
 

 

Masquerade 

Rule Book Version 1.1 

A game for 3-6 people by Michael Bujtas 

About the Game: 

Masquerade is a card game of fun deception and party time chaos. With 60 unique cards, each 

with different abilities, in the deck, players can keep playing and never have the same game twice. 

One uncommon feature of Masquerade is the ability to allow anyone to jump right in, even if a 

game is currently in progress. There is also a strong focus on storytelling; each card has its own 

personality complete with flavor test, a picture, a name, and abilities fitting with the character. 

There is room for expansion packs that can be added to the game which will increase the number 

of players permitted to play. 

Getting Started: 

To play the game of Masquerade, you’ll only need a few things: 

 Deck – The deck must consist of about 60 cards to keep the gameplay balanced. The 

different card types in the deck are: 

 1 King Card 

 1 Queen Card 

 16 Noble Cards 

 15 Assassin Cards 

 13 Soldier Cards 

 14 Commoner Cards 

 Dice (Optional) – Players can use the dice to determine tough calls on card effects as well 

as decide who will start the game. 

 Friends- This is a given. You will need at least 3 people to play the game with. Be sure to 

bring a sense of humor with you! 

Game Layout: 

To help with the simplicity of the game, Masquerade follows the rule of having no hand for the 

player to hold cards in. Instead all cards must be immediately put into play once acquired, either 

face up or face down. There can be only 6 owned cards in play, the rest are to be discarded before 

any actions take place. 

It is recommended that players give themselves at least 1-2 feet of play area to place their cards in. 

The layout of the game should look like this for each side: 



 

 

 

1.) General Play Field: Each player should have a separate area to play in, preferably at one side of 

a table and with 1-2 feet of space. In this space, all players must put every card they draw into play 

either face up or face down. 

2.) Face-Down Cards: One of these statuses of the cards in play is to be kept face down in the field. 

While face down, a card cannot be targeted by an attack from another card unless there are no 

face up cards in play on your side. 

If a card face down attacks from the face down position, you must flip it face up and consider it 

face up from now on. If the card has a down arrow next to its attack when attacking from the face 

down position, double the damage that card would do. 

If a card is attacked or affected by an ability while face down, flip the card face up and keep it up 

until the player flips it back face down on his/her next turn. If there is a down arrow next to the 

card’s health when the card is face down and attacked, double the health for only one attack before 

flipping it face up. 

To flip a card back face down, the action for the card must be used for that turn. 



 

 

3.) Face-Up Cards: The other status of the cards in play is to be kept face up. While face up, this 

card must be attacked if another player decides to attack the player. If there are multiple face up 

cards in play, an attacking player may choose which face up card he/she wishes to attack first. 

Similar to if a card is face down, if a card has an up arrow next to its attack when attacking from the 

face up position, double the damage that card would do. If there is an up arrow next to its health 

when it is attacked and face up, double the health it would have for the attack. 

Game Cards: 

All cards in Masquerade follow a general layout that outlines all of the basic statistics and details 

the players will need to know to battle each other. 

1. Card Name: This field 

contains the card’s name 

and titles. Gameplay wise, 

they serve no purpose save 

identification, however, 

they add a unique feel to 

each card as no two cards 

in the deck are the same. 

 

2. Card Gender: The card’s 

gender is determined by 



 

 

one of the three symbols ♂, 

♀, or ?. Several card effects 

in the game vary depending 

on the gender of the card 

or cards around it, thus it is 

important to be aware of a 

card’s sex. 

3. Card Class: Another 

important statistic of the 

card is its class which can 

be one of the 6 different 

fields: King, Queen, Noble, 

Assassin, Soldier, or 

Commoner. 

The King – There is only 

one King card in the game. 

If the King dies at any time, 

the killer is declared the 

winner of the game. If there 

is a holder of the King 

when the deck runs out of 

cards, the holder wins the 

game. 

The Queen – There is only 

one Queen card in the 

game. If the Queen is 

killed, all cards owned by 

the killer go under the 

control of the former 

holder of the Queen. If a 

player has the King and 

Queen card both in play 

face up, they win the game. 

Nobles – There are 16 

Noble cards in the game. 

Though generally weak, 

Nobles have unique 

abilities that alter the flow 

of the game. 

Assassins – There are 15 

Assassin cards in the game. 

Assassins are quick strikers, 

usually doing a single heavy 

damage at the price of 

being out in the open 

afterwards. They are 

perfect for striking at key 

targets. 

Soldiers – There are 13 

Soldier in the game. The 

Soldiers are generally 

higher in health than most 

of the other cards and 

typically are kept face up to 

safe guard the other cards. 

Commoners – There are 

14 Commoner cards in the 

game. Commoners act as 

supporters and boosters to 

the other cards, buffing 

attack and health for 

stronger cards and allowing 

players to draw extra cards 

from the deck. 

 

4. Picture: The picture of 

the card gives the player an 

idea of what the character 

on the card actually looks 

like. Each picture on the 60 

different cards in the deck 

is unique. 

 

5. Abilities/ Conditions: In 

addition to attack and 

health, each card will 

typically have a special 

condition or ability they can 

use. It is important to 

remember that unless 

otherwise stated on the 

card, using the ability of the 

card counts as its action for 

the turn. 

There are certain key 

words that describe the 

conditions of certain 

abilities that need to be met 

in order for them to take 

place: 

{Killed} – If the card is 

attacked when it is not the 

owner’s turn and is 

discarded, the condition is 

met. 

{Flip Up} – If the card is 

flipped face up from the 

face down position on the 

owner’s turn, the condition 

is met. 

{Attacking} – If the card is 

attacking, the condition is 

met. 

{Face Up} – If the card is in 

the face up position at the 

start of the owner’s turn, 

the condition is met. This 

does not apply for the first 

turn of the game. 

{A} – Marks that the 

current text is considered 

an action and doing the 

action will result in 

counting the action for the 

card this turn. 

 

6. Flavor Text: The Flavor 

Text is another feature on 

the card to give the 

character more personality. 

Each small bit of text has a 

pinch of dialogue said by 

the character that player 

can mimic if they so choose 

to. 



 

 

 

7. Card Attack: This 

number next to the sword 

icon is the amount of 

damage the card will do if 

you choose to attack with it 

for it’s action. An up arrow 

means the listed number 

will be doubled if the card 

was face up at the start of 

the owner’s turn. A down 

arrow means the listed 

number will be doubled if 

the card was face down at 

the start of the owner’s 

turn. 

When attacking, if the total 

atack for a card is less than 

the chosen attacked card’s 

total health, the card that 

attacked loses the fight and 

gets discarded. Cards with 0 

total attack cannot attack 

for an action. 

 

8. Card Health: This 

number next to the health 

icon is the amount of 

health the card has. An up 

arrow means the listed 

number will be doubled if 

the card was face up at the 

start of the owner’s turn. A 

down arrow means the 

listed number will be 

doubled if the card was face 

down at the start of the 

owner’s turn. 

If a card is attacked and it’s 

total health is less than or 

equal to the attacking card’s 

total attack, that card loses 

the fight and gets discarded. 

 

How to Play: 

Winning: To win Masquerade, one of the three conditions must be met by one of the players at 

any time during the game: 

1. Killing the King – If at any time during the game, the King card is discarded from an attack 

by another card; the player who is the owner of that card will win the game. 

2. Royalty Win – If during their turn a player has both the King and the Queen face up in 

their possession, they win the game. 

3. Last Man Standing – When a player can no longer draw a card from the deck at the start of 

their turn, the game is considered to be over. Whoever owns the King at this point is 

declared the victor. 

Starting a Game: When beginning a game, players should follow these basic steps to get things 

started. Remember, at any time during the game another player may join in simply by dealing 3 

cards to them. 

 

Decide who 
will go first 

Shuffle the 
deck* 

Deal out 3 
cards to each 

player 



 

 

*Players may wish to separate the King and the Queen from the deck during this phase then 

shuffle them in afterwards. This is so no one has either card at the start of the game. 

After these 3 steps have been completed, the game can finally begin. 

Turn Sequence: A game is made up of several phases which create a player’s turn. A player 

must go through the four phases before it is the next player’s turn. It is recommended that 

players go around in a clockwise circle when playing the game for simplicity’s sake. 

 

 

1.) Draw Phase: The first thing a player must do at the start of their turn is draw 1 card. They must 

always draw at least 1 card unless a card in play says so otherwise. If a player currently has no cards 

in play at the start of their turn, they may draw 2 cards instead. 

 Draw a card from the deck 

 Draw 2 cards from the deck if you had no cards in play at the start of the turn 

2.) Placement Phase: Unlike most card games, Masquerade does not permit the player to have a 

hand. All cards drawn must be placed either face up or face down, each with their own respective 

strengths and weaknesses. Some cards must be placed in a specific position according to their list 

of conditions; players must always follow these conditions. 

 Put any drawn cards face up or face down in front of you 

 You cannot swap a card’s position without it counting as an action 

 Some cards can only be face up or face down according to their description text 

3.) Action Phase: The largest part of a player’s turn is the Action Phase. Each player gets 3 actions 

per turn; actions are things owned cards can do to interact with each other. The following are all 

considered actions and take up one action for the Action Phase, remember each card only gets 1 

action pet turn: 

1.) Draw Phase 

2.) Placement Phase 

3.) Action Phase 

4.) End Phase 



 

 

1. Attacking with a card 

2. Using a card ability (See Abilities / Conditions) 

3. Flipping a card face up 

4. Flipping a card face down 

It is important to remember that every card only gets 1 action for the Action Phase. If there are 

more actions left then there are cards, those actions do not carry over into the next turn. The 

player goes to the End Phase after they use all the actions or use an action for every card they have 

in play. The player may also opt to skip their actions. It is not required for the player to use every 

action they have if possible. 

 Players get 3 actions per turn 

 A card only gets 1 action per turn to use 

 Using all 3 actions or doing an action on all cards in play ends the Action Phase 

 Actions do not carry over to the next turn 

 Actions are considered to be anything done with a single card (see the list above) 

 Actions can be skipped with no penalty 

4.) End Phase: When all other phases have been resolved, players should announce to the other 

players that they’re ending their turn. The next player’s turn can then begin starting with the Draw 

Phase. 

Common Questions: 

The following are a list of commonly asked questions during the game, usually concerning card 

effects and how to determine the outcomes. Please refer to the list if a question arises during the 

gameplay before deciding the outcome on your own. 

  


