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A player may count cards in his Deck
and the Supply piles. A player may
look through the cards in the Trash
pile, but not in any Deck or Discard
pile.

Shuffle discards when required to
draw or reveal and Deck is
exhausted. Players may also want to
offer their shuffled decks to their
left neighbors to cut them to ensure
that the shuffle was fair.

A player is allowed to count how many cards are left in his Deck, but not in his
Discard pile. A player may not look through his Deck or his Discard pile. A
player may look through the Trash pile, and players may count the number of
cards left in any pile in the Supply.

If an ability of a card affects multiple players, and the order matters, resolve
that ability for each affected player in turn order, starting with the player
whose turn it is.

At any point in the game, if a player has to draw or reveal more cards than are
remaining in his Deck, he must draw or reveal as many as he can and then
shuffle his face-up Discard pile to form a new face-down Deck. Then, he draws
or reveals the remaining number of cards from his newly shuffled Deck.

If a player’s Deck is empty, he does not shuffle his Discard pile until he needs
to reveal or draw a card from his Deck and cannot.

Adventurer – If you have to shuffle in the middle, shuffle. Don't shuffle in the
revealed cards as these cards do not go to the Discard pile until you have
finished revealing cards. If you run out of cards after shuffling and still only
have one Treasure, you get just that one Treasure.

Bureaucrat – If you have no cards left in your Deck when you play this card,
the Silver you gain will become the only card in your Deck. Similarly, if another
player has no cards in his Deck, the Victory card he puts on top will become
the only card in his Deck.

Cellar – You can't discard Cellar to itself, since it isn't in your hand any longer
when you resolve it. You choose what cards to discard and discard them all at
once. You only draw cards after you have discarded. If you have to shuffle to
do the drawing, the discarded cards will end up shuffled into your new Deck.

Chancellor – You must resolve the Chancellor (decide whether or not to
discard your Deck by flipping it into your Discard pile) before doing other
things on your turn, like deciding what to buy or playing another Action card.
You may not look through your Deck as you discard it.

Chapel – You can't trash the Chapel itself since it isn't in your hand when you
resolve it. You could trash a different Chapel card if that card were in your
hand.

Council Room – The other players must draw a card whether they want to or
not. All players should shuffle as necessary.

Feast – The gained card goes into your Discard pile. It has to be a card from the
Supply. You cannot use coins from Treasures or previous Actions (like the
Market) to increase the cost of the card that you gain. If you use Throne Room
on Feast, you will gain two cards, even though you can only trash Feast once.
Gaining the card isn't contingent on trashing Feast; they're just two things that
the card tries to make you do.

Festival – If you are playing multiple Festivals, keep a careful count of your
Actions. Say how many you have left out loud; this trick works every time (i.e.
"I'm playing the Festival and now have two Actions remaining. I play a Market
and have two Actions remaining. I play another Festival and now have three
Actions remaining….").
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Gardens – This Kingdom card is a Victory card, not an Action card. It does
nothing until the end of the game, when it is worth 1 victory point per 10
cards in your Deck (counting all of your cards – your Discard pile and hand
are part of your Deck at that point). Round down; if you have 39 cards,
Gardens is worth 3 victory points. During set-up, place 12 Gardens in the
Supply for a 3 or 4 player game and 8 in the Supply for a 2 player game.

Laboratory – Draw two cards. You may play another Action card during
your Action phase.

Library – If you have to shuffle in the middle, the set-aside cards are not
shuffled into the new Deck. They will be discarded when you have finished
drawing cards. If you run out of cards even after shuffling, you just get
however many there were. You are not obligated to set aside Actions – you
just have the option to do so. If you have 7 or more cards in hand after you
play the Library, you don't draw any cards.

Market – Draw a card. You may play another Action card during your
Action phase. During your Buy phase, you may buy an additional card from
the supply, and add one coin to the total value of the Treasure cards played.

Militia – The attacked players discard cards until they have only 3 cards in
hand. Players who had 3 or fewer cards in hand when Militia was played
do not discard any cards.

Mine – Generally, you can trash a Copper card and gain a Silver, or trash a
Silver card and gain a Gold. However, you could also trash a Treasure to
gain the same Treasure or a cheaper one. The gained card goes in your
hand; thus, you can spend it the same turn. If you don't have a Treasure
card in your hand to trash, you can’t gain anything.

Moat – An Attack card is one that says "Attack" on the bottom line
(usually, "Action - Attack"). When someone else plays an Attack card, you
may reveal the Moat by showing it from your hand to the other players
and then returning it to your hand (before the Attack card resolves). You
are then unaffected by that Attack card. You won't gain a Curse because of
a Witch or reveal a card to a Spy, and so on. It's just like you aren't in the
game for purposes of resolving that Attack. Moat doesn't stop anything an
Attack does to other players or to the player of the Attack; for example, if
everyone else Moats a Witch, the person who played it still gets to draw 2
cards. Moat can also be played on your turn as an Action to draw 2 cards.

Moneylender – If you do not have a Copper in your hand to trash, you
don't get the +3 coins to spend in the Buy phase.

Remodel – You cannot trash the Remodel as it isn't in your hand when you
resolve it (you can trash a different Remodel card from your hand). If you
do not have a card to trash, you cannot gain a card from the Remodel. The
gained card goes in your Discard pile. You can only gain cards from the
Supply. The gained card need not cost exactly 2 coins more than the trashed
card; it can cost that much or any amount less. You cannot use coins from
Treasures or previous Actions (like the Market) to increase the cost of the
card you gain. You can trash a card to gain a copy of the same card.

Smithy – Draw three cards.

Spy – Spy causes all players, including the one who played it, to reveal the
top card of their Deck. Note that you draw your card for playing Spy before
any cards are revealed. Anyone who does not have any cards left in their
Deck shuffles in order to have something to reveal. Anyone who still has no
cards to reveal doesn't reveal one. If players care about the order in which
things happen for this, you do yourself first, then each other player in turn
order. Revealed cards that aren't discarded are returned to the top of their
players' Decks.
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Thief – A player with just one card left reveals that last card and then shuffles
to get the other card to reveal (without including the revealed card); a player
with no cards left shuffles to get both of them. A player who still doesn't have
two cards to reveal after shuffling just reveals what he can. Each player trashes
one Treasure card at most, of the attacker's choice from the two revealed cards,
and then you gain any of the trashed cards that you want. You can only take
Treasures just trashed—not ones trashed on previous turns. You can take none
of them, all of them, or anything in between. Put the Treasures you decided to
gain into your Discard pile. The ones you choose not to gain stay in the Trash
pile.

Throne Room – You pick another Action card in your hand, play it, and play it
again. The second use of the Action card doesn't use up any extra Actions you
have. You completely resolve playing the Action the first time before playing it
the second time. If you Throne Room a Throne Room, you play an Action,
doing it twice, and then play another Action and do it twice; you do not
resolve an Action four times. If you Throne Room a card that gives you +1
Action, such as Market, you will end up with 2 Actions left afterwards, which
is tricky, because if you'd just played Market twice you'd only have 1 Action
left afterwards. Remember to count the number of Actions you have
remaining out loud to keep from getting confused! You cannot play any other
Actions in between playing the Throne Roomed Action twice.

Village – If you're playing multiple Villages, keep a careful count of your
Actions. Say how many you have left out loud; this trick works every time.

Witch – If there aren't enough Curses left to go around when you play the
Witch, you deal them out in turn order – starting with the player after you. If
you play Witch with no Curses remaining, you will still draw 2 cards. A player
gaining a Curse puts it face-up into his Discard pile.

Woodcutter – During your Buy phase, you add two coins to the total value of
the Treasure cards played, and you may buy an additional card from the
Supply.

Workshop – The card you gain is put into your Discard pile. It has to be a card
from the Supply. You cannot use coins from Treasures or previous Actions
(like the Market) to increase the cost of the card you may gain.

You can play Dominion with any set of 10 Kingdom cards, but these sets are
intended to highlight some interesting card interactions and game strategies.

First Game: Cellar, Market, Militia, Mine, Moat, Remodel, Smithy, Village,
Woodcutter, Workshop.

Big Money: Adventurer, Bureaucrat, Chancellor, Chapel, Feast, Laboratory,
Market, Mine, Moneylender, Throne Room

Interaction: Bureaucrat, Chancellor, Council Room, Festival, Library, Militia,
Moat, Spy, Thief, Village

Size Distortion: Cellar, Chapel, Feast, Gardens, Laboratory, Thief, Village,
Witch, Woodcutter, Workshop

Village Square: Bureaucrat, Cellar, Festival, Library, Market, Remodel, Smithy,
Throne Room, Village, Woodcutter




