My Hero Academia
YOUR BEST MEMORY

Players: 3~5 people Play time: about 20 minutes Recommended Ages:10 years and up
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“My Hero Academia YOUR BEST MEMORY” is!

"My Hero Academia: YOUR BEST MEMORY” is a game where you collect characters' greatest
moments and memories from their time at U.A. High School to create the ultimate album.

Create your perfect album in two steps: Battle it out for memory cards in the "Acquisition Phase"
, then create your original album using the cards you gathered in the "Collage Phase"!

51252 Acquisition Phase

Select a group using the Action Cards and compete with another in a free-for-all for your best
memories! However, if you choose the same card as someone else, you won't receive anything!

~A>iar) Collage Phase

Arrange the memory cards you’ve gathered and compete for points!
You can score bonus points by connecting cards of the same category (e.g.A)!

Acquisition Phase Collage Phase

I When an Conclusion Card
comes out from the deck,
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r—LD#MEFIE Game Preparation Instructions

@DShuffle the Memory cards (Large) and Memory cards (Small) separately to create two draw
decks. Since each card features different scenes on both sides, be sure to mix the faces of the
card as well.

@Divide the Memory cards (Small) deck roughly in half and insert the Conclusion Card in
between before putting it back together. (The closer the Conclusion Card is to the top of the
deck, the quicker the game will end. Feel free to adjust this as you become more familiar with
the game.)

@ Place four Group Cards side by side horizontally, then draw one large memory card from the
draw deck and place it below each Group Card, one by one.

@Place the Plus Ultra Card within reach of all players.

(®Deal each player a set of 5 Action Cards of the same color, labeled “ACTION,” along with one
Summary Card. The set of Action Cards consists of an H, E, R, O Card, and a SMASH Card!
Any remaining cards will not be used.

BUvHA—F®D R H7- How to Read Memory Cards

Memory Cards contain points and categories that determine the outcome in the Collage Phase.
Each card has different scenes depicted on both sides, but the points and categories are the
same.

Memory Scene

Character Name, etc. EEEEEEEEE
SA




-Points: Memory cards (Small) are worth 1 to 3 points, while Memory cards (Large) are worth 4
to 6 points. The player who collects the most points wins the game.

- Categories: There are four types: A to D. In the Collage Phase, you will receive bonus points if
you connect and arrange cards of the same category.
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71742 Acquisition Phase

Gather Memory Cards to create the ultimate album! Be careful not to choose a group that
overlaps with someone else!

HO oD F Acquisition Phase Flow

step(Everyone selects one Action Card from their hand and places it face down.
step@Reveal cards simultaneously and check the results.

If you are the only one to play that card — Success: You receive a Memory Card.
If someone else played the same card — Conflict: You do not receive a Memory Card.
If everyone result in having a conflict — Plus Ultra: Free for all for the Plus Ultra Card.

Once step® is completed, replenish the Memory Cards and return to step(. If a Conclusion
Card is drawn, proceed to the Collage Phase!

DI DHER Acquisition Results

If you are the only one to play that Action Card:
— Success: You receive all Memory Cards from that group. (If you use a SMASH! Card and
someone else has a "Conflict", you receive that group’s card.

Playing the same Action Card:
— Conflict: You do not receive any Memory Cards. This applies when also playing SMASH!
Card and you and another player have a conflict, with neither of them receiving a card.

If everyone has a conflict:
— Plus Ultra: A free-for-all where the first player to touch the PLUS ULTRA Card receives all
Memory Cards from a group of their choice.

Always keep all the cards you received face-up in their original orientation when placed in front
of you (do not arrange them yet).
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Examples of Success and Conflict

Player 1: Successfully played H Action Card alone, so they will receive all Memory Cards from

the H group.
Players 2 and 3: Both played E Action Card, resulting in a "Conflict"! Neither of them will receive

any Memory Cards.

Player 1 Player 2 Player 3

Player 1: Success: Receives all Memory Cards from the H group.

Player 2 : Conflict: Did not receive any Memory Cards because they played the same E card as
C.

Player 3 : Conflict: Did not receive any Memory Cards because they played the same E card as
B.




P10

SMASH!

"SMASH?!” is a special Action Card. If someone else is in "Conflict", you will receive the Memory Cards
from that group. If no one is in "Conflict", you won'’t receive anything. Of course, "SMASH!” players can
also conflict with each other.

Even if there are multiple "Conflicts", you can only choose one group.

Example of SMASH!

Since both Player 1 and 2 played the H Action Card, C will receive all Memory Cards from the H group
when using a SMASH! Card.

GROUP

GROUP

=
|
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Plus Ultra

Plus Ultra occurs only when all players are in 'Conflict.' The first player to quickly touch the Plus
Ultra Card while shouting 'Plus Ultra!' gets to choose one group and receive all its Memory
Cards.

However, if you preemptively touch the Plus Ultra Card, you must choose one of your Memory
Cards and return it to the bottom of the deck.

Example of Plus Ultra

Players 1 and 2 played the 'H' Action Card, while Players 3 and 4 played the 'E' Action Card,
resulting in a "Conflict" where no one received any Memory Cards. Player 1, noticing this
quickly, goes to touuch the Plus Ultra Card.

Plus Ultra Card

~ Plus Ultra! )
H \ E |\ R l\ O|

L L

Player 1

Player 1 Player2 Player3 Player4
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Bl \HA—F D% Replenishing Memory Cards

After each round of the Acquisition Phase, add one Memory Card from the draw deck to each
"Group", alternating between large and small cards. Memory Cards (Small) will be added first.
This means "Groups" for which the cards have not been taken will continue to accumulate
Memory Cards. However, "Groups" that already have a total of 5 cards, regardless of size, will
not have cards added any further.

Finally, return the used Action Cards to your hand and proceed to the next round of the
Acquisition Phase.

Example of Replenishment

In the previous Acquire Phase, Memory Cards (Large) were arranged, so | replenished each
"Group" with one Memory Cards (Small). The 'H' group already had 5 Memory Cards, so no
cards were added to the 'H' group.

GROUP GROUP
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A argA To Start Collaging

If a “Conclusion Card” is drawn from the draw deck during the replenishment of Memory Cards, do not
add any further cards to a "Group" and proceed to conduct Acquire. After that, move on to the Collage
Phase.

Review of the Game Flow

Acquisition Phase

Place Action Cards face down

l

Reveal cards simultaneously & check the results and act accordingly

!

Re-stock Memory Cards under each Group

| If a Conclusion Card is drawn from the deck

Collage Phase

Arrange Memory Cards
1

Calculate scores
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A>ar) Collage Phase

Arrange the Memory Cards you obtained during the Acquisition Phase to create your album!
The player with the most points from arranged cards and bonus points wins.
You will arrange your Memory Cards according to the following rules (there is no time limit).

A2 a7 M JL—)L Rules for the Collage Phase

DArrange within a 3x3 grid

-Treat a Memory card (Large) as 1x1 size. Two Memory Cards (Small) count as one Memory
card (Large).

Any leftover cards do not contribute to your score.



@Arrange the cards
Players must arrange the cards while keeping them face-up and in the same orientation as
when they were received, without flipping them over.

(@Arrange in the correct orientation
The points must be in the bottom right corner.

The total points from the arranged Memory Cards and category bonuses will be your album
score (use a calculator or smartphone for the calculations).

HT31DAR—F R Category Bonuses

You will receive the following bonus points for linking a set of Memory Cards of the same
"Category":

Number of Linked Cards Bonus

1 card 0 bonus points
2 cards 1 bonus point
3 cards 3 bonus points
4 cards 6 bonus points
5 or more cards 10 points

> Even if you linked more than 5 cards of the same category, the bonus points you earn from it
don't exceed 10 points.

Example of an Album Score Calculation

the Memory Cards
themselves: 41 points

+

Linked Bonuses:
14 points

¥

Total: 55 points!!
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T—LD¥E Y End of the Game

Once everyone has completed their albums, compare the scores, and the player with the highest score is
the winner!

In case of a tie, celebrate each other's albums and share the victory.

It's also a great idea to announce your titles and concepts of the album to each other.

Take a photo of your finished album and share it with #HeroMemo!

FAQ

Q. In a 5-player game, if | play the SMASH! Card while the remaining 4 players each play the
same card in pairs, can | receive Memory Cards from both groups? (For example: 5 player
game, each player places H, H, E, E Action Card, and | play SMASH! Card etc.)

A. No, you cannot. With "SMASH!", you select one "Group" out of the "Groups" in "Conflict" to
receive Memory Cards from.

Q. What should we do if two or more players touch the Plus Ultra Card almost simultaneously,
and we can't determine who is faster?

A. In that case, no one will take Memory Cards. So replenish the cards under each "Group" and
move on to the next round of Acquire.

Q. During the Collage Phase, | connected 4 cards from Category A and 3 cards from Category
A. Can | receive bonus points of 6 and 3 respectively?
A. No, you cannot. You can only receive the bonus for the same category once.

RNZA# Contents

Memory card (Large)x60
Memory card (Small)x60
Group cardx4

Action cardx25
Conclusion Cardx1

Plus Ultra cardx1
Summary cardx5
Rulebook (this book)



