General example involving - |
{BT2-085 Evolving Evil Lifeform Cell} \/

and-{8¥1-107 Cold-Bloodiust} You activate {BT2-085 Evolving Evil
Lifeform Cell}'s [Union-Absorb] and
place an <Android 18>

in your hand under it.
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I Reveal {BT2-085 Evolving Evil Lifeform Cell}
from your hand, pay its energy
cost, and announce that you're going to play it.

@ Evalving EvilLifeform Cell 22

{BT1-107 Cold Bloodlust} is activated {BT1-107 Cold Bloodlust} is activated
Union-Absorb resolves. Union-Absorb resolves.

Union-Absorb rESDIVES.

Whether or not to put a <Cell> into play is decided at
this time, as union-Absorb resolves.
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Paying for {BT2-085 Evolving Evil Lifeform Cell} and attempting to play it.

Opponent activates Opponent doesn't activate
{BT1-107 Cold Bloodlust}. {BT1-107 Cold Bloodlust}.
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You put a <Cell> into play. You don't put a <Cell> into play.
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If you don't decide
to play a <Cell>...

No Battle Card is played off of Union-Absorb .

Union-Absorb

You don't put a <Cell> {BT2-084 Perfect Force Cell} is

into play. put into play, which causes
{BT2-084 Perfect Force Cell}‘s
auto skill to

{BT2-084 Perforce Force Cell} is put
into play off {BT2-085 Evolving Evil
Lifeform Cell}'s Union-Absorb -

*It's now in play in the Battle Area.

Union-Absorb resolves but no
<Cell> is put into play.

Because no card was put into play off
Union-Absorb , {BT1-107 Cold Bloodlust}
effect can't be applied to anything,

and it's placed in the Drop Area. Also,
because the Union-Absorb on {BT2-085
Evolving Evil Lifeform Cell} is not a

Once per turn sKill, it can be activated again.

after

Lounter activat

%, Evolving EvilLifeform Cell =
N vy

[T Union-Absorb

 after
You do put a <Cell> - i 'on =S

S 2 into play.
I The Battle Card == e
nion-Absorb resolves. Because the Union-Absor!
enters play. on {BT2-085 Evolving Evil Lifeform Cell} is not a
. = Once perturn  sKill, it can be activated again.
{BT2-085 Evolving Evil Lifeform
Cell} enters play in the Battle Area.
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Union-Absorb Frasalves, and a <Cell> is put into play. {BT2-084 Perfect Force Cell}'s skills were negated, but because its auto skill

Whether or not to put a <Cell> into play is decided at this time, as Union-Absorb resolves, before:the-eeste-effectrosalved. you-can-atil SeHvats it

and you decide to put {BT2-084 Perfect Force Cell} into play.
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S . 2 : . gat play, and {BT1-107 Cold Bloodlust}'s skill entered pending before the skill negating it
time it enters play. Its @@ skills don't and can't be activated. resolves, negating {BT2-084 Perfect resolved, which means it can be activated.
Force Cell}'s skills.
. @ {BT1-107 Cold Bloodlust}'s skill @ {BT2-084 Perfect Force Cell} 's auto skill is
resolves at the same time negated by {BT1-107 Cold Bloodlust}'s skill and
N {BT2-084 Perfect Force Cell} can't be activated.
enters play. {BT2-084 Perfect
The Battle Card enters play. Force Cell's skils are negated. e \
{BT2-085 Evolving Evil Lifeform Cell} @i 2, () CoEpE 2 ﬁ'ffif%::;::g&::::f:;ﬁ%
enters play in the Battle Area. N / 7 @z Rordntiige ore oM O~
Since {BT1-107 Cold Bloodlust} applies its
effect to played Battle Cards,
its effect is resolved at this time. {BT2-085

Evolving Evil Lifeform Cell} has its skills \ R %

negated at the same time it enters play. Pending Skill haS been
Skill lt be skills can be negated

{BT1-107 Cold Bloodlust}'s skill resolves at the same activatad. activated.

time {BT2-085 Evolving Evil Lifeform Cell} enters play. . e
Evolving Evil Lifeform Cell's skills are negated. I




