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1. Did you create the symbols on the cards or do they have a history? 
 The symbols were once used to represent the various elements (silver, air, water, etc)
 in Alchemy.  Most appear in their original form.  Others have been modified to better 
 represent a card effect visually. The HEX•HEX icon is wholly my own.
2. Alchemy symbols? Isn't this game about Hexes?
 Okay. We used them because they looked cool and suitably arcane.  If pressed, we'd make
 up something about the elements being spell components used in casting the Hexes or some
 other such nonsense. If pressed further, we'd say "give it a rest" - and then we'd Hex you.
3. The cards are really stiff and hard to shuffle. What's the deal?
 It is intentional. We wanted the cards to be very durable and have a long play life. The heavier
 paper stock is difficult to shuffle and riffle (which is pretty tough on cards in general). 
 We recommend shuffling them by side shuffling, letting the cards drop from
 one stack into the other.
4. How many unique cards are there in the set?
 There are 35 different cards not including the score card, many of which are of the 
 common deflection type. For specifics on how many of each type there are, check out 
 our card list resource page.

Scoring
1. Why do you call the points in this game "Voice"?
 Partly to be different. Mostly to reinforce the mechanic that has the winner's voice carring the
 day and allowing them to set a rule for the next game. As a side benefit, it sets up one of our
 favorite rules, if you hit zero Voice, you can't speak.
2. If you go below -13 Voice, do you lose?
 Nope. Oh, you're probably not going to win this game, but you are not out.  There are no upper
 or lower limits to Voice. If you roll off the card, you're on your own to keep track of your score.
3. So just to double check, if I nail somebody with a Hex that's been Boosted or Escalated, 
    I still only get one Voice?
 Yep. It is far easier to lose Voice than to gain it.

Game Play
1. When we have more than one Hex in play, one of us always seems to get ahead of the other.
 Game play is a lot smoother when the Hexes pass simultaneously. In fact, try this - have
 each player select their card and hold it next to the Hex targeting them, keeping the card
 a secret until all players with a Hex have done the same. Not only does it pace the game
 well, but it keeps an element of surprise rather than allowing players to react to what
 someone else just played.
2. Can the game be played with two players or more than six?
 With two, no. Not even worth your time. Three is the bare minimum and the game is 
 optimized at 4-6 players. To play with more, we'd recommend combining two decks.
 Pull the extra Hex Hex and Hex Sign from the combined deck as they will overpower
 the game. We also suggest starting the game with two players casting a Hex at opposite
 sides of the table. This should prevent people from waiting too long to get to play a card
 in a larger group.
3. Is Team Play possible?
 You bet. Our friend, Max Kushner, playtested this game style fairly thouroughly and recommends
 the following.... Play with four or six players and have them sit opposite one another. Talking
 back and forth with your partner is permitted but do not share the specifics of your hand. For
 example, if you hold What the Hex Up with That?, you could just encourage your teammate
 to hit you without telling them why. The best combined team score wins the game.
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Cards/Rulings

1. Maddening Compulsion. Help.
 - First off, yes, you can play Null on Maddening Compulsion and avoid it completely.
 - In fact, any card that "you can play when it is not your turn" may be played even
   after Maddening Compulsion takes effect so long as it is indeed played out of turn.  
         For example, you can play Detonate on a Maddened Hex in front of another player.
   You could also play HEX•HEX - but only if you are not the current Intended target of
   the Maddened Hex. 
 - BUT if you are the Intended target of a Maddened Hex, you must pass it in the named direction.  
   If you can't pass the Hex in the stated direction by any means, you are HEXED.
  - 'By any means' includes Duck, Boost, Called Shot (if you name the appropriate player)
     or any other card that moves the Hex in the correct direction.
  - Twain is legal to play because it does pass the Hex in the named direction.  (Yes, the 
    duplicate does move in the opposite direction momentarily but it does not go off.  The
    Maddening condition was satisfied for both the original and the duplicate when Twain
    was played.)
  - In a three player game, Deflect Across may be used because it does fulfill the
    'by any means' condition.  But only in a three player game.
  - Other card effects are trumped by Maddening Compulsion.  Dismiss and Hex Sign
    which normally would cancel the Hex can not be played.
  - Yes. You can play Maddening Compulsion on a Maddening Compulsion, even if it
    reverses the direction the Hex travels.  Why? It supercedes all other effects.
  - Is Fate legal? Yes. The card allows you to get another AND THEN respond to the
    (Maddened) Hex. It fulfills the 'by any means' wording of Maddening Compulsion.
    (NOTE: the last FAQ answered this incorrectly as a NO. Sorry, 'bout that.)
2. Blind Hex. 
    I played Blind Hex and pulled a card for The Intended that they would not 
    legally be able to play normally. What happens?
 - Right. So you played a card from their hand like Detonate or one of the 'Play Only When Hexed'
   cards when they have the means to pass. Or maybe they started the round and you selected 
   Reap What You Sow from their hand. Normally, not legal cards for them to play. So here's what
   happens. Discard the card and pull another one. Ouch. That really hurt. But I bet it made you smile.

 That clarification says that you "pull" another card.  Uh, WHO pulls another card?  The Blind Hexer, 
 pulling at random?  The Intended player, who can simply play another card as normal? Is it pulled 
 from the deck?
 The player who plays BLIND HEX chooses a card at random from the target player's hand and plays
 it for them. Essentially, taking their turn for them. If the card is not legal to play (Detonate, a card
 that says Play Only When HEXED and you have other cards that could pass the HEX, or if they 
 started the round and you play Reap What they Sow for them) the card is discarded from their 
 hand and you pull another card until you get a legal card.

3. HEX HEX. Why can't Hex Hex be nulled?
 You mean apart from "cause we say so"? Well, truth is that some people lose control when Hex Hex
 gets played. Some people don't just drop their cards - they toss em! Figuring out who had what cards
 at that point is just too hard to allow Null to revoke the effect. And after all, a card bearing the title
 of the game ought to be a heavy weight.

4. HEX HEX. The card states it can be played at anytime. Can I play it as soon as I'm dealt the card?
 Technically, no. No cards other than those that state they may be played immediately when dealt
 can be played until the round begins. However, we have always allowed it when people do it
 the first time. Otherwise you'd have to play it as a 'misdeal' and redeal the hand. That seems silly for
 a technicality. The card is best used in mid or end game. In fact, the only time you are really
 prohibited on playing it is if Maddening Compulsion has been played and you become the Intended
 before having a chance to play it. You could, of course, play it before the Maddened Hex is placed
 in front of you.


