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Yu Gi Oh Trading Card
Game Rules

Mastering the Duel: A Complete
Guide to Yu-Gi-Oh! Trading Card
Game Rules

For  over  two decades,  the Yu-Gi-Oh! Trading
Card  Game  (TCG)  has  captivated  millions  of
players worldwide. Whether you are a complete
beginner stepping into the world of Duel Monsters
or a returning player trying to understand modern
mechanics, grasping the core Yu-Gi-Oh! Trading
Card Game rules  is  essential.  The game is  a
complex blend of strategy, timing, and resource
management, where every decision can mean the
difference between victory and defeat. This guide
will  walk  you  through  everything  you  need  to
know, from the basic setup to the most nuanced
interactions, ensuring you are ready to duel with
confidence.

The Foundation: Understanding the
Game Setup

Before diving into the rules, you must understand
the physical setup. The game is played between



two  players,  each  starting  with  a  Main  Deck
(containing  40  to  60  cards),  an  Extra  Deck
(containing 0 to 15 Fusion, Synchro, Xyz, or Link
Monsters), and a Side Deck (0 to 15 cards used
between  games  in  a  match).  Each  player  also
begins the duel with 8000 Life Points.

The  playing  field  is  divided  into  several  distinct
zones:

Main Monster Zone: Five zones where you
place your monsters in Attack or Defense
Position.
Spell & Trap Zone: Five zones for setting
or activating Spell and Trap Cards.
Field Zone: A dedicated zone for Field Spell
Cards (one per player).
Graveyard: A personal discard pile where
destroyed or used cards are sent face-up.
Banish Zone: For cards removed from play
(usually face-up, but occasionally face-
down).
Extra Monster Zone: Two zones (one per
player) used specifically for summoning
monsters from the Extra Deck, later
modified by Link Monsters.

The Turn Structure: A Step-by-Step
Breakdown

Every duel is composed of turns, and each turn is
divided into six distinct phases. Understanding the
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flow of a turn is paramount to Yu-Gi-Oh! Trading
Card Game rules mastery.

1. Draw Phase

This is your first action of the turn. The turn player
draws one card from their deck. If their deck is
empty,  they lose the duel  immediately.  Certain
card  effects  may  be  activated  during  this  phase,
such  as  "Drop  Off"  which  forces  a  card  from  the
opponent's hand to be discarded.

2. Standby Phase

Many  continuous  effects  and  costs  trigger  during
the  Standby  Phase.  For  example,  cards  like
"Burning Land" deal damage to the turn player
during  this  phase.  You  must  resolve  any
mandatory effects before proceeding. This is  also
when "Solemn Warning"  or  other  counter  traps
can  be  used  to  negate  summons  that  occur
between phases.

3. Main Phase 1

This is the primary phase where the bulk of your
strategic  plays  happen.  During  this  phase,  you
can:

Normal Summon or Set a monster once
per turn.
Special Summon monsters any number of



times, provided effects allow it.
Activate Spell and Trap Cards from your
hand or set them face-down.
Change battle positions of your monsters
(unless they have already attacked or been
summoned this turn).

4. Battle Phase

The most direct phase of the duel. The turn player
can declare attacks with their monsters in Attack
Position. The battle phase is further divided into
sub-steps:

Start Step: The turn player declares entry
into the Battle Phase.
Battle Step: Attack is declared and the
attacking monster is selected.
Damage Step: The actual damage
calculation occurs.
End Step: The battle phase concludes.

Remember: You cannot attack a monster that is in
Defense  Position  without  a  card  effect  that
specifically  allows  it  (e.g.,  "Drillroid").  If  a  face-
down defense position monster is attacked, it is
flipped face-up before damage calculation.

5. Main Phase 2

After  the Battle  Phase,  you get  a  second Main
Phase. This is identical to Main Phase 1 in terms of
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allowed actions. You can set additional Spell/Trap
cards,  Normal  Summon  if  you  haven't  yet,  or
Special Summon. This phase is crucial for setting
up defense for the opponent's next turn.

6. End Phase

The turn concludes. Many "until the End Phase"
effects expire here. Players must discard down to
their maximum hand size of 6 cards. Any "at the
end  of  the  turn"  effects  resolve  now.  Once  both
players  agree,  the  turn  passes  to  the  opponent.

Card Types and Their Rules

To understand Yu-Gi-Oh! Trading Card Game
rules  fully,  you  must  distinguish  between  the
three  main  card  types:  Monsters,  Spells,  and
Traps.

Monster Cards

Monster  cards  are  used  to  attack  and  defend.
They  come  in  various  forms:  Normal,  Effect,
Ritual, Fusion, Synchro, Xyz, Pendulum, and Link.
Each  monster  has  an  ATK  (Attack)  and  DEF
(Defense) stat. Monsters can be placed in Attack
Position (vertical) or Defense Position (horizontal,
face-up  or  face-down).  Face-down  defense
position monsters cannot be targeted for attacks
until  flipped  face-up,  but  they  can  be  attacked
directly  if  the  opponent  has  no  monsters.



Understanding monster types is a core part of Yu-
Gi-Oh!  Trading  Card  Game  rules  for
competitive  play.

Summoning Mechanics

Normal Summon: Place a Level 4 or lower
monster face-up in Attack Position once per
turn. You can also Tribute Summon a
monster by sacrificing one monster for Level
5-6, or two monsters for Level 7 or higher.
Tribute Summon (also called Summoning)
for higher-level monsters is a type of
Normal Summon.
Special Summon: Any method that does
not use the one Normal Summon per turn.
This includes Fusion Summon, Synchro
Summon, Xyz Summon, Pendulum Summon,
and Link Summon. It also includes card
effects that Special Summon monsters from
the hand, deck, or graveyard.
Flip Summon: Changing a face-down
defense position monster to face-up attack
position without attacking. This is a manual
action.

Spell Cards

Spell cards are activated from your hand during
your  Main  Phase  (unless  they  are  Quick-Play
spells,  which  can  be  activated  during  your
opponent's  turn  as  well).  They  are  divided  into:
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Normal Spells: Resolve and are sent to the
Graveyard.
Continuous Spells: Remain on the field
after activation.
Equip Spells: Equipped to a monster,
modifying its stats or effects.
Quick-Play Spells: Can be activated
during any phase, even the opponent's turn,
but must be set face-down first.
Field Spells: Placed in the Field Zone,
affecting both players.
Ritual Spells: Used to Ritual Summon
monsters.

Trap Cards

Trap  cards  are  set  face-down  on  the  field  and
cannot be activated on the turn they are set. They
require a turn to be "face-down" before activation.
Trap cards include:

Normal Traps: Single-use effects that
resolve and are sent to the graveyard.
Continuous Traps: Remain on the field
after activation.
Counter Traps: The fastest type of effect,
used to negate other card activations.

Advanced Rules: Chain Links and Spell
Speed

One of the most important Yu-Gi-Oh! Trading



Card Game rules that separates casual players
from experts is the concept of "Chains." When a
card  or  effect  is  activated,  there  is  a  chance  for
the opponent to respond. This creates a chain link
sequence.

Chain  Links  are  built  from  the  first  activated
effect  (Chain  Link  1)  to  subsequent  responses
(Chain Links 2, 3, etc.). Chains resolve backwards:
the last activated effect resolves first, working up
to  the  first  effect.  This  is  critical  for  timing
interactions,  such  as  using  "Mystical  Space
Typhoon" to destroy a "Mirror Force" before it can
resolve.

Spell  Speed  governs  which  effects  can  be
chained  to  which:

Spell Speed 1: Normal Spells, Continuous
Spells, Equip Spells, Field Spells, and
monster effects that do not specify a
reaction. These cannot be chained directly
to other cards.
Spell Speed 2: Quick-Play Spells, Normal
Traps, Continuous Traps, and most monster
effects. These can be chained to Spell
Speed 1 or 2 effects.
Spell Speed 3: Counter Traps. These are
the fastest, and can only be chained by
other Counter Traps.
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The Extra Monster Zone and Link
Monsters

With the introduction of Link Monsters, the game
board  changed  significantly.  The  Extra  Monster
Zone  is  a  unique  zone  that  only  monsters
summoned from the Extra Deck (Fusion, Synchro,
Xyz, Pendulum) can occupy. Monsters in the Main
Monster Zone are also used to co-link with Link
monsters, enabling new summoning avenues. The
most important Yu-Gi-Oh! Trading Card Game
rules regarding Link Monsters include:

Link Monsters have a Link Rating (1-6) and
arrow markers pointing to adjacent zones.
To Link Summon, you must send a number
of face-up monsters you control to the
graveyard equal to the Link Rating of the
Link Monster you are summoning.
Link Monsters are always in Attack Position
and cannot be placed in Defense Position.
The Extra Monster Zone can only be
accessed via Link Summon unless a Link
Monster points to a Main Monster Zone,
allowing extra deck monsters to be
summoned there.

Winning Conditions

There are only a few ways to win a duel under
official Yu-Gi-Oh! Trading Card Game rules:



Life Points: Reduce your opponent's Life
Points to 0.
Deck Out: Your opponent cannot draw a
card from an empty deck during their Draw
Phase.
Special Conditions: Some card effects
provide an alternate win condition, such as
"Exodia the Forbidden One" (if you collect
all five pieces in your hand) or "Destiny
Board" (which counts down turns).
Time Limit: In tournament settings, if the
match time expires, the player with more
Life Points wins that game.

Common Mistakes and Rulings

Even experienced players sometimes stumble on
key Yu-Gi-Oh! Trading Card Game rules. Some
common pitfalls include:


