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compPoNenTs

30 Source Cards 8 Oversized Wizard Cards
30 Quality Cards 25 Treasure Cards

7 Last Wizard Standing Tokens

6 Skoll Life Counters

e CARDS ‘our hand will consist of various Spell Components:

souree B

QUALTY [

DELIVERY

30 Delivery Cards 15 Dead Wizard Cards 5 Six-Sided Dice
8 Wild Magic Cards 15 Kill Tokens L Gross Sack
20 Magically Transmitted

Disease Tokens

ook

Blast ts int lderi
ast your opponents into smoldering A

DBJQCT“F The 901112 bits of goo. Score 1 point for each | (WrisizralR

Wizard you kil. Score L point for smagumne
being the Last Wizard Standing at the end of a game. Score the l‘lLL
most points over three games to win! Yy ©

S?T w Combine all of the 25 24 923 922

Source, Quality, o1 @ 19 18
Delivery, and Wild Magic cards into

one Main Deck. Then shuffle each ;" <
deck (Main, Treasure, and Dead Wizard 1312 1110
Decks) separately. £ach player chooses 9 8 16
a Wizard to play. BO®OG@

&ach Wizard starts each game with 20 Hit Points. Place a skoll life counter on the
20 (Found on your Wizard card) and vse it to mark your gains and losses of Hit
Points. Should you gain any Hit Points, your maximom HP is 2.5.

Place the Main Deck (the cards with the black backs) and the Standee in the
middle of the play area. Place the Treasure and Dead Wizard Decks off to the
side. Place all of the Magically Transmitted Disease (MTD) Tokens into the sack,
and then set it off to the side.

mHTCh ?‘,ag A match consists of three games. A game consists of
enough rounds fFor one player to win that game.
During each round, players will create Spells, blast their opponents, collect
fabulous Treasvres, and most importantly, try to survive. £ach time yoo il
a foe, grab a Kill Token. That’s worth 1 point at the end of the match. If you
cream your last foe in a game, leaving only you among the living, youv earn a Kl
Token as sval, but also a Last Wizard Standing Token. LWS Tokens are also
worth 1 point at the end of the match.

START o¢ £ach Wizard draws from the Main Deck. until he or she
CACH ROUND 55 3 (ull hand of eight cards.

gach Source is named gach Quality allows A Delivery is the big
after alegendary you, the Wizard, to boom—the cataclysmic
Wizard. When you cast inject some of your finality of your Spell,
your Spell, the Source own creativity into sure to leave your foes
will give credit where your Spell. These bloodied and begging for
credit is doe. adjectives give your mercy. Deliveries all
Spell flavor, often giving have an Initiative
your foes a taste of the nomber and require a
trauma they're about Power Roll. (More on
to suffer. that stoff later.)

puLDIgaSPeLL

Zach Spell may contain vp to three different Components. A Spell can contain
no more than one of each type of Component (Source, Quality, and Delivery).
These are all legal Spells:

SOURCE CoURCE + QUALTY QUALITY + DELIVERY QUALITY

DENVERY SOURCE+DELNERY  SOURCE + QUALITY + DELIVERY
|



Notice the nameplate banner? A full three-card Spell will always have a
complete nameplate with a beginning, middle, and end. A Source is always the
leftmost card of your Spel, 3 Quality is always Found in the middie, and a
Delivery is always the rightmost card of a Spell.

These are examples of illegal Spells:

QUALITY + QUALITY SOURCE + QUALITY + QUALITY

1 3 Wizard reveals an illegal Spell, he or she moust choose and remove cards
from it ontil the Spell becomes legal. Place those removed cards into the
discard pile. Note that a player may never play more than three Components.
IF a player does, he or she must retorn the additional cards to his or her hand
before announcing the size of his or her Spell.

A Wizard most play all the Components of

PLBC 1119 YOUR m 3 Spell face down into the play area

directly in front of him or her. Yov may

stack your cards up, spread them out, or even keep them under your hand

if yoou wish to hide the number of Components you are playing—opposing

Wizards don’t have the right to thumb through your cards to check. Here is
what the table might look like when all Wizards have placed their Spells.

PLAYER 2 WIZARD CARD + FACE-DOWN SPELL
PLAYER 1 WIZARD CARD + FACE-DOWN SPELL
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When all Wizards are done placing their cards

TURN ORD eR on the table, the order of Spell resolution

most be determined. At this time, each

Wizard should call oot the number of Components in his or her Spell:
one, two, or three.

Wizards who played one Spell Component take their torns before Wizards
who played two or three Spell Components. Wizards who played two Spell
Components take their torns before Wizards who played three
Spell Components.

If two or more players declare the same nomber of
Components in their Spell, then those Wizards announce
their Initiative nombers.

Find your Delivery’s Initiative nomber in the flaming ember
next to the end of the card name banner.

You may peek. at your Delivery to find this out, but don't
reveal the card yet. A Wizard who didn’t play a Delivery
Component or has a Wild Magic card in his or her Delivery
slot has an Initiative of 0. (More on Wild Magic. cards later.)

The player with the highest Initiative acts first. If there is a tie for highest
Initiative, each tied Wizard rolls a die, and the high roller resolves his or
her Spell first.

Example: In a four-player game, three players each declare three
Components, while one player declares two Components. The player with
only two Components will act first in the round. When that player’s Spell is
done resolving, the other three players call oot their Initiative numbers.
Let’s say they are 17, 1k, and Lk. The 17 Initiative will act first amongst the
players at three Components, as it's the highest Initiative. When that player’s
Spell is done resolving, the two players at Initiative 14 each roll a die to
break the tie. The high roller will act first, then the low roller will act last in
the roond.

o



rReveal
wRSPRLL

When your Initiative comes vp, reveal the Components of your Spell.
Now, in your best Epic Wizard Noice, read the name of your Spell in
dramatic Fashion in this order: Source, Quality, Delivery. Your play grovp
can decide the proper punishment for a Wizard who fails to read the full
name of his or her Spell before starting to resolve it.

ResoLuUe
YOUR s?eLL

Resolve the effects of the cards in your Spell in the order they are read:
o Source first
o Quality second
. Delivery last

IF you have moltiple cards of one type (through card effects, not through
Spell placement), resolve them in the order of your choosing.

If 3 new Component enters your Spell while you are resolving it, and it's
of a type that you have already resolved, finish resolving your current
Compornent, then resolve the new one. Example: Your Quality puts
a Source into play, but you have already resolved your Sources.
No matter. Resolve the new Source before proceeding to your Delivery.

When you are resolving your Seell, it is yoor turn. When you are done
resolving yoor Spell and vsing any Treasure effects, it is the end of your
torn. Ater any “end of torn” effects have resolved, discard your Spell
cards in play and then the next player begins his or her torn.

MASICAL ssphs

gach Spell Component has a magic type, represented by a word and a glyph
on the card.

The five types of magic are:

Hort fFoes. Gain Treasure. Still time for tea.

onrighteous magiks.

@ DARR Deal with Forces beyond your control as yoo dispense

Ignite your foes, then laugh at their screams of fiery anguish.
@ ILLUSION You never know what you'll get, except corpses.

Q PRIMAL Whether you heal damage or deal damage, it all
revolves around deep wounds.

POUJER
ROLLS

When you make a Power Roll, look at the glyph on the card that requires the
roll. You roll one six-sided die for every card you have in play that matches
that glyph, including itself. Be sure to include your Creatures from previous
rounds. They are also part of your Spell!

For example, if you play an llusion Delivery Component but no other
Components with Illusion glyphs, you'll roll one six-sided die. IF yov
had played an Illusion Quality in that Spell, you would have rolled a total of two
six-sided dice.

There are many other effects, MTDs, and Treasures that let you roll more
dice with Power Rolls.



9 erg Most Spells have targets. Most of the time, your Spell will
‘ak dictate its target. Keep these targets in mind when

creating yoor Spelll A target can be random: a foe on
your left, right, or left and right; each foe; or various other criteria.
IFit's a healing Spell, the target will be you. The target of a Spell Component
must be determined before any dice are rolled. Your target cannot be a
Dead Wizard. If your Spell targets the player to your left and that player is
dead, skip him or her and target the next player to your left.

The strongest foe is the foe with the most Hit

S‘[Roﬂgeé g% goes  Points. The weakest foe is the Foe with the Fewest

mea& Hit Points. If there is a tie, you get to choose

who you want to consider strongest or weakest

from among those tied players. Tou are not your own foe, so if you are
the strongest or weakest Wizard, you don't count.

A stronger foe is any Foe with more Hit Points than
STROIIQQR 2 you. A weaker foe is any Foe with fewer Hit Points
J0AKER FOBS  than you. Choose a target from among your
stronger or weaker foes. If a foe has the same

amount of HP as you, he or she is neither stronger nor weaker.

Starting with the player to your left, distribote

Rﬁﬁ““& values on a single six-sided die to each of the legal

coes targets for the effect. Then roll a die to see who

the victim will be. So, in a five-player game, yov would

assign L to b dockwise to the players next to yov, then roll; re-roll any
5s or 6s.

Some Spell Components can add cards your Spell.
a““\w“akbs Adding cards this way doesn’t make a Spell illegal.
©Y0IR SPOLL Added cards should be placed vertically adjacent to the

Comporents of the same type. 1If you have moltiple
onresolved Spell Components of the same type, you resolve them in the
order of your choice.

Creatures are a subset of the Delivery

&x&g‘[luzes Component. The word Creature appears in the
lower left cormer of any such card. Creatores

AWV AT e Ghigve in that they can stay in play at
the end of your casting. Creatures have the word “KEeP”
somewhere on them. When you Keep a Creature, leave it face vp in front of
you. You don't discard it with the rest of your Spell Components after resolving
your Spell. Most of the time you trigger the Keep keyword by roling well on
Power Rolls. Some other card effects might help to Keep the Creature around.

With a face-up Creature in play, you have a new friend! This faithful
companion is even wiling to sacrifice its life for you. Anytime yov would take
any damage from a foe, you may instead choose to discard a face-vp Creature
yoo have in play. Doing so negates the damage to you, but not to other players
(iF the damage has moltiple targets). Creatures cannot absorb self-inflicted or
MTD damage. A Creatore that is unresolved (Face down) in your Spell is not
eligible. for this kind of loyalty. If a card deals moltiple instances of damage, like 2
and then 2 more later, a Creature only blocks one instance of damage. 1f a card
deals 2 damage, or & damage if you are the strongest foe (or whatever), that is
a single instance of damage, so one Creature will absorb it all.

While protecting you like a guard dog is certainly vseful, if your Creature
survives ontil the next roond, you get to attack with it again when your Initiative
comes Lp. In fact, you must! You cannot choose to skip making a Power Roll
forit.

e A "Kept" Creature does not add to the Spell Component card count
that determines how quickly you cast your Spell. For example, if you play a
three-card Spell and you have Kept two Creatures from previous rounds,
you are still playing a three-card Spell, not a five-card Spell.

e IFyour Creature has no legal target, you still roll to see if you Keep it or not
(whether it is new or already in play from an earlier roond).

e The glyphs on your Kept Creatures ARE counted amongst all of the glyphs
for your Spell.

Count the glyphs that match your Kept Creatore and roll, jost as if it were part
of your Spell. It's certainly possible to Keep a Creature around for several
rounds if you are lucky enough to roll a KEEP result each time. But if you don't
roll 3 KEEP result again, it is discarded at the end of your turn as Lsval.

e Discard all of your Creatures at the end of each game in a match.
10



Only cards that specifically target or mention Creatures can hit Creatores.
You can't choose to hit a foe's Creature with generic damage. Only that
foe may choose whether or not to have the Creature absorb the damage.
If the damage is random, wait until the value has been determined before
deciding. You don't need to decide before you know how moch is coming
at you. No matter how little or great the damage, the Creature absorbs
it all, and then the Creature card is discarded. Zero damage does not kil
a Creatoure.

When you die, discard any Creatures you have in play. 1ou should have
sacrificed them to stay alive, nombskoll!

ﬂlﬂﬂlﬁﬂtw TRRﬂSmlTT?D There are 10 different MTDs in the

DISeAses game and there are two copies
( m‘n)s) of each one, for a total of 20 tokens in the sack.
When you gain an MTD, randomly grab one from the

sack, read the name, and then place it in front of yov. Yov

should place the side with the game text face vp, because even

though an MTD is a dangerous thing, they are magical. £ach MTD has a glyph

on it that you count among glyphs you have (they are also considered to

be part of your Spell). So, for example,, if you have a Primal MTD, that MTD
will grant yoo one extra die for a Primal Power Roll.

The downside is that your MTDs are going to cavse a burning sensation.
If an MTD does not read “at the end of your torn,” it has an immediate
effect. After you have finished resolving yoor Spell and vsed any Treasures
you wish to vse, it's now “the end of your torn.” If you gain an MTD
doring a foe's turn, the end of torn effect won't happen ontil the end of
your next torn, which could be Iater this round or next round. Every MTD
has an ongoing effect while it is in front of you. It will continve to scab vp
round after round ontil you manage to coure it or die trying.

e Ifyou die due to your own MTD's effects, no one gains a Kill Token
for your death.

e Ifafoe’s Spell causes you to resolve your MTDs and you die, he or she
does not gain a Kill Token.

e When yoo die or cure MTDs, place them back into the sack and give it
a shake.

CAAP Tmy: You most discard this immediately, so you never get the glyph
bonus, nor can you cure it before it retorns to the sack. It still counts as
having “gained” an MTD, however .

H@Pwl—i-l—is Z_: If you have not yet resolved your corrent Spell, you
most remove a Component from yoor Spell immediately. IF yoo have both
of these, your maximum Spell size is one card.

Wand Rot: Discard all of the Treasores yoo have immediately. You may
still play cards that would gain you a Treasure, but you just don't gain
a Treasure.

Witch Warts: If 3 Component would target moltiple foes (and even
yourself), you must choose only one of those foes (and not yourself).
For example, Silky Da Pimp would have you and each other player roll a die.
Instead, only a single Foe of your choosing would roll..

The Standee begins each game in the middle of the

‘1' he table. No one controls it, but it does have game
SIauD fonctions. Several cards allow you to “take” the

Standee. When you take it, pot it in front of yoo.
Yo get it whether it was in the middle of the table or
controlled by a foe. You are now immone
to MTDs that your Ffoes would pass
to yov or have yov gain. This abiity
is mentioned right on the Standee. Howenver, you
ave not immune to your own cavds giving
You MTDs.

When you see the words * Standee: (Effect)”
on a card you play, and you have the Standee

at the time, you get the effect listed after

the word “Standee.” If you don't have the
Standee, no one gets the Standee bonus on
cards you play.

Acquiring the Standee does not cure your
corrent MTDs.

IF you slay a foe who has the Standee,
Yyov gain it.

At the start of a new game in a match,
retuorn the Standee to the midde of
the table (unless a player acquired it
while dead).




oTnek CARDS
WILD MACGIC

These special cards in the Main Deck

take the place of any Component

type when added to your Spell

For example, if you don't have a Quality in your hand but you still wish to play a
three-Component Spell, you can place a Wild Magic card in your Spell to act as the
missing Component.

When your Spell is revealed, immediately reveal cards from the top of the Main
Deck until you find the type of Component you're missing. Add it to your Spell
and then discard the Wild Magic. card and the rest of the revealed cards. If you
played more than one Wild Magic. card in your Spell, repeat this process for each
one. Read the name of your Spell only after you have replaced all of your Wild
Magic cards.

TREASURES

Treasures are powerful items that some Spell Components can award you. When
You gain 3 Treasure, it is always placed face vp in front of yoo for all to see.
Treasures are never placed into your hand. But look out! Some crafty Wizards
may try to steal your Treasures.

Some of the Treasures (and one of the MTDs) in this set have the keyword
Everlasting, which has the effect: “Do not discard this when yoo die or at the end
of a game.” While you are dead, your Everlasting Treasures and MTDs cannot be
stolen or destroyed. So dead Wizards and the Last Wizard Standing will all hang onto
their Everlasting Treasures and MTDs into the next game.

THE DEAD WIZARD DECK

When a Wizard is slain, he or she discards the cards in his or her hand,
discards his or her Treasures and MTDs that don't have the Everlasting keyword,
and immediately draws a card from the Dead Wizard Deck. Being dead isn't enough
to put a Wizard completely out of the action. At the start of each new round of
the game, each dead Wizard draws a Dead Wizard card. These cards will help you
win the next game. If there are moltiple Dead Wizards, they draw and resolve Dead
Wizard cards in the order in which they died.

Some Dead Wizard cards have the words “Resolve now” on them. These cards
resolve immediately when drawn. Discard the card after resolving it. If a Dead
Wizard card would have you gain Hit Points, you don’t come back to life and you
don't get those extra HP at the start of the next game. If your Dead Wizard card
kills a foe, you score a Kill Token. If that foe was the Last Wizard Standing, he or
she still earns that token, and then he or she will get to draw a Dead Wizard card.

Some Spell Components have the keyword
/fﬂt‘[‘“&% “Reaction” on them. Reaction cards let yov

spring a surprise on a foe in case of your

ontimely death. If a Reaction card is in
your Spell and you are unceremoniously killed before you get the
chance to resolve the card with the word Reaction on it, you get the
effect listed. Only the text after the word Reaction resolves now.
The normal Spell effect text resolves when it is your turn as vsval.
Reaction cards might allow a Wizard with low HP to play a slower Spell
and have a chance of surviving long enough to resolve their Spell.
IF your Reaction heals you, you don't die, and the player who killed
you does not earn a Kill Token. All of the Reactions in this set core
your MTDs, and then you heal 1 HP for each MTD you cured.
Note that when taking lethal damage, your HP never goes below 0,
s0 if you cure two MTDs, you would heal 2 HP and place yoor skoll life
counter on the 2.

Reaction cards in hand do nothing. They moust be waiting in the cards you've
placed to be able to trigger. A Reaction can even trigger if yoo die due to
self-inflicted damage, as long as you have not started resolving the Reaction
Comporent. 1If your own Source kills you, and your Quality has a
Reaction, it will trigger!

You ‘“control” things that are in play in

“TBO‘ front of you. This indludes Treasures,
& Creatures, MTDs, Dead Wizard cards that
o Wam=  give yov a long-term bonus, and the

Components in your Spell. Tou do not control
the cards in yoour hand.

Note that a Creatore in your Spell cannot be vsed to block damage vnless it
has resolved and you rolled a KEEP result.

ePIL mare Vawar

This longer playing time variant is great for two- to four-player games
in which you want to play to a more dramatic ending. Instead of keeping
track of kills, the only thing that matters is being the Last Wizard Standing.
The last Wizard alive at the end of each game gets a LWS Token. The first
player to collect two LWS Tokens wins the match!




In a four-player game, a foe who played a two-Component
ﬁg?bsp eLL Spell has already acted. With an Initiative of 11, yoour Spell is the
llITlUﬂ fastest of the three-Component Spells, so yours resolves first.
eXanvsy
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The Source of your Spellis Silky Da Pimp’s, so it
will resolve first. It reads:

“Add 1 to each of your rolls this torn.
£ach player rolls a die. The player(s)
with the lowest result gains one MTD.”

You and your three foes each roll a die. Tou roll
a L, Kristin rolls a 2, Ryan and Sarah both roll 5s.
o0 add 1 to your roll, so both yov and Kristin
have the lowest result, and you both gain one
MTD. You draw a Hocus Poxus, which won't hort
you ontil the end of yoor torn.

Now that you have resolved your Source, yov
move on to your Quality, Growinc-E-Drinky.
You gain 3 HP, taking you vp to 23! Too bad
you gained an MTD or you would have taken the
Standee as well.

Now that your Quality is done resolving, we move
to your Delivery, which is Anal Annihilation. Looking
over your Spel, you have two Arcane glyphs:
one from your Source and one from your
Delivery. Hold the bottplog!
Your Hocus Poxus also has an
Arcane glyph. Three Arcane
glyphs gives you a Power Roll At the end of

. ! your turn,
of three dice. n Tose2HP. @

You roll them and the sum of all three dice is 8, but
Yyou add 1 to that becavse your Source tells you
to, for a grand total of 9. Tou deal 3 damage to the
player on your left, and then draw the top card of
the Treasure deck, getting Hypodermic Howitzer.

Looking at your hand, you notice that you have
a Quality yov wouldn't mind giving Lp, so you
discard Bombastic. Tou cure your Hocus Poxus,
just before you would have ended your turn,
dealing 2 damage to Ryan with the Howitzer effect.

When you are done resolving all the Components of your Spell, discard each
of your resolved Components, and the Wizard with the next highest Initiative
gets to reveal his or her Spell and start resolving it.




U

When the dost settles and there is but one Wizard alive, the

enn 0f a game ends and that Wizard eamns a Last Wizard Standing

Token. In the unlikely event that a Wizard kils himself or
ame herself, leaving no Wizards alive, that Wizard stil earns

the Last Wizard Standing Token, bot not a Kill Token.
You never earn a Kill Token for kiling yourself.

All cards that don't have Everlasting, all Creatures, and all cards in each Wizard's
hand are discarded at the end of each game. None of the decks should be reshuffled
ontil they ron oot of cards. This ensures that yoo will see a wide variety of different
cards doring each game.

SPECIFIC carp
CLARIFICATIONS

Eat Hhe Rich (N\A others like i'l'): If you have the Standee, you

target each foe, not each Foe with 10 or more HP.

[nflamous Sove~Cerver’s: You get the second effect if you cured your
last MTD or had norne to core at al.

Ke,g'l'aw Made of Gold: Taking dsmage from a foe's Spell that simply deals
damage based on the number of MTDs you have can kil you. An "MTD effect” is
just the text on your MTDs.

Seal of President Asshole: 100 wil count this among all of yoor MTDs.
It canbe cured, passed, etc.

Razor Buvn: Give this card to the chosen foe as a reminder.

The Pinnade of Existence (and others like it): Ganing one MTD

only triggers one Treasure. You must gain an MTD for each if yoo wish to resolve
more than one. If the MTD you draw forces you to discard your Treasures, you
still resolve the effect on that Treasure before it is discarded.

ao 6O OUR £0€S
Rafgasg g he Face0

COMBINNG WITH THE (st i
PRENIOV

shuffle! Another way to do it is to vse a
different Spell Deck, Treasure Deck, and
Dead Wizard Deck for each game of the match.

IF 3 Spell Component copies a Creature Delivery, it cannot KEEP. It reverts to a
non-Creature at the end of your casting.
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