2-4 PLAYERS /20 MIN / 8+
$ My

suceeged in her hem, gyou

_ 8 shapges in the sky, on the or in t
tree Igaves. Old imagicians even clai 2 spells

nake drgams more beaatiful. But first, gou nee de-
pher them, beecausg you arg only an dpprentieg imagician.
Wlll gou be ablg to undgrstand what takgs shapg in front of
gour gygs?

(

96 DOUBLE-SIDED (1)Each player takes one pen and

CARDS one individual board, “coloured
ingredients” side up.

4 INDIVIDUAL

DOUBLE-SIDED .

BOARDS (2)The .hourglass should be easily
accessible to all players.

4 ERASABLE PENS

WITH A BUILT-IN (3)If you are playing for the

ERASER first time: N

1 30-SECOND Place set no.1 of the tutorial (see p.2)

HOURGLASS at the centre of the table.

THESE RULES If you have already played with

the 3 sets of the tutorial:
Form a new set with 4 new cards.




Wpprenticg imagicians arg faced with mysterious imagic spells. When

properly deeiphered, they give plagers 110 2 prestige stars. {Jfter the

8th challgngg, the plager with theg most stars garns their place at the
Imaginarium, the prestigious school of imagic.

Easily learn the rules by playing your first
3 games with 3 sets of predefined cards:

Start with set no. 1: it shows you how to
decipher easy spells.

The succeeding sets each introduce a
new level of difficulty, so follow the set
order!

At the beginning of the game, reveal the
grimoire card to see an example (see p.3
for detailed explanations).

Simultaneously, players must find on

their board the ingredients for the spell
and connect them to one another using
their pen.

The goal is for players to guess as fast
as possible what they are drawing, even
if they have not finished connecting all

the ingredients.

@ Use set no. 1 without shuffling
the cards (grimoire card on top).

For each open path:

starting with the ingredient at one end,
follow the path and connect all the
ingredients on your board.

For eachlclosed path:

starting from any ingredient, follow

the path in the direction you want and
connect all the ingredients on your board.
Remember to connect the last ingredient
to the one you started from.




I Deciphered spell »

As soon as they think they have guessed
what shape the spell has conjured, the
Apprentice imagician writes down their
answer at the top of their board and turns
it over. Then, they turn the hourglass over
and puts it in front of them.

The Apprentice imagician can no longer
change their answer.

The other players then have 30 seconds
to connect the ingredients and write down
their answer.

Hint: sometimes looking at your board
from a different angle helps with
guessing!

JEaning Stars

When the time is up, each player
reveals their answer (if they wrote
one!).

If players disagree or are not sure
about what the shape represents,
they can check the answer on page 4
of the rules by using the number in
the corner of the Imagic spell card.

Note: synonyms are accepted. For
instance, boat, ship, vessel, etc. are all
correct.

However, the answer “lorry” or “truck” is
not enough to describe a tanker lorry or a
garbage truck.

For the player who turned the hourglass
over:

() If the answer is correct, the player
ticks twoiﬁ(on their board.

€ If the answer is wrong, the player
wipes oneiﬁ( off!

If the player has no ticked stars, nothing
happens.

For the other players:

) If their answer is correct, they tick
oneyon their boards.

€ If they are wrong, no penalty.

QL!“'T ghallcngYe E

1 - Players clean their boards (but not the

stars they have ticked!).

2 - The player turns the board, “grey
ingredients” side up if they have won

2 stars after the last challenge. The
other players use their board “coloured
ingredients” side up.

3 - Players move on to the next spell.
When everyone is ready, turn over the
Spell card (or discard it if you have
already played with both sides).

&L@&M of the Game E

After the 8th and last imagic spell, all
Apprentice imagicians count their stars.
The Great Jury of Imagicians gives the
highest honours to the player with the
most stars.

() Use set no. 2: Isolated Circle
Example at the back of the grimoire
card

When an ingredient is not on a path, it
should only be circled.

B z5camey)

@ Use set no. 3: Curve
Example at the back of the grimoire
card
Sometimes an ingredient is represented
with a shooting star: it means you must
., draw a curve passing
v~ through this ingredient.

T Mewgame

Draw 4 new cards to create a new set.

Hint : to remember which cards you
have already played, you can put
them in a small bag with the
template grimoire card. With

the original box, you can play
your first 23 games without ever
deciphering the same spells.

[ e
' EXPRESS TUTORIAL A
(. To explain quickly to new players how

to play Imagician, use one card of each |
. difficulty level: )
) = lu
), @C O

(9. (in this order).

| 6 3N
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U

NT
AND
\ANE
.DED PAPER
JAIRS
ROSS

5. CHAIR

LINER
ARROW

018. “(FDUNTAIN) PEN

021
022
023
024
025,
026,
027
028,
029
030
031
032
033
034
035,
036

019. HELICOPTER
020. QUESTION MARK

. SNOWMAN
. GHOST
. ARROW

. EXCLAMATION MARK

. GLOBE

. HAMMER

. FISH BONE

. GAMEPAD

. TENNIS RACKET
. ICE SKATE

. RHINOCEROS
. BONE

. UNICORN

. LOLLIPOP

. DIAMOND

. TRAFIC LIGHT

037. PIG HEAD
038. MICROPHONE
039. SCISSORS
040. SAXOPHONE
041. RULER

042. CAR

043. BOWLING BALL
044. SICKLE

045. DIE

046. MITTEN

??_-‘ﬁuthor : Olivigr Mahy {rtist : Guillaume Bernon

. TROLLEY
. HANGER

049.
050.

MOUTH
HEAR

._‘

. LIGHTNING
. CUP

062.
063.
064.
065.
066.
067.
068.
069.
070.
071.
072.
073.
074.
075.
076.
077.
078.
079.
080.
081.
082.
083.
084.
085.
086.
087.
088.
089.
090.
091.
092.

BANANA
FUNNEL
DRESS
GLASSES
LAPTOP
ACCORDION
BOOK
CABLE CAR
IRON

AXE
BARBECUE
SLUG

BIRD
FISHING ROD
HOUSE
HOURGLASS
VACUUM CLEANER
WHALE
MICROSCOPE
AIRSHIP
GUITAR / UKULELE
TRUCK
SCALE
FACTORY
BEAR
DINOSAUR
TOWER
REVOLVER
BELL
SEAHORSE
SCREEN / TV

o

). PARACHUTE

00.
101.
102.
103.
104.
105.
106.
107.
108.
109.
110.
111.
112.
113.
114.
115.
116.
117.
118.
119.
120.
121.
122.
123.
124.
125.
126.
127.
128.
129.
130.
131.
132.
133.
134.
135.
136.
137.
138.

SNAIL
FISH
PUZZLE PIECE
HEDGEHOG

UFO

MUSICAL NOTE
COMPASS
WINDMILL

DEER

WASHING MACHINE
PADLOCK

PINK FLAMINGO
BUS

BUTTERFLY
EAGLE

GIFT

DUMBBELL

LADY BIRD
(GRAND) PIANO
SAW

DRILL

SHOWER

SNAKE
LOCOMOTIVE
FROG

CAMERA

HORSE
FLASHLIGHT
BOMB

SUNRISE / SUNSET
TEPEE

PETROL PUMP
BATH

SEA LION
BIRTHDAY CAKE
KEY

FOX

BRUSH

TRUMPET

pag—
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148.
149.
150.
151.
152.
153.
154.
1565.
156.
157.
158.
159.
160.
161.
162.
163.
164.
165.
166.
167.
168.
169.
170.
171.
172.
173.
174.
175.
176.
177.
178.
179.
180.
181.
182.
183.
184.

145. RA
146.
147.

|

SOFT-BOILED EGG
BEE
MUSHROOM / AMA
LAMP

FLOWER / TULIP
CARROT

ALARM CLOCK
ROLLERBLADE
CROCODILE
RUGBY BALL
PODIUM
UMBRELLA
TORTOISE
PINEAPPLE

DOG

SHOVEL

PEAR

DOMINO

we

MEGAPHONE
BUTTON
LIGHTHOUSE
SHARK

FLAG

ICE CREAM CONE
PRAM

JELLYFISH
SUBMARINE
GIRAFFE

CAMERA

DRUMS
SURVEILLANGE CAMERA
ELEPHANT

FIRE

PAPER AIRPLANE
CALENDAR

PALM

GOALKEEPER

BICYCLE

“(
I would like to thank those who contributed directly or indirectly to the creation of this game. A special |
thank you to my wife and my 2 boys, my daily source of inspiration! Thank you, Harold Faye, for illustra- |
ting my prototype which helped me convince the team at BLAM ! . And of course, I want to thank BLAM ! ||
for believing in my game and developing it so well... And thanks to you for buying it!  Olivier Mahy (j

HINT

~FOR THE YOUNG
WPPRENTICE IMAGICIINS

Do not hesitate to turn the
| hourglass over a second
ime to give them 30 more-
seconds.

without knowing its name, let
them describe it before giving
your answer.

~——

Expansion n’1:
120 NEW CHALLENGES !
AVAILABLE END 2020
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