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About the game

Fortress is a game in rounds for 2 to 5 players. The concept is to protect royal cards in your
hand while trying to capture your opponent’s royals. The game can be played without a table,
and only requires a single standard poker deck of cards (removing the Jokers). A game
typically lasts 10 to 45 minutes, depending on the scoring used.

SETUP

Draw cards from the deck. He who draws the highest
card (Ace being the lowest) decides who goes first.
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The goal is to have as many royal cards in the center
of the hand. It is also beneficial to have equally
ranked cards next to each other (such as two Aces next to each other) in the player's hand.

After the 10th card is drawn, the players may move one card to any position in his hand.



Attacking Phase

Once the fortifying phase is complete, players begin
the attacking phase.

For his turn, a player attacks (just once per turn) the
person on his left, with the starting player beginning
the attacking phase. To attack, a player removes any
single card from his hand, or if two or more cards of
an equal rank are directly next to each other, he may
attack with all or some of those cards.

With his attacking card(s), the player physically taps
on the left or right side of the opponent’s hand of
cards with the attacking card(s). The attacking
card(s) must be revealed to the opponent.

If the attacking card(s) breaks the defending card(s), both the attacking and defending cards
are discarded.

If the defending card(s) blocks the attacking card(s),
the defender flips over the defending card(s),
revealing them to the attacker (and anyone else
playing). The attacking card(s) is then discarded, and
the defending card(s) remains revealed.

ACES

If a player has an Ace in his hand, on his turn he may

discard the Ace, draw a new card and place it left of
the left-most card or right of the right-most card. This is his turn.



PASSING
A player may pass his attacking phase, which will skip this turn of the player. However, if all
players pass, the round is over and points are tallied.

CALLING DONE
At the beginning of his turn and when a player has one or zero number ranked cards in his
hand (i.e. one or zero cards other than royals), he may call “done”. This will immediately end

the round, and points should be tallied.

BLOCKING ATTACKS AND BREAKING DEFENSES

When a player attacks, if his attacking card(s) beats the defending card(s), he break the
defense otherwise the attack is blocked.

Attacking card(s) beat the defense card(s) if:

e thereis one attack card and one defense card, and the attack card is greater than or
equal to the rank of the defense card

e there are two attack cards and one defense card

e there are two attack cards and two defense cards, and the attack cards are greater
than or equal to the rank of the defense cards

e there are three attack cards and three or less defense cards. If there is a single defense
card, and the next defense card is a single, it beats them both.

 there are four attack cards. It beats all cards up to (but not including) a royal.

CAPTURING AND PROTECTING ROYALS

Royals (Jack, Queen, and King) have a rank of 0. In other words, any single attack card can
beat a single royal, but the above rules still apply with royals. When a royal is beat, it is
captured. If royals are used to attack, they are captured by the defending opponent. Royals
should be strongly defended as capturing and protecting royals gives points. Place all

captured royals in a pile face up next to your hand.

TALLYING A ROUND

After a round is finished (all players have passed on their turns, someone has announced

“done”, or a player runs out of cards) the points are tallied.
Points are given as follows:

e 2 points for every King captured (i.e. if the player’s attack has beat a royal)

e 2 points for every Queen protected (i.e. if the player still has the card in his hand when
the round is over)

e All other royals are worth 1 point.

Keep the score tallied on a scoresheet.



AFTER A ROUND AND END GOAL

After a round is tallied, write down the total score for each player on a scoresheet. The first
player to reach the target score wins the game (or the highest score if more than one player
reaches the target score).

e For two players, the target score is 21
e For three players, the target score is 17
e For four players, the target score is 14

For a shorter game, have one or two rounds be a complete game.

If another round needs to be played, he who scored the least amount of points for that round
gets to decide who goes first. Begin again with the Fortifying Phase. This time, the play moves
counter-clockwise and the starting player attacks the person on his right. This rotates each
round.

THE EVEN ROUND (TWO PLAYER ONLY)

If there are two players, every other round should be played with the cards remaining in the
deck. Do not reshuffle the cards.



