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Rules of Attack and Defense The Game of Kings 

AnD TGoK is a 2 and 4 player strategy card game in which your goal is to 
destroy 3 out of 4 opponent buildings by attacking them and using tricks. 

How are buildings destroyed? 

Each building consists of 12 cards. If a building 
has no more cards on it, it is destroyed and the 
negative effect of that building takes effect. 

 

How are building cards reduced? 

By utilising tricks and attacking you can reduce the number of cards on a 
building. For every damage you cause a building, one card is removed. These 
cards will be put on the ruin face down and are hidden from view. The ruin is 
placed right from the buildings. 

Game preparation 

The players decide who is attacks and who defense, this 
role is played throughout the game. Then they choose 
alternately starting with the defender 1 of the 4 buildings 
which represent their army and put the respective 12 
cards face down and shuffled onto it. The banner of the 
building remains visible. A building may only be selected 
once per player. If players put together their own 
buildings they are free to use them, too. You can see 
which cards belong to which building by looking at the banner on the lower 
right side. 
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Example of a game set up: 

 
 

Graveyard 

Ruin 

Building 

Units 

Turn timer 

Defender 

Handcards 

Attacker 
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Phases 

At the beginning of the game each player draws 4 single cards, which can 
belong to any of the buildings.  

The turn timer is set to 1. 

In each following turn the timer is increased by 1 and decides how many supply 
points you can spend.  

 

The defender starts the turn. He draws 1 or 2 cards from his buildings. He places 
his units in front of his buildings. 

The attacker draws 1 or 2 cards from his buildings and then may also place his 
units and utilise tricks or decide to do a change in tactics. 

The defender may decide to play tricks or do a change in tactics. 

Preparation for combat is initiated and cloaked  units are revealed as well as 
abilities are triggered. 
 
Combat commences, units attack in the row they are in and damage each other 
at the same time. Undefended buildings lose cards. 
 
Destroyed units move to the graveyard and abilities are triggered. 
 
Cards exceeding handcards are dicarded. Your maximum hand size is decided 
by the number of not destroyed buildings you control +2 
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Function and type of cards 
 
 
 
 
 
 
 
 
 
 
 
Units: 

Are your brave soldiers trying to save your buildings from 
destruction and destroy your opponent's. Only one unit per 
row can be played on your side unless one unit has assistance 
then 2 units per row can be placed. The strength tells how 
much damage they inflict on a building or a unit. Stamina 
tells you how much damage this unit will endure until 
destroyed. Damage inflicted on your unit will persist until it 
is destroyed. Destroyed units are sent to the graveyard. 
 
If an ability or trick change strength, stamina, abilities other 
card values, they will persist until the unit leaves the game. 
Unless it is mentioned differently on the unit or trick. 
  

Number of supply points to 

pay to play this card. 

Affiliation 

Presence. This value 

indicates how much space 

the card needs in the 

building and how much it 

costs to move the unit 

with Change of tactics. 

Better cards have a higher 

presence. 

Card name 

Card picture 

Ability 

Strength / Stamina on a unit 

or Trick 

Artist of the card image 
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Tricks: 
Are single actions that affect the game. These are placed in 
the Graveyard after they are played, or under a unit if these 
changing values or abilities. 

 

 

 

Token:  

Are units created by tricks or abilities. They are not mixed 
into the building. They are available to all players. They have 
no presence, but can be moved with change of tactics. This 
costs for all tokens 2 supply points. Tokens placed in the 
graveyard are put back on the separate stack. Tokens that 
need to be taken back into the hand can be kept on hand and 
replayed for their cost. 
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Ability 

Belligerence X This unit deals X damage to an enemy building 
 before battle. Even if an opposing unit stands in front 
 of it 
Demolition X Damage inflicted by this unit to a building by an 
 attack is increased by X. 
Assistance This unit can be placed in front or behind one of 
 your units. There can be a maximum of 2 units 
 positioned in one of your rows.  
 If an Assistance  unit is already in play, you can place 
 a unit without Assistance  in front or behind it.
 Damage caused by the fight is only inflicted on the 
 front unit but both of your units attack. 
Breakthrough This unit enforces damage on the enemy unit and the 
 unit or building behind it. 
Defender Only causes damage when attacked. 
Experience X If this unit has survived a fight or the combat phase, 
 it gets +X / +X. 
Eruditely: Whenever you play a trick, it triggers the ability after 
 the colon.  
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Armored  X Damage received by this unit is reduced by X. If an 
 armored unit fights a unit with deadly, which 
 strength is equal to or less than the armored value, it 
 will not take damage and will not be destroyed. 
Cloaked Always comes with the back up into the game and 
 may not be viewed by the opponent. As long as the 
 unit is Cloaked, it is protected from all tricks 
 and units. You will be revealed before the fight. The 
 card costs are deducted only after uncovering it but 
 only if you played the unit from your hand. The 
 card can only be played if you can pay the costs. 
Unbounded  X As long as there is no other unit with at least 
 Strength X in this row on your side of the battlefield 
 it will not take part in the combat and will only get 
 damaged. 
Recurrence  X Instead, by the time this unit is destroyed, you may 
 discard X cards from your hand and take that unit 
 back into your hand 
Offering X Before this card can be played from your hand, you 
 must destroy X of your units. If you do not have 
 enough units in the game, you can’t play this card. 
Change of tactics  Put this unit in another possible position or row. This 
 ability is also available to every player during the 
 phases they can use tricks. The cost of change of 
 tactics  for one of his units is their presence + 2. It 
 can also be exchanged 2 units. Then you have to pay 
 the cost for both units  
Deadly Any damage this unit inflicts to another unit is 
 enough damage to destroy the unit.  
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FAQ 
 
Tie If after the fight both players have only 1 building, 
 the player who has more cards on his last building 
 wins. If this number is equal, the player with the 
 most units in the game wins. Otherwise, the game 
 ends in a draw 
Same abiletys If a unit is e.g have belligerence 1 and receive 
 Belligerence 2, it will have belligerence 2  
 (not Belligerence 3). This is not the case if an effect 
 gifes the unit belligerence +2. In this case, the unit 
 would now have belligerence 3. 
0 Attack A unit with 0 strength takes part in the fight and 
 attacks, but does no damage. 
Override game rule If a trick or ability breaks a rule, the effect is still to 
 be considered, for example. Trick: destroy a cloaked 
 unit. Although a cloaked unit is protected from 
 tricks, it will be destroyed by the trick. 
2 Defender If only units with defender face each other, they do 
 not fight. 
Attack on cloked  Units  If an effect or ability allows you to perform a attack 
 and it is a cloaked unit in the opposite row, the attack 
 targets the cloked  unit, but it takes no damage. 
Combos If a combination of cards would go on indefinitely 
 this is limited to 5 times. 
Create your own Each building holds max. 20 presence. A card may 
buildings be max. 3 times in a building and each building may 
 only be played once per player 
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Game rules 4 player variant 

To win the game, you must destroy 5 enemy buildings together. In the 
multiplayer variant, there is also a new ability that you can use during your trick 
phases. 
Support  Once per turn you may hand over a card from your 
 hand to your ally, this card may only be viewed and 
 picked up in the next round. 
The teams must not mutually agree on where, what and how should be played. 
However, it may be denied who is allowed to play units or tricks first. 

Phases  
The game process differs only slightly to the 2 player variant.  
 
 

The defenders start the round. These draw 1 or 2 cards from yours 
own buildings and plays your units 
 

The attackers draw 1 or 2 cards from their own buildings. Place the playable 
units in front of their own buildings, use tricks, change in tactics or Support. 
 

The defenders can play tricks, change in tactics and support. 
 

Preparation for combat is initiated, hidden units are revealed and abilities are 
triggered. 
 

Combat commences, units attack in the row they are in and damage each other 
at the same time. Undefended buildings lose cards. 
 

Destroyed units move to the graveyard, abilities are triggered. 
 

Cards exceeding handcards are dicarded. Your maximum hand size is decided 
by the number of, not destroyed buildings, you control +2 
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Example of a game set up 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Note that the abilities that have the word "all" only affect the cards that are 
within range of your attacks. For example, Defender 1 plays a trick that destroys 
all units. Only the two opposing rows are destroyed to his left and right side  

Attack/ Tricks/ 

Abileties 
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For more information about the game visit www.attackanddefense.com 
If you have any questions about rules, feel free to contact me in the Community 
section or send me an e-mail: information.aandd@gmail.com. 

mailto:information.aandd@gmail.com
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