Astra Divided Rules
Two Great Oracles, masters of astromancy, split off due to a disagreement but, the prophecy still continues. Each Great Oracle must find the missing piece to solve the prophecy, revealing the syzygy.  

Summary: Astra Divided is a 2 player deduction based card game. Players take the role of an oracle trying to piece together the prophecy. Each player starts with only part of the puzzle. On their turn they must use cards to investigate the other player’s clue. Once a player feels like they know the other player’s clue they still must figure out where the final piece is located. Once all 3 pieces are brought together, the truth is revealed. Will you be able to overcome this divide to save the cosmos?

Components: 
27 3-attribute deck:
Number(1-3)
Suit (Sword, Shield, Flame)
Alignment (Sun, Neutral, Moon)

Objective: Complete the set of 3 cards containing both players’ clue cards to win a round. Win 3 rounds to win the game!

A set means each of the cards either share the same attribute or have every card have different values in that attribute [Number(1-3), Suit (Sword, Shield, Flame) or Alignment (Sun, Neutral, Moon).]  

Example: All have the same suit (check), All have different numbers (check), BUT, Not all of them have same/different alignments (2 Neutral, 1 moon).
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Example: All have different Suit (check), all have different numbers (check), all have different alignments (check)
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Example: All have same suit (check), all have same numbers (check), all have different alignments (check)
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Setup: 

Shuffle the deck

Deal 6 cards to each player.

Players look at their cards and place 1 card, face down off to the side. This is their clue card and must remain hidden from the other player until someone is attempting to solve the prophecy.

Randomly decide who goes first and play begins.

Gameplay:
On a player's turn, they can either investigate or try to solve the prophecy.

To investigate a player makes a 2 card guess. To do this, they pick 2 cards from their hand and lay them face up. The opponent says whether each card matches: Number(1-3), Suit (Sword, Shield, Flame) or Alignment (Sun, Neutral, Moon). If the card matches ANY attribute, then the player says “yes”. If the guess doesn’t match an attribute, the player says “no”. Note, the player doesn’t need to specify which attribute the guess card matches but must specify each card one at a time.

Note: The first player only uses 1 card to investigate on the first turn. Then play continues normally with each player using 2 cards to investigate.

The player will set the card(s) in the play space so that all players can see it. It’s helpful to sort the cards into “yes” matching cards and “no” not matching cards.

The player refills their hand so that they have 5 cards and then play continues with the next player’s turn.

To solve the prophecy, the player must declare the card that creates a complete set of 3, containing both of the players’ clue cards. They also must specify the location of this card (In play, in someone’s hand, or in the deck). Note, they don’t have to know which of those cards is EXACTLY it just that the specified card is in that general area (player’s hand, opponent’s hand play, deck). Both of the clue cards are revealed and players determine if the set has been made. If correct, the player scores a point. If a player is wrong, either the card doesn’t create the set or it’s in another location, then the other player scores the point.

If either player has 3 points, they win! Otherwise all cards are collected/shuffled and a new round begins, alternating who starts first.
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