“Age of Spades” Game Rules

Materials:

Poker chips: These represent Victory Points.  The first player to get at least 30 victory points wins the game.  Victory Points are gained by attacking defenseless players or completing “Achievements”.  Use one color of chips for 5 VPs, and another (usually white) for 1 VP.

Cards:  Use 2 standard 52-card decks, shuffled together.  Remove all the aces before play.

2-10 -- Resources

Clubs: Combat units

Spades: Combat modifiers

Hearts: Achievements (Victory Points)

Diamonds: Production points

J, Q, K -- Structures  

All face cards are treated identically (ie, there is no difference between a Jack of Clubs and a Queen of Clubs).  A structure costs 10 production points (2-10 Diamonds) to build in the Production Phase.  Completed structures give you a bonus (varies by suit).  

· Clubs: Draw an extra card each turn

· Spades: +1 to each combat card played

· Hearts: Generate +1 victory point each turn

· Diamonds: May play an extra production card each turn

Civilization Bonuses

Each player gets a unique bonus based on their “civilization”, one of the four suits.  Take one ace of each suit, and deal them out randomly to each player to determine their civilization.  Leave the ace card face up in front of you as a reminder of your civilization.

· Clubs: When attacking with 3 or more units, you get +10 combat value.

· Spades: Opponents can only play one combat modifier card (2-10 Spades).

· Hearts: Achievements (completed 2-10 Hearts) are worth 3x victory points.

· Diamonds: Build structures (face cards) for 8 production points instead of 10.

Setup:

Set aside the 8 aces, and shuffle the rest of the deck.  Randomly assign civilization bonuses (one per suit, represented with an ace).  Deal a hand of 7 cards to each player.  

Turn Order: 

The “Spades” civilization player always goes first, and play proceeds clockwise from there.  On each turn, all players execute the phases in order.  So all players (starting with the Spades civilization player) draw, then all players produce, then all players resolve combat.  

1. Draw Phase. 

All players draw one card.  There is no maximum hand size.  

Draw an additional card for each completed Clubs structure (face card) a player has.

Gain one additional Victory Point for each completed Hearts structure a player has.

2. Production Phase.  

Each player may play one unit (2-10 Clubs), achievement (2-10 Hearts) or structure (face cards of any suit) card face-down to the table.  Each player may also play one production card (2-10 Diamonds) to any face-down card.

Face-down cards cannot be used until they are “built” by having a sufficient number production points (2-10 Diamonds) played on them.  Production cards are played face up, on top of face-down card they are contributing to. Production cards can be played on any face-down card, not just the card placed this turn.  

The cost for each card is the same as it’s rank (2-10 Clubs / Hearts) or 10 for all structures (face cards).  A card is completed when it has a sum of production points (2-10 Diamonds) assigned to it that equals or exceeds its cost.  Completed units (2-10 Clubs) or structures are turned face up, and can be used immediately.  Completed achievements (2-10 Hearts) are replaced with an equivalent number of victory points and then discarded.  All production cards on a unit, structure, or achievement are discarded when completed.

A player may also simply pass, playing no cards at all in the production phase.

Play an additional face-down card and production card for each completed Diamonds structure (face card) a player has.

Achievements are worth 3x their value in victory points for the Hearts player.

Structures (face cards) only cost 8 production points to build for the Diamonds player.

Production Example:  William (Spades), Charlemagne (Diamonds), Joan (Clubs), and Ghengis (Hearts) are all playing.  William is the Spades player, and thus goes first.  He plays a card face-down, then plays a 5 of Diamonds on top of it.  He then reveals the face-down cards as a 5 of Hearts, claims 5 victory points, and puts both cards in the discard pile.  Charlemagne passes.  Joan already has a face-down card from a previous turn, with a 2 of Diamonds on it.  She plays a 5 of Diamonds to that same card, then turns it face up, revealing a 6 of Clubs, a unit she can attack with in her next Combat Phase.  Ghengis passes, and the Production Phase is over.  All players then proceed to the Combat Phase.

3. Combat Phase.

If you have face-up units (2-10 Clubs), you may pick a target player to attack.  

If the targeted player does not have any units, you may destroy (place in the discard pile) one of their one of their completed structures, OR you may claim 5 victory points.  

If the targeted player has units (2-10 Clubs), your units fight.  Sum the total strength (card rank) of all units owned by each player.  Both players commit any number of combat modifier cards (2-10 Spades) face down, and then reveal them simultaneously. Combat modifier cards played in this fashion are added to your combat bonus (value equal to their rank).  All units belonging to the side with the smaller total combat value are destroyed and placed in the discard pile.  Defender wins ties.  

Combat modifier cards (2-10 Spades) do not have to be built during the production phase.  They are played directly out of the hand of both players at the time of combat, and affect only that one combat.  At the end of combat, all combat modifier cards are discarded.  

Each combat modifier card is worth +1 for each Spades structure that player controls.

When fighting against the Spades player, only ONE combat modifier card may be played in a particular battle.  This ability applies regardless of whether the Spades player is attacking or defending.

Whenever the Clubs player declares an attack, and controls at least 3 completed units (2-10 Clubs), his combat value is +10 above and beyond the normal sum of unit values and combat modifier cards.

Combat Example 1:  Joan has 1 unit, a 6 of Clubs.  Ghengis has no units.  It is Joan’s combat phase, and she names Ghengis as the target player.  Because he does not control any units himself, he is defenseless.  Joan gets 5 victory points.

Combat Example 2:  Joan has 2 units, a 6 of Clubs and a 4 of Clubs.  Charlemagne has one unit, a 5 of clubs.  It is Joan’s combat phase, and she chooses to attack Charlemagne.  Joan plays 1 card face down in the center, while Charlemagne plays two.  They both flip over their cards.  Joan has played a 3 of Spades, for a total combat value of 13 (6 + 4 + 3).  Charlemagne, however, playes a 9 of Spades, for a total combat value of 14 (5 + 9).  All of Joan’s  units are destroyed and placed in the discard pile, along with all the combat modifier cards played by both players.

