COPPERTWADDLE QUICK REFERENCE GUIDE

· You start with FOUR cards each (or no cards each if both players agree).

· This table tells you WHAT can be played and WHEN:

	TURN STEP
	ACTIVE PLAYER 

(GUARDIAN)
	INACTIVE PLAYER (CHALLENGER)

	1. ENGAGEMENT

(Turn your face-down cards face-up and draw a card from the playing deck)


	No cards can be played
	No cards can be played

	2. CHALLENGING

(The inactive player is allowed a chance to disrupt his/her opponent)


	No cards or abilities can be played, apart from Coppertwaddle (which at this time only stops a FAVOUR from happening)
	FAVOUR cards and abilities on Threlms (which will make those Threlms turn face-down)

	3. EN GARDE

(The main part of your turn where you strengthen your playing area and/or prepare to pinch something from your opponent!)


	1. Put ONE Threlm from your hand into your playing area (remember the special rules for WINDS);

2. Put as many DECLARATIONS as you want on any face-up Threlms in play;

3. Play as many FAVOUR cards as you want (deal with each one one-at-a-time) - these may have immediate effects, or effects that hang around until the end of your turn

4. Use abilities on your Threlms in play (which will make those Threlms turn face-down)

REMEMBER that you can do any, all or none of the above in the order you choose.
	No cards can be played, apart from Coppertwaddle (which only stops a FAVOUR or DECLARATION from happening)

	4. ROBBING

(You only do this step if you've decided to pinch something from your opponent; some Threlms have special powers that only work when you are HERE!)


	Play FAVOUR cards and abilities on Threlms (which will make those Threlms turn face-down) - in a Robbing, these must be done one at a time, first one player then the other; if both of you decline to do anything, check the Power totals, sort out the results of the Robbing and move to step 5.

	5. RESPITE

(Check your number of cards in hand - if you have more than four, then discard some until you have four)
	No cards can be played
	No cards can be played


· Remember that a WIND Threlm can be placed: in a space in YOUR Peasant line, in a space in your OPPONENT'S Peasant line or on top of any face-down Peasant in either your or your opponent's Peasant line!

· Remember that if a Threlm is not allowed to use its POWER during a Robbing, its POWER value must not be included in either the Robber's total or the Defender's total; even if you make its POWER bigger, it still can’t be used!  Its power is NOT zero, so you cannot kill it with Thrust and Parry! (THIS EFFECT LASTS UNTIL THE END OF THE CURRENT TURN)

· Remember to ask your opponent, after you've drawn a card, if they would like to 'Challenge' (see above)

· Remember that if a Peasant Threlm is made into a Noble (or vice versa), it is killed (discarded) if it has no place to 'go to' in the new line. It also dies if the Declaration that makes it now a Noble or Peasant is removed and it cannot move back into a space in the line it originally came from!

