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Feud

An Epic Battle Game Played with Two Regular Packs of Cards

You are the master of a small kingdom, and…

…an adjacent kingdom has offended you with all arrogance.  You mean to crush them for their impudence.  Or…

…another kingdom has invaded your lands, pillaging and burning your villages – killing your loyal subjects.  You set out to destroy such vile fiends!  Or…

…the vie for the throne is heated.  Amongst many hopefuls, it has come down to two powerful masters:  you and your hated cousin.  The battlefield is set, and whoever prevails will become the new Ruler of the Known World.

Regardless of the story you set for this game, you are about to commit yourself to a most deadly FEUD.

Introduction

Feud is all about combat.  It is about warfare – the weaponry, the armor, the tactics, the respite, the strengths and weaknesses of participating warriors, and the suspense and mystery of an unknown outcome.  A typical game can last anywhere from ten minutes to two hours.  It is for two players, and, best of all, Feud is played with two standard decks of playing cards!  This makes Feud cheap!  And sometimes free, (the best kind of game), if you already have the cards lying around.

Feud is initially quite complex.  No one can master the concepts of Feud by playing just a few games, let alone the subtleties.  Once you have played it enough though, you will not only find it enjoyable, but rather simplistic and easy. 
To ease new players into the game, a set of Basic Rules is outlined first.  Play several games of Feud with the Basic Rules.  One you have grasped them soundly, the Advanced Rules will bring the true excitement of Feud to light.  Though we have called them “Advanced” rules, they are just an extension of the Basic Rules, and complete the game’s symmetry.  If you find yourself having fun with just the Basic Rules, or Basic Feud, no worries!  Many people enjoy Basic Feud more than Advanced Feud, or True Feud.  But we urge you to try out True Feud if you have enjoyed Basic Feud, especially if you like games with higher degrees of skill and lesser degrees of chance.

Basic Rules

(Basic Feud)

What you need

1) Two players.  Feud is a one on one game of war.

2) Two packs of playing cards, two jokers apiece.

3) 10-15 Markers (pennies, buttons, tacks, etc.)

The Cards

Each player has a standard deck of playing cards, replete with two jokers, for a total of 54 cards each.

The players divide their decks into two piles – the first pile is called the Army Deck, and the second pile the Action Deck.

The Army Deck has a total of 12 cards, and consists of four Jacks, four Queens, and four Kings.  A card in the Army Deck is called a Unit Card, or Unit.  An army is made of units, or different people who actually do all the fighting.  Jacks are like soldiers, Queens like warriors, and Kings like hardy knights.  All twelve of them are Unit Cards in your Army Deck.  Unit Cards are used one at a time, in sequential order, to fight in combat.  Only one Unit fights at a time.  When the current Unit dies, it is replaced by the next Unit in the Army Deck.  At the beginning of the game, your Army Deck is shuffled and placed face down in the Army Deck position.  (See Layout below.)

The Action Deck has a total of 42 cards, and consists of all the cards from Ace to Ten, plus two Jokers.  The Action Deck contains two types of cards – Strike Cards (or Strikes), and Item Cards (or Items).  These are placed face down and shuffled on the Action Deck position.  (See Layout below.)

Strike Cards are all the cards from Three to Nine.  A Strike Card represents an attack – a Strike – that your current Unit uses to fight the opposing Unit.  The numerical value of the Strike Card is the strength and skill of an attack or Strike.

Item Cards are Aces, Twos, Tens, and Jokers.  Item Cards are used to augment and boost your current Unit, and have important strategic effects.

The Layout

Both players sit facing each other, with a sizable playing surface between them.

Fig 1.1:  Feud Layout


At the beginning of Feud, your Army Deck and Action Deck will be full.  The Army Discard, Action Discard, Current Unit, and Action Columns will all be empty.

The Round

1) Each player reveals the top Unit from their Army Deck, and places it in the Current Unit position as in Fig 1.1.  

2) Each player draws six Action Cards from their Action Deck into their hand.

3) Each player arranges their six Action Cards in their six Action Columns, face down.

a. Only Strike Cards and Tens may be placed in Column One.

b. Aces, Twos, and Jokers may only be placed in a column if any preceding column contains a Strike Card (3-9).

c. If your hand contains no Strike Cards (extremely rare), return your hand to the Action Deck and reshuffle it.  Draw six new cards.  Repeat this any time you draw a hand with no Strike Cards.

4) Combat begins!  Both players reveal the Action cards in Column One. 

a. The Unit with the highest card wins.  One Marker is placed on the losing Unit to signify damage.  If the winner beats the loser by 6 or more, two markers are placed on the losing Unit.  This does not happen in a trump situation.  (See The Strike Cards below.)

b. If the cards tie, nothing happens.

5) The players then repeat Step 4 with Column Two, Three, Four, Five, and Six.

6) Move your six Action Cards from the columns into the Action Discard position, face up.

a. If your Action Deck is empty, or does not contain enough cards, turn over your Action Discard pile, shuffle it, and place it face down on the Action Deck position.

7) Tally up the Markers on each Unit

a. A Jack with 3 Markers is killed.

b. A Queen with 4 Markers is killed.

c. A King with 5 Markers is killed.

d. A killed Unit is placed in the Army Discard position, and a new Unit from the Army Deck is placed in the Current Unit position.

i. If no Units remain in the Army Deck, that player loses.

e. Units retain any Markers into the next Round.

f. Players receive points equal to 10 X the number of Markers on an enemy Unit at the end of the Round.  If a Unit is killed, the winning player receives 15 X the number of Markers on the killed Unit.

8) If no one has won the game, return to Step 2.
Fig 1.2:  The Round

When all of the columns are revealed, the Round ends.  Thus, a Round consists of six Turns – one Turn for each column.

Note that Units are not killed in mid Round.  If a Jack has three Markers by turn 4, he is not removed until turn 6, because he may have a chance to heal himself before the end of the Round.  (See below.)

If both players simultaneously lose both of their last Units in the game, whoever has the most points wins.  If both have the same amount of points, the Feud is a draw.

The Strike Cards

Strike Cards represent the skill and strength of one turn’s attack by the current Unit.

A Strike Card that is the same color as the current Unit grants the Unit a Superior Strike.

A Strike Card that is the same suit as the current Unit grants the Unit an Ultimate Strike.

A Strike Card that is the opposite color as the current Unit grants the Unit a Normal Strike.

In combat, 

1) A Superior Strike always beats (trumps) a Normal Strike, regardless of the numerical value of the Strikes, unless the Normal Strike is the same suit as the Superior Strike – in this case, the numerical value of the Strikes decides the outcome.

2) An Ultimate Strike always beats (trumps) Superior or Normal Strikes, regardless of the numerical value of the Strikes, unless the Normal or Superior Strike is the same suit as the Ultimate Strike – in this case, the numerical value of the Strikes decides the outcome.

3) Opposing Strikes of the same type (Normal vs. Normal, Superior vs. Superior, Ultimate vs. Ultimate) are decided by the numerical value of the Strikes.

Examples:

	Joe’s Setup
	Jill’s Setup
	

	Current Unit
	Strike Card
	Current Unit
	Strike Card
	Outcome
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	Joe attacks with a Normal 5.  Jill attacks with a Normal 3.  Jill’s King suffers one Marker of damage.  
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	Joe attacks with a Normal 9!  But Jill attacks with a Superior 4, and thus trumps him.  Joe’s Jack suffers one Marker of damage.
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	Same scenario as above.  Joe attacks with a Normal 9.  Jill attacks with a Superior 4.  Normally, Jill would trump Jack, but the Strikes are of the same suit, so the outcome goes to the numbers.  Joe hits Jill’s King for one Marker of damage.


Fig 1.3:  Strike Card Examples

A simple way of looking at it is in three steps:

	First 
	Second 
	Third

	any opposing Strikes that are of the same suit are determined by numerical value

(same suit)
	if opposing Strikes are not of the same suit, but are the same type (Normal, Superior or Ultimate), they are determined by numerical value

(different suit, same type)
	if opposing Strikes are not the same suit, and not the same type, they are determined by trump.  Superior trumps Normal, and Ultimate trumps Superior or Normal.
(different suit, different type)


Fig 1.4:  The Way of Striking
The Way of Striking

This process of outcomes is called the Way of Striking, and is the most important and fundamental thing to grasp in Feud.  If you can get a firm understanding of the Way of Striking, you’ve jumped the highest hurdle.

In fact, play Basic Feud with just the Strike Cards (3-9) in your Action Deck.  Leave out the Item Cards for now, (Aces, Twos, Tens, Jokers).  Play a few games or a few hands, until you know the Way of Striking fairly clearly.  

Have fun!

The Item Cards

Item cards are put into play to boost your Unit’s strength and skill, heal them of their wounds, and twist the game to your advantage.  Units have at their disposal Armor, Weaponry, Healing, and Fate.

The Way of Order

Item Cards may only be put into play after a Strike Card has already been put into play.  This means that you may only place an Item Card in a column if any preceding column contains a Strike Card.  The exception to this rule is the Ten (Healing), which may be placed in any column.  The Way of Order generally means that Aces, Twos, and Jokers can never be placed in Column One.

	Item Card
	Meaning
	Effect

	Ace
	Armor
	This turn’s attack strength is equal to the last Strike’s numerical value.  If you lose this turn by 3 or less, shrug off the damage:  your armor has saved you.

	Two
	Weaponry
	This turn’s attack strength is equal to the last Strikes numerical value +2.

	Ten
	Healing
	This turn is an automatic tie.  Remove 1 Marker from your current Unit.

	Joker
	Fate 
	This turn’s attack strength is equal to the last Strikes numerical and suit value.  The opposite of the outcome happens.


Fig 1.5:  Item Cards

The Way of Dependency 

At every column (turn), your Unit always attacks the opposing Unit, unless you have played a Ten.  If you play an Ace or Two, this column’s attack is equal to the numerical value of the last Strike Card you played.  The suit for this column, however, is the suit of the Ace or Two.  If you play a Joker, this column’s attack is equal to the numerical and suit value of the last Strike Card you played.  It is in this way that your Items depend upon the previous cards you have played.  This is called the Way of Dependency, and it implicates specific strategies for card placement.

Examples:

	Current Unit
	Item Card Played
	Last Strike Played
	Outcome
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	ARMOR:  This turn’s attack strength is equal to the last Strike’s numerical value.  So 6.  But the suit for this turn is the suit of the Armor:  Clubs.  So this turn’s Strike is an Ultimate Six.  If you lose this turn by 3 or less, shrug off the damage!
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	WEAPONRY:  This turn’s attack strength is equal to the last Strike’s numerical value +2.  8.  The suit for this turn is the suit of the Weaponry:  Diamonds.  So this turn’s Strike is a Normal Eight.
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	FATE:  This turn’s attack strength is equal to the last Strike’s numerical and suit value.  So this turn’s Strike is a Normal Six.  Reverse the outcome of this column.


Fig 1.6:  Item Card Examples

The Joker - Fate

A column with a Joker uses the total value of the last Strike card for its attack strength.  If a seven of Hearts preceded a Joker, a Jack of Diamonds attack strength with the Joker would be a Superior Seven.

But the Joker is Fate, and reverses the outcome of a column.  So if Joe’s Unit was supposed to hit Jill’s Unit, Jill hits Joe’s Unit instead.  If Jill was supposed to heal her Unit (see Tens below), Joe’s Unit would be healed instead. 

If a column with a Joker is a tie, the column remains a tie.

In Basic Feud, if a column contains two opposing Jokers, they cancel each other out.

Ten – Healing

A Ten is Healing.  The outcome of a column with a Healing is an automatic tie.  The Current Unit with the Healing removes a number of Markers based upon the suit of the Healing in relation to the suit of the Current Unit.

	Healing Related to Unit
	# of Markers Removed

	Opposite Color
	1

	Same Color
	2

	Same Suit
	3


Fig 1.7:  Healing

A Healing of the opposite color of your Current Unit is called a Normal Healing.  A Healing of the same color is called a Superior Healing, and a Healing of the same suit is called an Ultimate Healing.

Units are never removed in the middle of a Round, only at the end, even if they have enough Markers to warrant defeat.  This is because a Unit may have a chance to heal itself before the end of the Round.

Aces and Twos – Armor and Weaponry

Armor and Weaponry of the same color as the Current Unit are called Superior Armor and Superior Weaponry.  Armor and Weaponry of the same suit as the Current Unit are called Ultimate Armor and Ultimate Weaponry.  Armor and Weaponry of opposite color to the Current Unit are called Normal Armor and Normal Weaponry.

Putting it All Together

Now to fit the pieces of the puzzle, and play a real game of Basic Feud.  

Shuffle all your Item Cards into your Action Deck, so it is full of both Items and Strikes.  Play a few games with the Items involved, remembering the Way of Striking, the Way of Order, and the Way of Dependency.  Rely upon Fig 1.2: The Round, referring to it until the process becomes easy.  Tally your points.  Smoke your opponent.  Play to win!

Sample Round

	Player One
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	Column One
	Column Two
	Column Three
	Column Four
	Column Five
	Column Six
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Player Two


Fig 1.8:  Sample Round

Column/Turn One:

Player One’s Queen has an Ultimate Eight Strike.  Player Two’s Jack has an Ultimate Six.  Since the Strikes are of different suits, but of the same type (Ultimate), the highest numerical value wins.  In this case, Player Two puts a Marker on her jack.

Column/Turn Two:

The Queen has Armor, which depends upon her previous Strike.  Her Strike is the numerical value of the last Strike (8), and the suit of the Armor (Diamonds).  So she has a Normal Eight Strike.  The Jack has an Ultimate Nine.  Normally, the Jack’s Ultimate would trump the Queen’s Normal.  But since both Strikes are the same suit, the highest number wins.  Player One loses, and would usually put a Marker on his Queen, but he lost the turn by 3 or less with Armor.  Armor saves him in this instance, and he shrugs off the damage.

Column/Turn Three:

The Queen has an Ultimate Four Strike.  The Jack has a Normal Seven Strike.  Normally, an Ultimate Strike trumps a Normal Strike.  But since these Strikes are of the same suit, the highest number wins.  So Player One puts a Marker on his queen.

Column/Turn Four:

The Queen has a Normal Three Strike.  The Jack has Weaponry.  So he takes the numerical value of his last Strike (7), adds 2 to get 9, and the suit of his Weaponry (Hearts), to develop a Superior Nine Strike.  Since both Strikes are of the same suit, the highest number wins.  Player One places two Markers on his Queen, as he was beat by 6 or more.

Column/Turn Five:

The Queen has a Superior Six Strike.  The Jack has a Normal Five Strike.  Since both Strikes are the same suit, the highest number wins.  Player Two places a second Marker on her Jack.  

Column/Turn Six:

The Queen has a Superior Healing.  The Jack has an Ultimate Eight.  The turn is an automatic tie, and Player One removes two Markers from his Queen.  Though the Jack had a very high Strike (Ultimate Eleven is the highest), the Strike was nullified by the Healing.  Healing is not only good for recouping your Units, but also for blocking high powered Strikes.

Tally Up:

At the end of the Round, the Queen has one Marker remaining on her.  Player Two receives 10 points for this.  The Jack had two Markers remaining.  Player One receives 20 points for this.

Restart:

Both players move their used Action Cards from the columns to their Action Discard pile.  They then draw six new Action Cards from the Action Deck, distribute them face down in the columns, and begin a new Round.

Hints and Tips for Basic Feud

Don’t read these until you have played the game at least once, and have a firm handle on the flow of Feud.  We warn you not because these tips will make you a better player (and they will), but because you probably won’t understand them at all until you play Feud.

If the Unit opposing you is the opposite color of your Unit, having opposite colored Action Cards (in relation to your Unit) can work wonders.  This is because of the Way of Striking, which says that the outcome of opposing Strikes with the same suit is determined by numerical value, regardless of Strike type (Normal, Superior, or Ultimate.)  So while normally opposite colored Action Cards are not as powerful as same colored Action cards, when facing an opposite colored Unit, they are just as strong as any other card.

If the Unit opposing you is the same color as your Unit, opposite colored Action Cards are bad.  Low numbered cards are worse.  This is also because of the Way of Striking.  Joe has a King of Spades.  Jill has a King of Clubs.  If both lay down either Superior or Ultimate Strikes, the outcome will be determined by numerical value.  (Superior vs. Superior is by the numbers, Ultimate vs. Ultimate is by the numbers, but now so too is Superior vs. Ultimate, because a Superior vs. Ultimate will be opposing same suits.)  If both lay down Normal Strikes, the outcome will be determined by numerical value.  So having low numbered cards means you will most definitely take some damage.  The only outcomes that do not always rely upon numerical values are Normal vs. Superior and Normal vs. Ultimate.  This means that opposite colored Action Cards probably bodes damage for your Unit as well.

If the Unit opposing you is of the same suit as you, the fight is considered well balanced.  A Superior vs. Superior is by the numbers.  An Ultimate vs. Ultimate is by the numbers.  A Normal vs. Normal is by the numbers.  Any other combination is by trump.  (Normal vs. Superior, Normal vs. Ultimate, and Superior vs. Ultimate).  So for this type of match up, you want as many same colored Action Cards as possible.

	Unit Relation
	Strike Relation
	Determined by
	%

	Opposite Color
	Normal vs. Normal
	Numbers
	50-83% Numbers

16-50% Trump

	
	Superior vs. Superior
	Numbers
	

	
	Ultimate vs. Ultimate
	Numbers
	

	
	Normal vs. Superior
	Trump or Numbers
	

	
	Normal vs. Ultimate
	Trump or Numbers
	

	
	Superior vs. Ultimate
	Trump
	

	Same Color
	Normal vs. Normal
	Numbers
	66% Numbers

33% Trump

	
	Superior vs. Superior
	Numbers
	

	
	Ultimate vs. Ultimate
	Numbers
	

	
	Normal vs. Superior
	Trump
	

	
	Normal vs. Ultimate
	Trump
	

	
	Superior vs. Ultimate
	Numbers
	

	Same Suit
	Normal vs. Normal
	Numbers
	50% Numbers

50% Trump

	
	Superior vs. Superior
	Numbers
	

	
	Ultimate vs. Ultimate
	Numbers
	

	
	Normal vs. Superior
	Trump
	

	
	Normal vs. Ultimate
	Trump
	

	
	Superior vs. Ultimate
	Trump
	


Fig 1.8:  Numbers vs. Trump in Unit Match Ups

The above figure can be somewhat misleading.  The percentages are average, not indicative of a general Round.  One could very well have opposing Units of the same suit where outcomes are all determined by numbers (100%), or all determined by trump.

Advanced Rules

(True Feud)

Basic Feud relies a little on skill and a lot on luck.  For all of its complexity, it doesn’t reward us with much intellectual exercise.  Where Basic Feud ends in chance, True Feud takes off in skill and psychology.  True Feud will have you relying on

a) your grasp of the game,

b) your psychological skills,

c) and the knowledge you possess about your opponent.

If you are one of those rare jewels who can “count cards” (remember every card that has been played and, relationally, every card that remains to be played) you will have a great tactical advantage over your opponent.  (Provided they cannot count cards also.)

If you cannot count cards, like the majority of us, no worries.  True Feud still relies on some luck, allowing anyone to win, regardless of skill or mental dexterity.  True Feud is complex enough, however, that blindly placing cards will ensure that you lose.

Definite playing styles develop in players of Basic and True Feud.  Some are aggressive, some are defensive, some are random, and others tirelessly analytical.  Knowing your opponent’s general style will aid you immensely.  You can usually pick this up after several hands of play.

All of this combined leads to something rather obvious:  if you grasp the game soundly, you have an excellent chance of winning.

The Advanced Rules are shown as extensions to the Basic Rules.  All of the Basic Rules remain in a game of True Feud; True Feud just has a few more options and strategic subtleties for the player.  These “extensions” are presented case by case, so that you can play a mixed game of Basic/True Feud with one new extension at a time.  This allows you to understand the entirety of the game step by step.

Enjoy!

Extension #1:  The Way of Study

Before the players arrange their Action Cards face down in the columns, they place the cards face up in the columns.  Players must follow the Way of Order.  This is to allow the players to assess one another before play begins.  Once both have previewed, each player retrieves all their cards save one (see Locking below), and arranges them as they wish, face down, in the columns.

The Way of Study changes Basic Feud entirely.  It is a simple change, the simplest extension of them all, in fact, but it brings Basic Feud exponentially closer to True Feud:  previewing cards eliminates much of the luck and introduces a whole new level of skill.

Locking

Once both players have previewed each other’s cards, both players may “lock” in one card of their choice from their opponent’s column.  This card may not move out of its current position.  It is still turned face down, but cannot be moved or arranged out of its column.

This represents your study of the enemy – what you know the enemy is certain to do.  It allows you to anticipate clearly where and what one attack will be.  Play a game with the Way of Study.  Then move on to the other extensions of True Feud.  

Extension #2:  The Way of Reservation

This is actually two extensions in one, but is presented as a single extension because both parts directly relate to one another.  This extension creates two new piles in the layout of Feud, and is shown below in Figure 2.1.
1) A new pile called the Action Reserve is made above the Action Deck.  Before players show their cards to each other in the Way of Study, players may choose to put one card from their hand face down into the Action Reserve pile.  They draw one new card from the top of the Action Deck to re-complete their hand.  This can only be done once per Round, and may be forfeited.  If the Action Deck is empty, a player may not use this part of the Way of Reservation.

2) A new pile called the Army Reserve is made beside the Current Unit position. The Army Reserve pile contains the next two upcoming Unit Cards, face down.  A player may look at their Reserve pile whenever they wish.  In game play, instead of drawing the next Unit from the Army Deck, players draw one Unit of choice from the Reserve pile.  The top Unit from the Army Deck is then placed into the Reserve pile to replenish the reserves.

Fig: 2.1:  The True Feud Layout with the Way of Reservation




The Action Reserve

The Action Reserve may only have a maximum of six cards.  When this maximum is reached:

1) The player discards their normal hand

2) The player takes the entire Action Reserve as their hand

The Action Reserve may be taken before it has reached six cards.  In this case, a player empties the Action Reserve into their hand before they draw from the Action Deck, and draws as many cards from the Action Deck as is necessary to reach a hand of six cards.  If a player uses the Action Reserve, they must take all the cards from the Action Reserve.  A player cannot take less than all of the Action Reserve.

The Army Reserve

While the Action Reserve fluctuates and is optional, the Army Reserve does not fluctuate and is mandatory.  Both of these new piles together form the Way of Reservation.

This is an important extension to True Feud, for it allows players two new strategies:

1) The player may forfeit a low powered card in an attempt to receive a higher-powered card.

2) The player may “save” a card for another upcoming Unit’s use.  

In any army, it is always wise to have some reserve forces.  In Feud, this is represented by the Action Reserve and Army Reserve piles.  

Play a game with the Way of Reservation.  Then move on to more extensions below.

Extension #3:  Unit Affinities
Each of your Units (Jack, Queen, King) has an affinity to a particular Item.  King’s are especially good with Armor.  Jacks are better with Weaponry.  And Queens heal much quicker than the boys.

So Armor on a King is much more effective than Armor on a Jack or Queen.  Healing on a Queen is more effective than on a Jack or King.  And Weaponry on a Jack is more effective than on a Queen or Jack.  Below, in figure 1.1: Unit Affinities, the specific game effects for Units and their “affinified” Items are shown.

	Item Card
	Normal Effect
	Unit/New Effect

	Ace
	This turn’s attack strength is equal to the last Strike’s numerical value.  If you lose this turn by 3 or less, shrug off the damage:  your armor has saved you.
	King – tied on a 5 or less

	Two
	This turn’s attack strength is equal to the last Strikes numerical value +2.
	Jack – last Strike +4

	Ten
	This turn is an automatic tie.  Remove 1 Marker from your current Unit.
	Queen – remove 1 additional marker

	Joker
	This turn’s attack strength is equal to the last Strikes numerical and suit value.  The opposite of the outcome happens.
	None


Fig 2.2:  Unit Affinities

Instant Kill
Once Unit Affinities are introduced into the game, there is a slight change of rules concerning Markers and damage.  In the Basic Rules, a Strike that wins by 6 or more does two markers of damage.  This is the same in the Advanced Rules, save that a Strike that wins by 10 instantly kills the opposing Unit, even in the middle of a Round.   (In the Basic Rules, it is impossible for a Strike to win by 10.)  

A Strike that wins by 10 is only possible with a Jack wielding Weaponry and a Nine of any suit.  And at that, the Jack must Strike with the Weaponry against an opponent’s non-trumping Three.  This is rare.  But it happens, and when it does – woo hoo!  (If it’s you doing the damage.  If not, boo hoo.)

Strategy Changes

Affinities change the Unit strategies.  This extension, though not as game altering as the Way of Study, does make Kings and Queens much harder to kill, and makes Jacks the offensive Unit in the game.  The most important element that Affinities give to True Feud, however, is excitement.  Having a Jack of Hearts in play and drawing an Ultimate Weaponry is suspenseful, especially when you have a Nine in the same hand.  Just lock that opponent’s Three, and you’re almost guaranteed an Instant Kill.  (Your opponent will be suspicious when you have a Jack and you lock a Three.  Watch out for Healing.  This can be a good way to trick them into placing a Ten where you want.)

Affinities also give the Way of Reservation more weight in the game.  Do you want to use that Heart Weaponry on your Queen of Clubs, or do you want to wait and save it for your upcoming Jack of Hearts?  It’s all the difference between a Normal +2 Strike and an Ultimate +4 Strike.  Knowing what Unit is coming up next is made easier with the Way of Reservation.

Play a game with Unit Affinities.  Then move on to more extensions of True Feud.  Or, if it is not too much to handle at once, add another extension below.

Extension #4:  Maneuvers and Point Spending
Points in Basic Feud are nominally used for deciding victory if the war comes down to the wire.  Points in True Feud are used for much more than this.  They are used to accomplish Maneuvers. 

Maneuvers allow the player a lot of strategic options.  They are purchased at different times in a Round, and in purely abstract terms serve to decrease luck and increase skill.  

	Maneuver
	Cost
	Effect
	Enactment Time

	Heal
	30
	Remove 1 Marker from your Current Unit.  This cannot be done if your Unit has died.  This Marker still counts as points for your opponent.
	At the end of a Round, before you draw your next hand.

	Sabotage
	40
	Force your opponent to discard one Action Card of your blind choice from their hand and trade it with a new Action Card from the top of their Action Deck.  Your opponent may shuffle the cards in their hand before you choose.  The discarded Action Card is placed on the bottom of the Action Deck.
	Immediately after the Way of Study, before cards are placed in columns

	Tactical Adjustment
	50
	Retrieve any one Action Card of your choice from the cards in either your Action Deck or Action Discard Pile.  Replace the removed card with one card from your hand.  Shuffle the Action Deck if you retrieved your new card from it.
	Before the Way of Study

	Secret Tactical Adjustment
	70
	Same as Tactical Adjustment.  See Enactment Time for this Maneuver.  You cannot exchange a locked card.
	Immediately after the Way of Study, before cards are placed in columns

	Replacement *
	90
	Trade your current Unit for any one Unit in your Army Reserve.  The new Unit inherits the Markers of the old Unit.
	Before the Way of Study

	Resurrection
	100
	Move one Unit from your Army Discard Pile into your Army Deck.  Shuffle your Army Deck.
	Before the Way of Study

	Confuse *
	100
	Blindly rearrange your opponent’s Action Columns.
	After cards have been placed in columns, just before Column One is revealed

	Betrayal *
	120
	Reveal your opponent’s Action Cards and rearrange them face down in the columns as you see fit.  Make sure your opponent does not see the new arrangement.    If both players use Betrayal in the same Round, both players rearrange each other’s cards simultaneously.
	After cards have been placed in columns, just before Column One is revealed


Fig 2.3:  Maneuvers

Maneuvers are purchased at the Enactment Time shown in Figure 2.3:  Maneuvers.  They cannot be purchased before or after the Enactment Time.

Multiple Purchases of the Same Maneuver

A Maneuver with a (*) beside its name can only be purchased once per Round.  A Maneuver that does not have a * may be purchased as many times as a player wishes per Round.

If you purchase a Maneuver more than once, the entire effect is enacted for each Maneuver before the next Maneuver.  For example, if you purchase Sabotage more than once, your opponent discards and redraws before the next sabotage.  He/she may also then reshuffle before the next sabotage.  The concept behind this is that a saboteur never knows what he/she is sabotaging in absolute.  A saboteur could sabotage his or her own sabotage!

Maneuvers, like the Way of Study, alter the game drastically.  Maneuvers rely on judgment and skill, and can change the course of combat in an instant.  With Maneuvers, it is very easy to stack your hand!

Play a game with Maneuvers.  Then move on to the last extension of True Feud – Skirmishes!

Extension #5:  Skirmishes
A Skirmish is fast-paced combat at its best!  Skirmishes happen whenever two Jokers oppose one another in a column, or whenever a tie occurs in a column with a single Joker.  A skirmish occurs in two distinct phases:  the Decision Phase, and the Combat Phase.

Decision Phase:

This phase decides which Unit will be Active and which Unit will be Reactive.  The Active Unit always takes initiative, and the Reactive Unit always responds to the initiative.

1) Both players collect all of their Action Cards, save their Action Reserve, and reshuffle them into a new Action Deck.  

2) Both draw six Action Cards.

3) Both place one Strike Card face down in Column One.

a. If no Strike Cards are drawn, reshuffle your Action Deck and redraw six new Action Cards.

4) Both reveal their Action Cards simultaneously.

5) The Unit with the highest Strike hits the opposing Unit under standard True Feud rules.  Damage is dealt accordingly.  They Unit may die at this point if it reaches its Marker capacity.  In this case, the Skirmish ends before it even begins!

a. If the Strike is a tie, both repeat Step 3 in Column Two.  If there is a continuous tie, keep repeating through to Column Six, or until a column is not a tie.

6) The Unit with the highest Strike becomes the Active Unit.  The Unit with the lower Strike becomes the Reactive Unit.

Combat Phase

The Combat phase is where the action happens!  The Active Unit takes initiative, risking it all.  The Reactive player responds, choosing wisely their course of action.

1) The player with the Active Unit places an Action Card in the next available column, face up for the Reactive player to see.

2) The player with the Reactive Unit responds to the Active Unit by placing an opposing Action Card in the corresponding column.  Any card may be played.  Tens act as Strike Cards, not Healing!
3) Play continues across the columns to the end of a Round.  

a. If, at the end of a Round, both Units are still living, start a new Skirmish with a fresh, full, shuffled Action Deck.  (Minus any cards in the Action Reserve.)

b. If a Unit dies, both players receive double the amount of points for markers on Units.  Game play resumes as normal.

Skirmishes are great for excitement!  They add definite new strategies to the game.  One of the most important things to remember in a Skirmish is that the Ten card acts as a Strike Card, not Healing.  Go ahead!  Try out a Skirmish as an aside.  It’s a whole new game.

No Maneuvers may be purchased in a Skirmish.  The Way of Study and the Way of Reservation do not apply.  The Way of Striking, the Way of Order, and the Way of Dependency all still apply to combat.

Add this final extension of Skirmishes to Feud, and you’ve got the wonderful game of True Feud!  It might have taken a bit to get there, but it was worth it, wasn’t it!?!  (Just nod your head.)

Hints and Tips for True Feud

Skirmish Strategy
If your Unit becomes the Active Unit, it means that you have dealt damage in this Skirmish to your opponent.  This is good.  But it also means that you must plan your card playing more carefully than the player with the Reactive Unit.  If you own the Reactive Unit, you will be at a slight advantage.  You can wait to see what has been played before committing a card to action.

Many Feud players always prefer Reactive over Active.  But Units cannot be healed in Skirmishes, since Tens become Strike Cards.  This means that, though you may not like to be Active, it might be beneficial to be Active if the opposing Unit only needs 1 more Marker, or if it needs a couple more Markers, and you are sure you can Strike for the extras beyond the first.  Remember, a Skirmish can end after the Decision Phase.  If your opponent’s Unit only needs 1 more Marker, and you win the Decision Phase, the Skirmish is over and you’ve killed the opposing Unit.

The heightened Ten Strike Card also means that Jacks are far deadlier in Skirmishes!  They will have more of a chance to deal double damage!  If you find yourself with an Active Unit in a Skirmish, have a Three in your hand, and are facing an opposing Jack Unit, hope that the Jack doesn’t have a Ten and Weaponry!  If you are Active, never play a Three Strike after your opponent has responded with a Nine or Ten Strike.  Never play a Four Strike after your opponent has responded with a Ten Strike.

Reserve, Reserve, Reserve

Make proper use of the Reserve piles.  Know what to save, and know when to pull them out.  In mid game, you will have enough points to purchase replacements.  This can aid you immensely if you’re saving for a Unit in your Army Reserve.  Buy the replacement, use your Action Reserve, and smoke your opponent for lots of points.  Remember, the opposing Unit only dies at the end of a Round.  If you can pile 10 Markers on the sucker, you can steal a quick 150 points.  (Enough for a nice Betrayal and Tactical Adjustment.)

Reserving Healing is a good strategy.  Saving a Healing until it becomes Ultimate (relative to the Current Unit) is also fun.  Remember, though:  any cards in your Action Reserve are not accessible in a Skirmish.  In a Skirmish, Tens become Strike Cards.  So if you are saving Healing in your Action Reserve and a Skirmish occurs, you don’t have a chance of drawing any Ten that you have saved in reserve.

The Heal Maneuver

While the Heal Maneuver is definitely handy and cheap, you may find that you are spending all of your points prematurely.  The Heal Maneuver definitely presents two ways to go concerning point spending:  a) always use the Heal Maneuver, or b) forget the Heal Maneuver and save up for the other Maneuvers.  Using it definitely gives you an edge, especially if you are consistent in its use.  But the other Maneuvers combined can drastically outweigh the Heal Maneuver, and thus you are at a crossroads.

Locking

In the Way of Study, you may lock one of your opponent’s cards, and he may lock one of yours.  Deciding which to lock is very important, and can change the way you arrange your cards after you have made that decision.  Similarly, where your opponent locks your card will change your strategy.

Two things to note then:

1) An opponent may arrange his cards for you to peruse in such a way that, when you decide to lock one of his cards, it will already be in a place that he wants it.

2) An opponent will watch which card you lock, and where, in order to determine something about your hand, and how you might play it.

Both of these things are true in reverse.  You can use them on your opponent as well.  If he locks your Ultimate Nine, be prepared for either a similarly high card in that column, a high card in the previous column followed by Weaponry, a low card in the previous column followed by a Joker, or a nullifying Healing.  Locking is also a very handy way of forcing Skirmishes.

Weaponry, Armor, and Fate

These Item cards are all repeaters.  Fate repeats the last Strike completely.  Armor repeats the last Strike in numerical value, but usually alters the suit.  And Weaponry amplifies the last Strike, usually changing the suit as well.  It is usually most effective to place Weaponry and Armor after high numbered cards, and best to place Fate after low numbered cards.

More Hints and Tips to come…

Beyond True Feud (Variant Feud)
Feud has limitless possibility.  There are hundreds of Feud variations.  For instance, a fun, fast-paced game is Skirmish Feud, or just Skirmish.  Just play every Round as a Skirmish.  (This does away with a lot of the skill involved.  A game of pure Skirmish is a lot of luck.)

The most obvious route of extensibility in Feud lies in the Maneuvers and point spending.  The creation of new Maneuvers is, in fact, encouraged.  You may ban certain Maneuvers (or ALL Maneuvers!) not to your liking, tweak ones that you think could work better another way, and yes, create your own.  Maneuvers are the fuel of Feud.  They win the game for you.  Although it is possible to win Feud without ever buying one, Maneuvers definitely shape the game.  

A couple things to note, however, when creating new Maneuvers:

1) While Maneuvers are the fuel of Feud, the other rules are the engine.  When creating a new Maneuver, make sure that it affects the existing rules of Feud, and does not create new ones.  After all, it is the engine of a car that dictates what kinds of fuel you can use, not the fuel that dictates what kind of engine you have.  You clearly do not put unleaded gas in a diesel engine.

2) Be careful not to make a Maneuver that is so good it will be purchased at every possible moment, or pursued so extensively that Feud becomes about getting enough points to buy that Maneuver.  Then the game is no longer about defeating your opponent’s army – it’s about getting a specified point total first.  (If that’s the case, invent a new game!  I’d love to play it!)  If you have a high-powered Maneuver, give it a high cost.  Make sure no Maneuvers give a player an automatic win.

3) Conversely, be careful not to make a Maneuver that is so weak no one would ever buy it.

Creating new Maneuvers takes some thinking, and some definite study of the way the Feud rules work.  I have purposefully avoided Maneuvers that alter key rules.  For instance, a Surprise Attack Maneuver could allow you to deny your opponent their Way of Study.  But this would change the dynamic of Feud too much, since the Way of Study is integral to overall strategy and game play.

Addendum

This game was created on December 30th, 2001, as a product of five days of thinking.  (Yeah, it began on Christmas.)  It was created by me, Jonathan Dobson, and tweaked with the advice of some undisclosed play testers.  I created it out of the twisted desire to have a free combat game played solely with standard playing cards.  There was a definitive lack in the free gaming market.  While the initial intent was for simplicity, so that any two people with two packs of cards could learn how to play, it was soon realized that a card combat game of any worth would have to sacrifice ease for player skillfulness.  Games of ease rely on chance, rather than skill.  Games of skill rely on a measure of complexity.  And thus Feud.  If you want a simple game with the pretense of combat, try War.  But it’s pure luck, and sometimes that’s no fun.  But why a combat game, you say?  Why the implied violence?  Because I’m male, and I was born in the wrong time period, and I want a double-headed war-axe, and full plate armor, and a royal destiny.  Those things are pretty hard to find in this time and age.  Some of them are illegal.  (Royal destinies don’t come cheap – they’re only found in the black market of international brand-name espionage.  Love you, Microsoft.  Prince Gates.)  Oh, and I get bored.  That’s another reason for Feud.  So, to teach others of Feud, I wrote this wonderful manual.  I hope I didn’t leave anything out.  This is version two.  (My brother read the first version and got lost.  Told me never to be a technical writer.  He was the offending impetus for this second version.)  If you have any questions, or would like to tell me the manual sucks and is still confusing, you can reach me at cardcombat@hotmail.com.  I’ll update this manual par your suggestions free of charge.  Or, if you totally hate the manual but totally “get” Feud, write a better manual.  You can email it to me at the same address!

As far as rule changes & suggestions & variants go, email me those too.  I probably won’t implement rule changes unless you can give some really convincing evidence to do so.  Remember, some strategies are there for a reason, and are meant to be “good strategies”.  A game can only be so balanced.  If it’s too balanced, it’s all chance anyway.  There has to be a way to tip your opponent off the edge, and an even finer way to keep yourself from tipping.

Chowda!
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These are the Action Columns, where the actions and outcomes of combat are decided.  The first row belongs to Player A, the second to Player B.  The two rows form six Action Columns of two opposing Action Cards – the Action Cards of Player A, and the Action Cards of Player B. 
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