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Summon: Look at the top card of the 
deck. You may discard that card.
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Dread Draw™ is a strategy card game of press your luck 
competitive fortune telling.

 

Choose randomly who will go first — that player must 
shuffle all the cards into a Draw Deck and deal ten cards 
to each player, face-down. These cards form each player’s 
Life Deck. You can never look at the cards in your Life Deck 
unless the game or a card effect allows you to. 

The game is played in a series of rounds. During each round, 
players take turns in trying to summon cards. A round 
ends when only one player remains, making that player the 
winner of that round. A new round then begins. 
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At the end of the round, each eliminated player will take 
damage, which is represented by discarding cards from their 
Life Deck. If you are eliminated and have no cards in your 
Life Deck, then you are defeated and are out of the game. 
The last player remaining in the game wins!

 

The player who was randomly chosen to go first takes the 
first turn of the opening round.

On your turn, you must try to summon a card. Initially, 
you’ll try to summon a card from the Draw Deck, but as the 
game progresses you might be able to summon cards from 
your reserves as you accumulate them. 

To summon a card from the top of the Draw Deck, reveal 
that card. If its strength is greater than the strength of 
the last card you summoned, then you’ve successfully 
summoned that card. Place it to the right of the last card you 
summoned. This is known as Escalating. 

If you summoned the card successfully, you may use 
any Summon ability that it may have, though using it 
is entirely optional. 

If the card’s strength is not greater than the last card you 
summoned, then discard the card you drew from the 
Draw Deck, and you are eliminated from the round. 
Discard any other cards you summoned this round.
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After a player summons a card, or fails to summon a card, 
play passes to the player with the lowest total strength 
among their summoned cards. If there is a tie, and the 
current player is one of the tied players, then the current 
player takes the next turn. Otherwise, play passes to the 
next player to your left that is tied for lowest. 

If the Draw Deck runs out of cards, shuffle the cards in the 
discard pile to make a new Draw Deck.

It’s Amanda’s turn to summon a card, and she already has a 
2-strength card she summoned in an earlier turn. She has two 
opponents: one with a combined strength of 6, and the other with 8. 

She reveals the top card of the Draw Deck, finding The Oracle, a 
4-strength card. Because its strength is greater than the last card she 
summoned this round, she successfully summons The Oracle. The 
card has a Summon ability that allows her to look at the top card of 
the Draw Deck and discard it if she wants. 

She places The Oracle to the right of her other summoned card 
and checks to see who to pass the turn to. Her new total strength 
is 6, which ties with another player for lowest total. This means 
that the turn stays with Amanda, and she must summon another 
card. She reveals The Puppet, a 3-strength card. Because this card’s 
strength is not greater than the last card she summoned this round 
(The Oracle), she fails to summon it and cannot play its Summon 
ability. She is also out of the round and must discard all of the 
cards she summoned so far in the round. 



A round ends when only one player remains in the round. 
The winning player adds up the damage values of their 
summoned cards. Each       on a summoned card represents 
a single damage point. Each opponent takes that much 
damage, starting with the player to the winner’s left, and 
going around the table. Once each player has taken their 
damage from their Life Deck, the winner discards their 
summoned cards and becomes the starting player for the 
next round.

Whenever you take damage, draw that many cards from 
your Life Deck and choose one of them to go to your 
reserves. Discard the other cards. 

If you’re out of cards while drawing, you are still in the game 
— you don’t get defeated until you take damage while having 
no cards in your Life Deck. 

If an ability allows you to gain life, put that many cards from the 
Draw Deck on top of your Life Deck without looking at them.

Whenever you place a card in your reserves, put it next to 
your Life Deck so you don’t confuse it with the cards you 
summon during the round. If the card has a Reserve ability, 
you may play it now. 

Whenever you must summon a card, you may choose to 
summon one from your reserves instead of revealing a card 
from the Draw Deck. You can choose any card with strength 
greater than the last card you summoned this round and put 
it to the right of that card. If it has a Summon ability, you 
may play it — play then passes per the normal rules.



LIFE DECK

RESERVE AREA

SUMMON AREA

Cards in your reserves don’t add their strength to your total 
until you summon them. They can be the target of abilities, 
unless that ability specifically targets summoned cards. 

Here is an example of a player’s play area:

 

Most abilities on cards have a keyword that tells you when 
to play that ability. Playing summon, reserve, and aftermath 
abilities are always optional. 

       Summon: Play this when you successfully summon the card.

       Reserve: Play this when the card is placed into your   
 reserves, regardless of where it came from.

      Aftermath: Play this when you are eliminated from a   
 round or at the end of the round that you won. 

      These cards have special abilities that do not fall under   
 any other ability category. These cards are considered 
 to be “always on,” even while they are in your reserves.   
 These abilities are not optional.

Once the game is over, if the winner had any cards left in their 
Life Deck, they use those cards to divine the future. That player 
shuffles those cards and lays them out, face-up, one at a time. 
The first card represents the present, the second represents the 
immediate future, and the rest divine the far future. It’s up to 
the players to interpret what those cards mean.  
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In appreciation of obtaining a first printing of Dread Draw, 
an alternate art version of Domination has been added to this 
game set. During set-up, feel free to either replace one of the 
current Domination cards with this alternate version or add 
it to the game as an additional, powerful Domination card!

Game Design: Ryan Miller
Additional Game Design: Amanda Wolf
Brand Manager: Jason Brenner
Product Manager: Bubby Johanson
Graphic Design: Krista Timberlake
Art Direction: Jennifer Wu
Additional Development: Rob Ford, Robert Partlow
Project Manager: Louise Bateman, Erica Sinatra
Director of Creative Services: Mike Eggleston
President, Upper Deck Company: Jason Masherah
Playtesters: Jason Brenner, Ann DeWitt, Ben DeWitt, 
Jim Flag, Rob Ford, Bubby Johanson, Jordan Robinson, 
Jeni Robinson, Matt Rogers, Alex Sansaver,  
Marcus Sansaver, Riley Sansaver, Ryan Sansaver,  
Mark Shaunessy, Amanda Wolf
Card Art: Allen Douglas, Michele Giorgi, Crystal Graziano, 
Kezrek Laczin, Daniel Landerman, Kathryn Steele, Preston Stone, 
J.P. Targete, Autumn Turkel, Owen William Weber

Dedication from the Game Designer: To my wife and my 
best friend. I’m really lucky that you’re both the same person.



©2017 UDC. 5830 El Camino Real, Carlsbad, CA 92008. All rights reserved. Printed in China.

1) Summon a card from either the Draw Deck or 
 your reserves.
2) If the summon is successful, then you may resolve   
 the card’s Summon ability. Proceed to step 4.
3) If the summon is not successful, then the current   
 player is eliminated from the round, discards all 
 summoned cards and may resolve any aftermath   
 abilities. Proceed to step 5.
4) Add up the strength of your summoned cards.
5) Play passes onto the player with the lowest total   
 strength. If there is a tie, and the current player is  
 one of the tied players, then the current player   
 takes the next turn. Otherwise, play passes onto the  
 next player to your left that is tied for lowest.


