En Garde!

Honorable combat

from a more civilized age!
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For 2 to 6 players ages 10 and up.
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- Components -

85 card deck of En Garde! Cards, Six Player Mats,

Six Poise Markers, these rules

- Setup -


Each player takes a Player Mat and a Poise Marker. Each player starts with 10 Poise. Shuffle the deck and deal each player seven cards. Leave space for a discard pile next to the deck. Randomly choose someone to go first.

- Object of the Game -

To be the last one standing.

- Poise -


Poise is a measure of how calm, cool and collected you are. If you cannot block an Attack using cards, then the Attack will cause you to lose Poise.


As long as you have Poise left, no Attack (no matter how nasty) can finish you. Any attack that brings you to less then one Poise will leave you with No Poise. If you have No Poise, the next Attack that would cause you to lose poise will remove you from the game.


Some cards cost Poise to play. You must pay the Poise cost of the card as you play the card from your hand (even if this puts you at No Poise). However, once you're at No Poise, you no longer have to pay Poise to play cards (you don't care about being calm, cool and collected anymore!)


- On Your Turn -

Discard and Draw


At the beginning of your turn, you may discard any (or all) cards from your hand.  


Draw cards from the deck until you have seven cards in your hand. You may not play any cards until you have finished drawing cards. If you draw the last card in the deck, shuffle the discard pile and use this as the new deck.

Playing Cards


On your turn you may initiate one Exchange and play any number of Item and Poise Restoration cards. (Off your turn, you may only play cards if you're attacked)

The Exchange


To begin an Exchange, play an Attack against another player. During the Exchange, opponents alternate, each playing one card (either Block, Response or Fancy Move). If a card says that you can play additional cards, you may do so.


The Exchange continues until one of the players does not, or cannot, play a card when it is their turn. This ends the Exchange. Some cards will also end the Exchange.

The Field: During the Exchange, the playing area is called the Field.


Attacks: An attack is made up of one Attack card and any Attack Enhancement cards played with it. You may play any number of Attack Enhancements with an Attack, as long as no two are the same.  


To attack someone, place an Attack card on the Field, with the top edge of the card facing toward your opponent. Place any Attack Enhancements in a column, extending from the bottom edge of the Attack card.


At the end of the Exchange, unblocked Attacks on the Field will reduce your opponent's Poise, as stated on the card. Some Attacks and Attack Enhancements have additional effects.  Attack damage and effects are not calculated until the end of the Exchange.


Responses: Response cards block Attacks. To play a Response card, place the top edge of the Response card against the top edge of the Attack card you want to block. Some Response cards fully block an attack, others only give Defense (reducing the damage of the attack it is blocking.)



Press Attack: Press Attack cards are used to remove Response cards from the Field. To play a Press Attack card, discard both it and one Response card that blocks one of your Attacks.


Fancy Moves: You may play a Fancy Move card to execute an amazing fencing maneuver. To play a Fancy Move card, follow the instructions on the card and then discard it.

When the Exchange Ends… follow these step in order:

1. Calculate the damage from all Attacks, Attack Enhancements, and Items

2. Resolve the effects of cards that are on the Field (such as Disarm, etc.)

3. Calculate Defense (from cards, and items still in play)

4. Calculate each player’s Poise loss, and move Poise Markers.

5. Discard all cards used in the Exchange

- Item Cards -


An Item card can cause your Attacks to do more damage or give you Defense (reducing the damage of attacks against you).  Items must be in play at the time of the Exchange to have effect. To put an Item in play, put the card on the Item space on your Player Mat.  You may change your Item cards any number of times, provided that it is your turn and you are not currently resolving an Exchange.  


You may have only one Item in play at a time, and you must discard it before you put another Item into play.  You may choose to discard an Item card, even if this leaves you with no Item in play.


An Item remains in play until you choose to, or are forced to, discard it.


Item bonuses apply to each separate Attack on the field.

For Example:  Main Gauche is an Item with +1 Poise damage and +1 Defense.  At the end of the Exchange, you have two unblocked Attacks on the Field.  With your Main Gauche in play, those attacks each cause an additional point of Poise loss. Or, if there were two unblocked Attacks targeted at you, each Attack would do one less Poise damage to you.

- Poise Restoration Cards -

You may play any number Poise Restoration cards on your turn, provided that you are not currently resolving an Exchange. Regain the amount of Poise indicated on the card and discard the Poise Restoration card.

- Ending Your Turn -

After you play all the cards you want to play, declare that your turn is over. The player to your left goes next.

- Finaly, A Note on how things sound -

Coupe sounds like “coo-pay”

Parry Riposte sounds like “parry repost”

It’s because they are really French words.

Sample Exchange

Geoff's Phase (1): It is Geoff’s turn.  He starts an Exchange by playing a Thrust (2 damage) with a Masterful Strike (+3 damage) against Colleen.  Geoff pays 1 Poise to play Masterful Strike.

- Attack + Attack Enhancement -

Colleen's Phase (2): Colleen plays a Parry Riposte, to block Geoff's attack. Parry Riposte also allows Colleen to play an additional Attack to the field, so she decides to Lunge (3 damage) at Geoff. Colleen pays 2 Poise to play Parry Riposte and Lunge (each cost 1 Poise).

- Response + Attack -

Geoff's Phase (3): Looking at his hand, Geoff realizes he has two options.  He may either play a Coupe to discard Colleen's Parry Riposte which is blocking his Thrust, or he could play a Parry to block Colleen's Lunge. He decides to Parry.

- Response -

Colleen's Phase (4): She plays a Fancy Move card, “Taste My Blade!” This allows her to play an additional Attack to the field.  She plays a Slash (2 damage) that is also a Powerful Strike (+1 Poise).

- Fancy Move + Attack + Attack Enhancement -

Geoff's Phase (5): Geoff would like to block that attack, but has no more blocks so he plays a Coupe to discard Colleen's Parry Riposte which is blocking his Thrust.

- Press Attack -

Colleen's Phase (6): Colleen has no more cards that she wants to play. 

- The Exchange ends -

Colleen loses 5 Poise from Geoff’s Thrust (2 damage) with a Masterful Strike (+3 damage).  Geoff loses 3 Poise from Colleen’s Slash (2 damage) with a Powerful Strike (+1 Poise). Colleen's Lunge is blocked so it does no damage. 

Remember though, Colleen did have to pay 2 Poise during the exchange, because she played Parry Riposte and Lunge. Geoff had to pay 1 Poise during the exchange, for his Masterful Strike. In total, Colleen lost 7 Poise and Geoff lost 4 Poise... ouch!

(see next page)
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