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CHALLENGING
Questing is how you win the game, but sometimes you need to slow your opponent down. This is where challenging 
comes in! To begin a challenge, exert one of your characters and then choose one of your opponent’s exerted 
(sideways) characters to challenge. You can’t challenge a ready (upright) character!
Both characters in a challenge deal damage at the same time. Look at each character’s Strength {S} and put that 
many damage counters on the other character. All damage stays on the character until an ability removes it or 
they’re banished.

A character is banished when they have damage on them that reaches or exceeds their Willpower {W}. When a 
character is banished, return their damage counters to the supply. Then the player who played that card puts it 
face up into their discard pile.

Example: Elsa — Ice Surfer is challenging Mickey Mouse — True Friend. They both have 3 {S} Strength. Elsa deals 
3 damage to Mickey, and Mickey deals 3 damage to Elsa. Then, because Mickey’s damage is equal to his 3 {W} 
Willpower, he’s banished. Elsa has 4 {W} Willpower, so she stays in play. If she takes 1 more damage, she’ll be 
banished too.

WINNING THE GAME
The first player to reach 20 lore or more claims a story star and wins! Often, your games will end before you’ve seen 
all the cards in your deck. Just play again!

Challenging an opposing character may be a good move even if your character will 
be banished. If your opponent’s character can gain lore quickly or has a powerful 
ability, getting rid of them may be well worth losing one of your characters!

��

����

��

BANISHEDSTAYS IN PLAY



11

  AFTER THE GAME
Collect all your cards from your play area, deck, discard pile, inkwell, and hand. Shuffle them together to form 
your deck again. Then set up a new game and open the Guidebook.

To make sure you have only the cards from your deck, look at the color behind the card names. The Stitch and 
Maleficent deck gets the yellow and purple cards. The Elsa and Mickey Mouse deck gets the red and blue cards.

OFFICIAL RULES
Gateway uses some simplified rules to make it easier to learn how to play. Once you’re comfortable with the game, 
you may want to use some of the notes below that are part of the official Disney Lorcana game rules.

Altering Your Starting Hand: Before the game begins, each player can alter their starting hand once, beginning with 
the first player. (Usually a player does this if they don’t have very many cards with inkwell icons {C} on them or if 
too many of their cards have a high cost.)  To do this, put any number of cards from your hand on the bottom of your 
deck without revealing them. Then draw cards until your hand has 7 cards again. Finally, reshuffle your deck.

Ink & Act: Steps 4 & 5 of the turn are combined into what’s called the “Main Phase.” That means you don’t have to 
add a card to your inkwell before doing anything else—you can add it later in your turn, such as after playing cards, 
questing, or challenging.

Running Out of Cards: If your deck runs out of cards, you lose the next time you would need to draw a card—and your 
opponent wins.

That’s everything you need to know to play! Once you’ve finished your first Disney Lorcana game, 
it’s time to explore the realm—and unlock some mysteries. When you’re ready to play again, set up a 
new game following the instructions below and open the Guidebook to continue your adventure!
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Scan this code for how-to-play videos, 
frequently asked questions, and more!

©2024
Ravensburger Verlag GmbH 
Postfach 24 60 · D-88194 Ravensburg 
Imported into the UK by Ravensburger Ltd. 
PO Box 515 · Bicester · OX26 9QQ · GB
Ravensburger North America, Inc. 
PO Box 9333 · Seattle, WA 98109 · USA

24
15

30


