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Game material -

.1 3D game scenery lo assemble (see instruction leaflet) Mese- game rules
. 2 melal fencing figure

. 25 playing cards (5x each the values 1 to 5)

. 2 score markers wilh the fiead of the fencing figures

. 2 cardbeard shart rules

. 1 mini-artbook by Pierd, the illustrator of this game
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Game objective

e game is played over several baitles (rounds). The first player lo win 5 battles is the winner.
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Game preparatien A5 e |

Al the beginning of each game round, the following actions are performed: g
. ‘Each player places Tus fencing figure at one end of the fencng track (playing field 1 or 23).
Tf the 3'D game scenery is used, the players sit next to each othier: The player of the
right-fianded. fencing figure on the right side fplaying field 23) and tfie player of the
left-handed fencing figure on the left side (playing field 1). if played exclusively on the back
side of the fencing track, the players sit oppesile each otfier and clicose thie side of the end
closest to themselpes. _
. The 25 playing cards are shuffled. "Cach player takes 5 cards in Tis fiand. The remaining
playing cards are placed as a face-down draw pile neat te the game board,
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The players agree on who will start the first round. Afler that, the starting player changes for
each new game round.

Within a game round, the players play alternately.
Standard rules
The player whose turn it is /:r!a s one or more cards le

Jneve Tis fencing [fec‘e eithier forward or backward) or
Ao make an attack.

The cards played are all placed face up on the discard pile so that enly tie lop card is visible.
Mt is not allowed to searchi these discarded cards.

(OO LINOT).

Tlowever, at any peint during the game, it is allowed te count the cards in tfe discard pile.
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‘Mowing the fenang figure on the fenanag track

1. The player whose twmn it is chooses one of fis playing cards and moves Vs fencing figure
on the fencing track exactly by the value indicated on the card (see Tigure 1), The player
can decide whietfier fie moves fus fencing piece on tie fencing track forward or backwards.

Altention: A fencing figure may net leave tfie fencing patfi (neitfier when moving forward nor backward),
nor mayy it enter e squicre with the opponent's fencing piece, ner may it jump over e appenent's fencing piece.

Tigwre 1: The right fencing figure moves ifree-squares forward (te the lefl) using the card with the value 3.
2. After a player plays fiis card, fis twimn is over* and fie fills fis fiand up to 5 cards.
‘Making a direct attack

Tnatead of pf;.rﬁu a card o move your fencing piece, it is possible to attack youwr opponent.
In this case, the [encing piece is nol moved.

1. play ene er mere cards

A player performs a direct attack by playing a card with exactly the value thiat corresponds te
the number of squares that both fencing pieces are separaled from each olfier.

Thie attacker can alse play several cards of the same value for a stronger attack (see Figure 2).
Howeuver, the fencing piece never moves: it ls an attack, nel a movement.

Fguwie 2: The left fencing prece (field 8) altacks the right fencing piece ffield 13) with two cards of value §

Afler the player fias played fis destred cards, Vs twrn is over, e fills fiis fand up to 5 cards.




SR 2. parry the opponent in tfie event of an atiack.

The eppenent now fas the opportunity to parry the attack: Te do tfis, fie must play the same
number of cards (of the same value) as fiis opponent.

Tactical nete: Tt is never passible to parry an altack of thiree cards or more, because there
are only five cards of the same value.

Tmportant: After a parry, e fland is never replenisfied. The round continues divectly. Only te attacker may
replenisit fits Rand at the end of Ris turn.

Example: Uf the attacker fias played twe cards with a value of 2, fits opponent may
perform a painy by playing twe cards of value 2. Tle fias only three cards left in fis fiand
to make fis own move,

U a player fails te parvy an attack, fie is hit and immediately loses the battle (the game round).

Go directly to the section “End of a game round’ if you do not want to use tfie
Advanced rules (altfiough we recommend you lo use the advanced rules),

Advanced rules gﬁ@ﬁlg recommended)

As described, the standard rules provide for two possible actions:

1- ‘Mouving your own fencing piece (forward or backward).
g e ey : : -
2- Perfornung a direct attack.

Tor advanced players there is a third eption which makes tfie game meore tactical and dynamic.

3- Performing an indirect allack.

In this case, several cards are played, whereby:
. using exactly one card, the fencing piece is moved forward (and not backward) and then
. altacking the eppenent with one or mare cards of e same value during the same move
(see figure 3).

‘Example: U the lwo fencing pieces are eight squares. apart, a player can play a card of value 3
to move three squares forward and then play twe cards of value 5 in the same twrn for an
attack (dwring the attack, the fencing piece remains slationary as usual),

Figure 3: The fencing figure on ifle r.f}g.f:'f perfarms an indivect altack (it moves forward by a
!

card of value 3 and then atfacks with twe cards of value 5).




L) ‘3 The player wheo was attacked now hias twe eptions to defend fiimself: 4

i~ ‘te can parry the attack according to tie standard rules (in tfie given example fie fias to
play twe cards.of value 5). After the parry, the attacked player performs fis tiun nermally
by moving forward or backward, or performing a direct or indirect altack.

s fiand s replenishied only at the end of fils twrn (and net imimediately after the parry).

ii- The pﬁyw- may evade. the attack ;{;? moving backwards on the fencing track.

The attacked g&xzflj plays a card and meves the corresponding value backwards.
Altention: if the defender evades the attack, fiis move is directly over. A Retreat always
ends the turn of the player evading the attack, This attacked player now draws a card. to
replenish fis fiand. Afterwards hits oppenent (thie former attacker) takes fis tuin.

T mawect atlack.

Impeitant: Ttis possible to parry a divect or an indirect attack, but a retreat ts only possible in the case of
[&

End of a game round
A game round can end in three different wayys:

1. as soon as a player fits an opponent and the epponent cannot parry (or retreat in the
case of an indirect atlack - see advanced rules), fie wine the game round.

2. if a player cannet make ain allowed mouve, fie lases the game round. This is the case if fie
would leave e fencing lane with the cards in fiis hand - by moving forward or backward. -
or if fie would jump over the apponent's fencing piece.

3. if ne player can win the game round in these twe ways, the battle ends, when the last
card is drawn from the draw pile.

Af the player whose tn it is in the last twrn attacks fis oppenent, the epponent may still
parry e attack (in the case of a direct or indirect attack) er retreat (enly in the case of an
indivect attack). Otherwise, the attacked player loses immediately.

1, at the end of the game round, thie battle fias not yet been decided, the winner of the game
round. is determined in the following way:

a) The we players lay the cards ey fiave in their fiands face up, the battle is won by
the player wlio fias the largest number of cards that allow a direct attack. f tfe result
is tied, or there are ne direct attack cards lo compare, the winner is the player whiose
[fencing piece is furthiest along the track (the reference peint is tfie red cenler square 12).
Example: Uf the two players are two spaces apart when the last card is drawn, the

player with the maost cards of value 2 in Vus fiand wins the round.

b) If the defender retreals from an indirect atlack, then the winner is determined by the
player whose fencing piece is furthest along the track . If botfi players fiave advanced
the same distance in the opponent's direction, the game ends in a draw.

U a player wins a game round, fie advances fis marker one space on thie
scortng scale. The first player to reach field 5 wins the game.




