Dominion notes
Object: Players create a deck of cards by using Action and Treasure cards to purchase additional cards from the available card piles in the Supply.  The game ends when the Province pile or any three other piles have run out.  The player with most points in Victory cards in his amassed deck wins.
Setup: Randomly determine the starting player.  When playing multiple games, the starting player is the player to the left of the winner of the last game.
Give each player 7 Copper cards and 3 Estate cards.

Each player shuffles their 10 cards and draws a starting hand of 5 cards.

Choose a set of Kingdom cards from the back of the rules or use a random set of 10 Kingdom cards.

Arrange the face up piles of Treasure, Victory, Kingdom, and Curse cards in the middle of the table with the respective Placeholder card face down on the bottom of each pile.  These piles are collectively called the Supply.

Place the Trash card nearby.

3-player games only use 20 Curse cards and 12 of each Victory card.

2-player games only use 10 Curse cards, 8 Garden cards, and 8 of each Victory card.
Game Turns: Each player takes the following three phases in order and then play passes to the left:
Action Phase: You may play one Action card.
You may play an action even if you cannot do everything on the card; but you must do as much as you can.

You must fully resolve an action card, in the order its text is listed, before playing another action card.

Card text that states “+1 Action” or “+2 Actions” is resolved by adding that number to the “stack” of Actions you are allowed to play later in this phase.  So with a Cellar card, you add 1 action to your “stack” and then you may discard cards to draw cards.
Buy Phase: You may gain one card from the Supply by paying its cost.
You may not purchase cards from the Trash pile.

You may not purchase the Placeholder cards – they are just there to identify when a pile is empty.

Place the purchased card(s) face up onto your Discard pile.
Clean-up Phase: Place all of the cards in your play area and any left in your hand face up onto your Discard pile.
Then draw a new hand of 5 cards.
General Notes: When you discard, place the card face up on your Discard pile.

When discarding multiple cards at once, you do not have to show the cards to your opponents.

If you have to draw or reveal more cards than remain in your deck, you must draw or reveal as many as you can and then shuffle your Discard pile to form a new deck.  Then draw or reveal the remaining cards.
If your deck is empty, do not shuffle your Discard pile until you need to draw or reveal a card.

When you “Gain” a card, place it face up on your Discard pile unless the card says to put it elsewhere (e.g., Bureaucrat and Mine).

You are allowed to count how many cards are left in your deck but not in your Discard pile.

You may not look through your Deck or your Discard pile.

Any player may look through the Trash pile.

Any player may count the number of cards left in any pile in the Supply.

If a card affects multiple players, and the order matters, resolve the ability for each affected player in turn order, starting with the player whose turn it is.
Game End: The game ends at the end of any player’s turn when one of two conditions is met:
· The Supply pile of Province cards is empty OR
· Any three Supply piles are empty
Each player counts up the value of the Victory cards in his hand, deck, and Discard pile.
The player with the most victory points wins.  The tiebreaker is the tied player who had the fewest turns in the game.  If still tied, the victory is shared.
Card Notes: 

Adventurer, Library – revealed cards are set aside and not shuffled if your deck needs reshuffling before you are done revealing cards (since they weren’t discarded yet).
Cellar – you only draw cards after you have finished discarding.

Feast, Remodel, Workshop – you cannot use coins from Treasure cards or previous Actions to increase the cost of the card that you gain.

Feast – if you use Throne Room on Feast, you will only gain two cards, even though you can only trash Feast once.

Gardens – at the end of the game, count the Gardens in your hand, deck, and Discard pile.

Spy – you must draw your card for playing the Spy before any cards are revealed.

Witch – if there aren’t enough Curses left to go around when you play the Witch, deal them out in turn order starting with the player to your left.

