem takes damage,"

As the two abilities above have been triggered, first resolve the ability of the 
turn-player's Ganmo, then resolve the ability of the non-turn-player's Upao.

Processing abilities

Important rules

When both players have abilities of their own on standby that can be resolved, 
it will be resolved in the following order:

❶The player in-turn will resolve all of their own abilities.
❷The player who is not in turn will resolve all of their own abilities.
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A uses the Arts "Oh Dear" against B.

●B [hBP01-009 Amane Kanata with hBP01-116 Upao]
●A [hBP01-032 Aki Rosenthal with hBP01-114 Stone Axe and hBP01-119 Jobs]

❶ Stone Axe "When the holomem ～ uses Arts"
❷ Jobs "When the holomem ～ uses Arts"
❸ Upao "When the holomem ～ takes damage"
The above three abilities will be triggered. The turn-player will resolve abilities ❶ 
and ❷ in any order they prefer. Afterwards, the non-turn-player will resolve ability ❸.

After resolving ability ❷ from Jobs, a new ability, ❹ "When this holomem is 
restored" from Stone Axe, will be triggered.
The turn-player will resolve abilities ❶ and ❹ in any order they prefer. 
Afterwards, resolve the non-turn-player's abilities.

Processing abilities

[Example] When the turn-player recovers Aki Rosenthal's HP using ability ❷

B④hBP01-009
　Amane Kanata

⑤hBP01-116
　Upao
When the holomem ～ takes 
Damage, deal 20 Special 
Damage to your opponent's 
center holomem.

A②hBP01-114 Stone Axe
When the holomem ～ uses Arts, 
deal 10 special damage to 
this holomem.

③hBP01-119
　Jobz
When the holomem ～ uses Arts, 
restore 10 HP to 1 of your holomem.

①hBP01-034
　Aki Rosenthal

●A [hBP01-056 Takane Lui with hBP01-120 Ganmo]
●B [hBP01-038 Usada Pekora] ●C [hBP01-004 Usada Pekora]

As the rule processing of downed holomem will be prioritized, resolve the 
abilities in the following order:
❶ The non-turn-player will process their downed Debut holomem Usada Pekora.
❷ While their downed holomem is being processed, 
　 the Oshi skill, Little Wild Rabbits～ , can be used.
❸ After the downed Debut holomem Usada Pekora has been processed, 
　 resolve the "When the holomem ～ uses Arts" ability from Ganmo.

Processing abilities

A

③hBP01-038
Usada Pekora

B ④hBP01-004
　Usada Pekora
Usable if your holomem is 
downed during the 
opponent's turn:Reattach 
all green cheers from 1 
of your downed holomem 
divided as you choose to 
your other holomems.

C①hBP01-056
　Takane Lui

②hBP01-120
　Ganmo
When the holomem ～ 
uses Arts, draw 1 
card from your deck.

Important rules
When Arts damage is dealt and a holomem is downed, resolve in the following order:
❶ Both players will resolve the "If your opponent's holomem is downed" and 
　 "if your holomem is downed" abilities.
❷ Archive all downed holomem, and reduce the life.
❸ Resolve the "When the holomem ～ uses Arts" abilities that are on standby.

A uses the Arts, Did I Luive you waiting?, 
on B and downs a holomem.
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Special Rules for Support Cards
● About attached support cards
By using support cards like mascots, tools, and fans, you can attach 
them to holomem.
The attached cards will remain attached to the holomem unless 
removed by an ability, or if the holomem with the card has been downed.

● If the holomem that the fan is attached to changes
The support cards will remain attached to the holomem unless removed 
by an ability, or if the holomem with the card has been downed.
If the name of the holomem that the fan is attached to has been 
changed due to an ability apart from the reasons stated above, and the 
condition "You may only attach this fan to your ***," of the fan's ability 
cannot be met, the fan will be archived.

If hSD01-013 <SorAZ>, 
with hBP01-124 Pioneers 
attached, blooms to 
hSD01-006 Tokino Sora, 
the extra ability of 
hSD01-013 SorAZ, 
which allows it to be 
regarded as AZKi, will 
be lost.
Therefore, the condition 
for hBP01-124 Pioneers 
cannot be fulfilled, and 
hBP01-124 Pioneers 
will be archived.

Archive

Deck

❶ Blooming 1st SorAZ, which can be treated 
　 as AZKi as well, into 1st Tokino Sora.

❷ The support card, Pioneers, 
　 which is attached to <AZKi>, 
　 no longer fulfills the conditions, 
　 so it will be archived.
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End Phase
During the end phase, proceed with the necessary actions below to 
prepare for the next turn.

● Nullify abilities that were activated
Abilities that state effects such as [during this turn] or otherwise 
last only for the current turn will be removed.

● Move a holomem to the center position
If there is no holomem in the center position, choose 1 holomem 
that is not resting and move it from the back position to the center 
position.
If all holomem on your stage are resting, choose 1 resting holomem 
instead and move it to the center position.
If you only have holomem in the collab position, end the process as 
is without moving any holomem to the center position.

34



The glossary of abilities stated on the cards will be listed here.

Glossary

holomem

Cheers

Center holomem

Collab holomem

Back holomem

Bloom Effect Refers to the ability that triggers when a holomem with 
a bloom effect is bloomed.

Refers to the cards of the hololive talents.

Refers to the cheer cards.

Refers to the holomem placed in the center position.

Refers to the holomem placed in the collab position.

Refers to the holomem placed in the back position.

Reveal Refers to checking a card that is in a hidden zone, 
taking the specified card from amongst them, and showing 
it to you and the opponent.
The revealed card is regarded as a card in its original zone.

Move Refers to moving a card from its current position.

Send Refers to attaching a cheer card to your holomem.

Gift An ability that is constantly in effect when a holomem 
with a gift is on stage.
There may be certain abilities that trigger only under 
specified conditions.

Stacked holomem Refers to the holomem that are stacked. 
When counting the stacked holomem, exclude the top card 
and count the cards below.
holomem can be stacked by blooming.

Return to hand Refers to moving cards from the stage or archive to the hand.

Archive Refers to moving card(s) from areas other than the 
archive to the archive.

Damage Counter Used to display the damage that a holomem has taken.

Collab Effect Refers to the ability that triggers when a holomem with 
a collab effect performs a collab.

Draw X cards Refers to drawing the top X cards from your main deck 
to your hand. Draw the cards one by one.

Shuffle To randomize the order of the applicable items.
This action is mainly used on the deck and cheer deck 
after checking their cards.
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Glossary
Life -1 Refers to reducing the life of the applicable player by 1.

The player whose life is reduced will turn over one card 
from their life and send it to a holomem on stage at the 
point when their holomem is downed.

Swapping Refers to swapping the center or collab holomem with a 
back holomem using a card's ability.
In this case, the cost to perform a baton pass does not 
need to be paid. Additionally, the inflicted conditions 
will be brought over.

Also Regarded as Refers to a card being able to be regarded as having another 
card name in parentheses apart from its original card name.

Set HP to X. Refers to adjusting the HP of the applicable holomem to 
the stated value by adding or removing damage counters.
This ability does not apply to abilities that deal damage 
or restore HP.

Special Damage Refers to the damage other than the base amount dealt with Arts. 
Damage reduction applies to this damage in the same way they do 
to damage from Arts.

Restoring Refers to removing the same amount of damage counters 
from the holomem as the value restored.

<> Used when specifying a card's name.

Arts +X Refers to adding the indicated value from the Arts' ability.

Damage is not Taken Refers to nullifying the damage taken by the applicable 
holomem. The original damage amount does not matter 
and will be reduced to zero.

Takes -X Damage Refers to reducing the damage taken by the applicable 
holomem by the indicated amount.

Refers to reducing the life reduction of the applicable 
player by 1.

Life Reduction -1
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