“Age of Spades”  Quick Reference Card

2-10 Clubs: Combat Units

2-10 Spades: Combat Modifiers

2-10 Hearts: Achievements (Victory Points)

2-10 Diamonds: Production Points

J, Q, K Clubs: Structure.  Draw 1 extra card.

J, Q, K Spades: Structure.  Each combat modifier card is worth +1.

J, Q, K Hearts: Structure.  Generates 1 VP each turn.

J, Q, K Diamonds: Structure.  May play an extra production and face-down card.

Setup: Remove all 8 aces.  Assign a civilization (suit) to each player.  Deal 7 cards.

To Win: 30 Victory Points

Turn Order:  Each phase starts with the Spades player, then proceeds clockwise.  All players complete each phase before proceeding to the next.

1. Draw Phase.   

a. Each player draws 1 card.

2. Production Phase.  

a. Play 1 facedown card

i. Unit (2-10 Clubs)

ii. Structure (J, Q, K, any suit)

iii. Achievements (2-10 Hearts) 

b. Play 1 production card (2-10 Diamonds)

i. Units and achievements cost their card value

ii. Structures cost 10

c. Turn face-up completed units, structure, or achievements

3. Combat Phase.  Choose 1 player to attack.

a. If target player has no units (2-10 Clubs) then choose one:

i. Gain 5 victory points

ii. Destroy 1 structure

b. Both players play face down combat modifier cards (2-10 Spades)

c. Reveal combat modifiers.  Add unit values + combat card values.  All units of loser are destroyed. 

Civilization Bonuses:

· Clubs: If attacking with 3 or more units, get +10 combat value

· Spades: Opponents can only play one combat card

· Hearts: Achievements worth 3x victory points

· Diamonds: Structures cost 8 production

