ORD \WHeN ALL WIZARDS ARE DONE PLACING THEIR

Tan e R CARDS ON THE TABLE, THE ORDER OF SPLL RESOLUTION
MUST BE DETERMINED. AT THIS TIMe, eACH WI2ARD

SHOULD CALL OUT THe NUMBER OF COMPONENTS IN HIS OR HeR SPeLL: ONE, TWO, OR THREZ.

\WIZARDS WO PLAYED ONe SPeLL COMPONENT TAKE THEIR TURNS BEFORE WIZARDS
WHO PLAYED TWO OR THReE SPELL COMPONENTS. \WIZARDS WHO PLAYED TWO SpelLL
COMPONENTS TAKE THEIR TURNS BeFORE WIZARDS WHO PLATED THREE SpeLL. COMPONENTS,

IF TWO OR MORE PLAYZRS DECLARE THE SAME NUMBER OF COMPONENTS IN THEIR SPeLL,
THEN THOSE WIZARDS ANNOUNCE THEIR INITIATINE NUMBZRS. ‘TOU MAY PEEK AT YOUR
DeLINERY TO FIND THIS OUT, BUT DON'T REVEAL THE CARD YT. A WIZARD WHO DIDN'T

PLAY A DeLIVERY COMPONENT OR HAS A \OJILD MAGIC C.ARD IN HIS DLIVERY SLOT HAS AN

INITINTINE OF @.  (More on WiLd Macic Carps LaTER.)

Tue HicHesT INITINTIVE DeLINERY ACTS FIRST. IF THERE IS A TIE FOR HIGHEST INITINTINE, £ACH T1eD WIZARD
ROLLS A DIE, AND THE HIGH ROLLER RESOLVES HIS OR HER SPLL FIRST.

EXAMPLE: IN A FOUR-PLATER GAME, THREE PLAYERS EACH DECLARE THREE COMPONENTS, WHILE ONE PLAYZR

DECLARES TWO COMPONENTS. T HE PLAYER WITH ONLY TWO COMPONENTS WILL ACT FIRST IN THE ROUND.
\IJHZ'N THAT PLAYER 'S SPELL IS DONE RESOLVING, , THE OTHER THREE PLAYERS CALL OUT THZIR INITIATIVE NUMBERS.
Let's st THet are 18, L, aND L. The 18 INITIATIVE WILL ACT FIRST AMONGST THE PLAYERS AT THRez COMPONENTS,
AS IT'S THe HIGHEST INITINTIVE. \WHEN THAT PLAYER”S SPELL 1S DONE RESOLVING, THE TWO PLAYERS AT INITIATIVE Lk EAcH
ROLL A DI TO BREAK THE TI£. THE HIGH ROLLER WILL ACT FIRST, THEN THE LOW ROLLER WILL ACT LAST IN THE ROUND.

NoTe: IF THe NuMBeR OF COMPONENTS IN YOUR SPELL CHANGES BEFORE YOUR TURN, YOUR PLACE IN THE TURN ORDER SEQUENCE WILL CHANGE.

\WHEN YOUR INITINTIVE COMzS UP, ReEVEAL THe COMPONENTS OF YOUR SpeLL.
R eue a Now, IN YOUR BesT £pIc WizaRD VOICE, READ THE NAME OF YOUR SPELL IN DRAMATIC
FASHION IN THIS ORDER: SOURCE, QQUALITY, DzLIVERY.
gouk VOUK PLAY GROUP CAN DECIDE THE PROPER PUNISHMENT FOR A \WIZARD WHO FAILS TO READ
THE FULL NAME OF THEIR SpPslL BEFORE STARTING TO RESOLNE IT.

IF YOUR SPzLL IS MISSING ANY OF THE ELEMENTS!:

MissiNG THe Sovrce: Use 1OUR HerO's NAME OR USE YOUR OWN NAME.

MissiNG Tiie. QUALITY;: ‘{0 DON'T HAVE TO ADD AN ADJECTINE HeRe, BUT FEEL FREE TO MAKE WP SOMETHING CREATINE.

MissING THe DeLIVERY: Uss ANY MAGICAL WORD, LIKE CANTRIP, CONZURATION, OR INVOCATION.

RESOLVE THe £FFECTS OF THE CARDS IN OUR SPELL IN THE ORDER THET ARE READ:

wReppLl | Somee ) Quatmy  J Deuivery
mylcaL 9LYPhsS Ench SpeLL. COMPONENT HAS A MAGIC THPE,
REPRESENTED BY A WORD AND A GLYPH ON THE CARD.
O SOPHISTICATED MAGIC SPLATTERS YOUR FOES WHILE GAINING 0U TREASURE.

@ omn  RISK A TOUCH OF MAGIC BACKLASH TO SEND YOUR FOES TO THEIR MeSSY DEATHS.

- BLAST YOUR FOES TO KINGDOM COMe.

ﬁ wwsion  QQUICK AND TRICKY SPELLS THAT OFTEN ALLOW YOU TO CHOOSE OUR VICTIMS.

@ PRIMAL  THE FORCES OF NATURE CAN EITHER HEAL OU OR DELIVER A SLOW DEATH TO ‘TOUR FOES.

\WHEN 40U MAKE A POWER ROLL, LOOK AT THE GL'YPH ON THE CARD THAT REQUIRES THE ROLL.
40U ROLL ONg SIX-SIDED DIE FOR £VERY CARD IN OUR SPELL THAT HAS THAT GL'YPH.

R 0 LLS IN OTHER WORDS, IF 40U PLAY ONg PRIMAL COMPONENT AND IT REQUIRES
A Power ROLL, 00 LL ROLL ONE SIX-SIDED DIE. IF 0U HAD PLAED THREE PRIMAL
COMPONENTS IN THAT SPELL, 40U WOULD HAVE ROLLED THREE SIX-SIDED DICE INSTEAD.

There ARE MANT OTHER EFFECTS, COMBOS, AND TREASURES THAT LET Y0U ROLL MORE DICE WITH CERTAIN PoweR ROLLS.

MosT SpeLLS Ve TARGETS. MosT OF T TIMe , ‘TOR SPELL WILL DICTATE ITS OWN TARGET.

“akge Ts [{g2P THESE TARGETS IN MIND WHEN CREATING YOUR SPELL! A TARGET CAN BE RANDOM;
A FOE ON OR “YOUR LEFT, RIGHT, OR LEFT AND RIGHT; EACH FOE; OR VARIOUS OTHER CRITERIA.

F IT’S A HEALING SPZLL, THE TARGET WILL BE ‘YOU.
The TARGET oF & SpeL. COMPONENT MUST B DETERMINED BEFORE ANY DICE ARE ROLLED.

The WEAKEST FOE IS THE FOE WITH THE FEWeST HIT POINTS.
I THERE IS A TIE, YOU GET TO CHOOSE WHO OU WANT TO CONSIDER STRONGEST OR WEAKEST.
You ARE NOT YOUR OWN FOE, SO IF 0U ARE THE STRONGEST OR WEAKEST \WIZARD, 'f0U DON'T COUNT.

3TROH98$ T$ The STRONGEST FOZ IS THE FOE WITH THe MOST HIT POINTS.
Foe

A STRONGER FO£ IS ANY FOZ WITH MORE HIT POINTS THAN YOU.

STRUI)Q?R 3 A WEAKER FOZ IS ANY FOE WITH FEWER HIT POINTS THAN Y0U.
FORS  IF THERE I5 A TIZ, 40U GET TO CHOOSE WHO ‘10U WANT TO CONSIDER STRONGEST OR WENEST.

IF A FOZ HAS THE SAME AMOUNT OF HP AS 0U, THEY ARE NEITHER STRONGER NOR WEAKER.

STARTING WITH THE PLAYER TO YOUR LEFT, DISTRIBUTE VALUES ON A SINGLE
SIX-SIDED DIE TO EACH OF THE LEGAL TARGETS FOR THE EFFECT.

S

£ oe THZN ROLL A DIE TO SEE WHO THE VICTIM WILL BE. (Sez axavpie seow.)
Cﬁ?\“& Soite SpeLL COMPONENTS CAN ADD CARDS YOUR SPLL. ADDING CARDS THIS WY DOESN'T A A SPeLL ILLEGAL.

ADDED CARDS SHOULD BE PLACZD VERTICALLY ADFACENT TO THe COMPONENTS OF THE SAME TYPE.

© gouk SY e"" IF 40U HAVE MULTIPLE UNRESOLNED SpeLL COMPONENTS OF THe SAME TPE, HOU RESOLNE THEM IN THE ORDER OF YOUR CHOICE.

oTnek CARDS

Wi NAGIC: You MIGHT B2 LUCKY eNOUGH TO DRAW
A WiLp Macic carp FROM The Main Deci. These SPECIAL CARDS DON'T
HAVE A COMPONENT TYPE. INSTEAD, THEY MAY TAKE THE PLACE
OF ANy COMPONENT TYPE. FOR £XAMPLE, IF YOU DON'T HAVE
A QUALITY IN OUR HAND BUT OU STILL WISH TO PLAY
A ThRez-CONPONANT SPELL 10U CAN PLACE A WILD Mhéic caep
IN YOUR SPALL TO ACT AS THE MISSING COMPONENT.

\WHEN JOUR SPELL 1S REVEALED, IMMEDIATEL' REVEAL CARDS FROM THE TOP OF THE MAIN DECK UNTIL OU FIND

THe T4PE 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 MORS THAN ONE WILD MAGIC CARD IN YOUR SPELL, REPENT THIS PROCESS FOR EACH ONE.

READ THE NAME OF YOUR SPELL ONLY AFTER “OU HAVE REPLACED ALL OF YOUR WILD MaGIC ¢ARD(S).

\IREASURE: TREASURES ARE POWERFUL ITEMS THAT SEVERAL SPELLS CAN AWARD YOU.
HEN 10U GAIN A TREASURE, IT 15 ALWAYS PLACED FACE UP IN FRONT OF YOU FOR ALL TO SE%.
TREASURES ARE NEVER PLACED INTO OUR HND. BUT LOOK. 0UT! SoMe CRAFTY WIZARDS MAY TRY TO STEAL YOUR TREASURES.

S0t TRASIRE CHRVS WE LTS TT LOK AT PR RLS TR ReALSO OO 99505 W T Gt TRTALLOW A Wk | ? i
TOREROLL A Powise RoLL. A TReASRe LiKe FONLS (0L DOSS NOT TAKE EFFECT INTIL AFTER A Whzko s ConvLeTeD vy RevaLLs. B Foet 1 e




The Deas Nizars Deck:

\WHeN A WIZARD 15 SLAIN, HE OR SHE DISCARDS THE CARDS
IN HIS OR HER HAND, DISCARDS HIS OR HER TREASURES ,
AND IMMEDIATELY DRAWS A CARD FROM THe Dad WizaRD Dsck.
BEING DEAD ISN"T ENOUGH TO PUT A WIZARD COMPLETELY

OUT OF THE ACTION. AT THE START OF EACH NEW ROUND
OF THE GAME, £ACH DEAD WIZARD DRAWS A DAD WIZARD CARD.

IF THe OTHER WizARDS TAKE A FEW ROUNDS TO [KILL EACH OTHER OFF, YOU WILL £ND UP WITH SeVERAL Dad WIZARD CARDS.

THESE CARDS WILL HELP YOU WIN THE NEXT GAME.

eucL PRl
so A FOUR PLAYZR GAME, A FOE WHO PLAYED A TwWO-CO
-COMPONENT S
Re urnoa HAS ALRZADY ACTED. WITH AN INITIATIVE OF 18, 40U ARE THe FA;;IS_‘IF
QXW[/ OF THe THREE-COMPONENT SPELLS, SO YOURS RESOLVES FIRST.

F1sT 0 NaTURe IS A PRIMAL SpeLL COMPONANT
THAT DOES NOT MATCH ANY OF THE GLYPHS
IN YOUR SPELL , SO 1T GETS DISCARDED,

BUT THE CARD MYSTERIOUS SHARES

A GLYPHWITH A COMPONENT OF YOUR SPelL .

175 ARCANE cLph MaTcHES
THe ARCANE GLYPH OF YOUR Sourcs.

SINCE IT'S A QUALLTY, IT 15 PLACED
INTO THe QRUALITY SLOT, o) BN IT

IN THIS CASE, 5 oy NOW HNE TWO!

BLzeMAX BRAINIAC 1S NOW DONE RESOLVING, SO WE MONE TO
4OUR QUALITY, BUT THERE ARE TWO OF THeM. TOU G£T TO
RESOLVE THEM IN THE ORDER OF YOUR CHOICE.

THe CARD MYSTERIOUS DEALS DAMAGE £GUAL TO THE NUMBER OF
GLYPHS AND TREASURES Y0U HAVE. TOU HAVE THREE DIFFERNT
GLYPHS IN YOUR SPELL AND NO TREASURES , SO IT WOULD DEAL

3 DAMAGE. HOWeNER, YOUR MIND-ALTERING CARD WILL EARN
%0 (AND A FOZ) A TRemsURe. LeT's ResoLvE THAT N FIRST

MIND-ALTERING ReADS, “DeAL 3 DAMAGE TO A RANDOM FOZ. "
To FIND A RANDOM FOE FROM AMONGST YOUR THREE FOZS 10U ASSIGN

NUMBERS ON A SIX-SIDED DI£ TO ZACH OF YOUR FOES IN CLOCKWISE ORDz?r_z.
ASSIGN THE PLAYER TO YOUR LEFT THE NUMBERS 1 AND 2,
THE NEXT PLAYER 3 AND L, AND THe LAST 5 AND 6. THeN ROLL A DIE TO
DETERMINE WHICH WIZARD TAKES THE DAMAGE.

IN ADDITION TO DEALING DAMAGE, THE MIND-ALTERING CARDS READS,
“YoU AND THAT FOE ZACH GAIN A TREASURE " S0 10U EACH DRAW A
CARD OFF THE TOP OF THe TREASURE DECK. AND IMMEDIATELY PUT THOSE

CARDS INTO PLAY FACE UP. ‘10U NOW HAVE A TReASURE!

/
NOW READ THE NAME OF THE SPELL IN OUR BEST Wrzarp voics. WELL WAIT.

The SOURCS OF YOUR SPeLL 15 BLEEMAX BRAINIAC,

SO IT WILL RESOLNE FIRST. lT READS:

"ReVeAL THe TOP TWO CARDS OF THe MaIN Dec.

EACH ONE WITH A GLIPH THAT MATCHES A GL'PH IN YOUR,

SpsLL 15 ADDED TO YOUR SPeLL. DISCARD THE REST.

You HAVE DRAWN THe THE DEMON SHOZS, WHICH READS,

“This TREASURE COUNTS AS A DARKC CARD IN EACH OF ‘1OLR SpeLLS.

THIS MAY COME IN HANDY, AS HOUR DesLivery COMPONENT
1S ALSO A DARK. CARD.

DRAWING TWO CARDS OFF THe MAIN Deci. REVEALS
A QUALITY CALLED MYSTZRIOUS AND A DELINERY

cALLED FIsT 0 NATURE.



!
NOW THAT U HAVE FINISHED RESOLVING MIND-ALTERING, 1T°S TIME

RZSOLVE YOUR OTHER QUALITY. MysTzRI0US READS, DAL L DAMAGE
TO THE FOZ ON YOUR RIGHT FOR EACH DIFFERENT GLYPH IN YOUR SPELL

AND £ACH TREASURE YOU HAVE. " TOU HAVE THREE DIFFERENT GLYPHS
(ARCANE, JLLUSION, AND DARK) IN YOUR SPELL AND ONE TREASURE.
Nicg! 50100 paL Iy DAMAGE TO THE PLAYER ON fOUR RIGHT.

FINALLY, IT'S TIME TO ReSOLVE YOUR DeLivery. PACT WITH THE DeviL

TARGETS Y0UR “'STRONGEST Foe.” C. ,
- LHECK ON Y0
IF TheRe IS UST ONE PLAYE W Fogs” CURRENT HP

R WITH THE HIGHEST, THAT PLAY£R IS YOUR “'-:wm‘“?
TARGET. IF THERE ARE TWO OR MORE TIED FOR M/OST, 10U DECIDE WHICH 9 e *£
OF THOSE TIED FOES WILL BE YOUR TARGET. \WHEN YOU HANE DETERMINED = {‘

YOUR TARGET, IT'S TIME TO MAKE A POWER ROLL. Jou Have ONe DARK.
GLYPH ON THE PACT WITH THe DEVIL, BUT YOU HAVE ALSO ACQUIRED
ANOTHZR DARK. GLYPH BY WAY OF YOUR TREASURE. THAT GIVES YOU TWO
DICE TO ROLL. ‘10U ROLL A 3 AND A 5, TOTALING 8. The PACT CARD
Powsr ROLL TABLE ReADS, “5-9: 2 DAMAGE. " S0 90U DEAL 2 DAMAGE

TO THE TARGET 10U PREVIOUSLY DETERMINED.

\WHEN YOU ARE DONE RESOLVING ALL THE COMPONENTS OF OUR SPELL, DISCARD ZACH OF ‘fOUR RESOLVED COMPONENTS,

AND THe NEXT WIZARD GETS TO REVEAL HIS OR HER SPELL AND START RESOLVING IT.

AND THAT \WIZARD £ARNS A LAST WIZARD STANDING TOKEN. IN THe UNLIKELY
SVENT THAT A WIZARD KILLS HIMSELF, LEAVING NO WIZARDS ALINE,
THAT WIZARD STILL £ARNS THE TOKEN. GOING OUT IN A BLAZE OF GLORY IS NEVER

FROWNED UPON IN AN EPIC SPELL WAR !

ALL TREASURES AND ALL CARDS IN £ACH WIZARD'S HAND ARE DISCARDED AT THE END OF £ACH GAME.
NONE OF THE DECKS SHOULD BE RESHUFFLED UNTIL THEY RUN OUT OF CARDS. THIS ENSURES THAT YOU
WILL S££ A WIDE VARIETY OF DIFFERENT CARDS DURING £ACH MATCH. AFTER EVERYONE HAS CLEARED
THEIR CARDS, WI2ARDS WITH DeaD \WIZARD CARDS SHOULD THEN GATHER THE BONUSES THOSE CARDS
HAVE GRANTED (XTRA HP, TREASURE, £TC.) AND THEN DISCARD T DAD WIZARD CARDS.

RND A W THE DUST SETTLES AND THERE 15 BUT ONE WIZARD ALIVE, THE GAE ENDS
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