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£ach WIzARD DRAWS FROM THe MAIN DECK UNTIL HE OR SHE HAS A FULL HAND OF EIGHT CARDS.

€1 DeAD \WIZARD DRAWS A DerD WIZARD CARD.

CREATE  Each WIZARD PLACES UP TO THREE DIFFERENT T1PES

WURSPPLL oF SpeLL COMPONENTS FACE DOWN IN FRONT OF HIM OR HER.

Tugﬂ EACH WIZARD ANNOUNCES HOW MAN'T COMPONENTS AR IN HIS OR HER SPELL.

ORDER WIARDS W0 PLAYED ONe CARD G0 BEFORE WHZARDS ko PLAYED TWO CARDS
AND THE GO BEFORE \WIZARDS WHO PLAED THREE. 125 ARE BROKEN B1 The INITIATIVE Mg oN Detivewiss
A WILD CARD IN Th DELIVERY SLOT OR No Dzt 1veR' COMPONENT 15 INITIATIVE 0.

The HIGHER YOUR DeLINERY'S INITIATIVE, THE SOONER “OU ACT.
IF THere 1S AN INITIATIVE TIE, EACH TIED WIZARD ROLLS A DIE,
AND THE HIGH ROLLER RESOLVES HIS OR HER SPELL FIRST.

RSOLUL  Rea THe NAME OF YOUR SPELL IN A WIZARD NOICE.
68 SPeLeL RESOLNE THE EFFECTS OF THE CARDS IN ‘fOUR SPELL
IN THE ORDER THET ARE READ:

SOURCE, THeN QuALITY, THEN DeLINERY.
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NCE UPON A TIME, THERE WAS A WORLD FILLED TO THe BRIM WITH RADICAL MAGIC.
AND NOT PUSSY MAGIC, LIKE RABBITS IN HATS OR SHIT LIKE THAT.

NO IT WAS KICK-ASS MAGIC, WHERE ONE GUY BLOWS ANOTHER GU1'S HEAD OFF

WITH LIKE A FIREBALL OR som*rmmf ‘10u KNOW—

!
WHAT’S THE NAME OF THIS RADICAL WORLD? \WHO'S IN CARGE? WHAT'S THE POINT OF ALL THIS RADICALNESS?
Tage 1T e, DUDE—1'LL ANSWER ALL THOSE GUESTIONS, AND SOME OTHER LSS-IMPORTANT ONgS
AND THEN SOME OU DON'T GIVE A SHIT ABOUT . . . BUT 40U WILL LISTEN BECAUSE 1'M TELLING THIS STORY,

AND IF 40U DON'T LIZ IT, THERE 'S THE DOOR, SMART GUY.
1 HoPz 40U RE READY FOR THIS SHIT .

THe KINGDOM OF CARNAGE WASN'T ALWAYS AS KICK-ASS AS IT IS TODAY.
No, FOR £ONS IT WAS TOTALL FUCKING DULL WITH PEOPLE FARMING, AND BANKING,
AND BLAH BLAH BLAH . . . SERIOUSLY, 1 ¢AN'T £NeN THINK ABOUT IT WITHOUT WANTING

TO KILL MSELF FROM THE BOREDOM. SHIT, £VEN LTS NAME WAS DIFFERENT,

BUT THere'S GOOD NEWS . . . NEWS THAT GOZS BY THe HNDLE Umiele ﬂm[g
‘155 OUR MOST RIGHTEOUSLY REVERED AND ULTIMATELY AWESOME LEADER DELINERED OUR

\ORLD FROM BOReDOM AND MADE EVERYTHING EPIC ALWATYS!!

How DID He DELINER THIS MIRACLE? NO ONE KNOWS . . . OR GINES A SHIT,
SINCE THEY 're ALL TOO BUSY USING MAGIC TO BLOW EACH OTHER TO BITS IN HIGH-STAK.ES
TOURMAMENTS OF SORCRY. (FONE ARE THE DAYS OF SIMPLE PLEASURES,

THE LOVE OF FAMILY, AND THE REWARD OF A 30B WELL DONZ, MO]
How CAN THAT COMPARE TO COMBINING THE POWER OF A SUPERNONA WITH THE  THADERING FURY OF A LIGHTNING GOD
. AND THEN USING THAT SORCERY TO TURN YOUR OPPONENT 'S HEAD INTO BLOODY SHRAPNEL?

COMPARED TO THE HIGH-OCTANE THRILLS OF THE ]—_szu,srpgllw AR,
ORDINARLF LIFg w TOTAL BULLSHIT, AND, THAT COULD NOT B TOLERATED.

,f

UNcLe ANDY SA\IED s FROM OURSELVES, FROM ZENG NORMAL AND LAME.

THE TOURNAMENTS ARE ALL HAPPENING NOW, AFTER THE GREAT PURGE.

THOSE OF US TOTALLY AWESOME ENOUGH TO EMBRACE UNCLE ANDY'S GIFT OF RADICALNESS
WERE SPARED THE WEEPING DEATH AND TRANSFORMED INTO BATTLE I T7 AEN Y
IMBUED WITH THE POWZR TO BEND REALITY TO OUR WHIMS. T HE REVOLVING ROSTER OF
TOURNAMENTS SPANS THE LENGTH AND WIDTH OF CARNAGE IKINGDOM. GONg ARE THE
SIMPLE VILLAGES AND TOWNS—NOW, TOWERING SKULL-HEADED VOLCANOES AND ISLANDS

FLOATING ABOVE WHIRLPOOLS OF BLOOD DOMINATE THE LANDSCAPE AND SERNE AS
AREMINDER OF HOW OUR WORLD IS NOW HIS PLAYGROWND . . . WHICHTS . . . UH AWESOME

DEATH HAS ALSO LOST ALL MEANING, AS IT NO LONGER MARKS THE END OF OUR £XISTENCE,
BUT ONLY SENDS US FROM ONE ROUND OF THE ENDLESS TOURNAMENTS TO THE NEXT.
THe WICKEDLY TOUGH ARN THE HONOR OF LAST \WIZARD STANDING, o ALL GLORY 1o

THaT WiZARD, AS He 15 KICK-ASS IN THe €95 OF OUR BLOVED UNCLE ANDY.

BUT ALL GLORY FADES, AND THE BRIZF THRILL OF VICTORY (INES WAY TO THE START OF A NEW
TOURNAMENT , AND EACH TOURNAMENT IS A STEP IN THE MARCH TOWARD THE

GRAND TOURNAMENT . . . ANNIHILAGESHON!

(ALORIOUS ANNIHILAGEDDON, THE Y£ARLY TOURNAMENT THAT PITS THE MOST TOTALLY FUCKING
RIGHTEOUS OF WIZARDS IN A BRUTAL CONTEST OF ASS—ICKING UNLIKE ANYTHING ELSE -
EXCEPT THE HUNDREDS oF TOURNAMENTS DURING THE Y£AR THAT LEAD UP TO IT.

YOU HAVE CHOSEN TO BECOMe A BATTLE WI2ARD, AND NOW ‘/0U WILL KNOW THE
ADRENALINE-PUMPING MADNESS OF MAGIC-FUELED BLOODSPORT. NOTHING WILL £VER BE THE SAME,
NO THRILL WILL COMPARE, NO SATISFACTION LIFE CAN OFFER WILL SCRATCH THE
ITCH TO UNLEASH ARCANE DEATH ON AN OPPONENT UNTIL HE MELTS INTO A BUBBLING PILE

OF BLOOD AND BONg. TOUR ADDICTION WILL CONSUME ALL DESIRE FOR ANYTHING BUT BATTLE—
EVEN TELLING YOU THIS STORY HAS BEEN TOO MUCH TIME AWAY FROM THe ARENA FOR ME.

ToeND THIS T ALZ I WILL DESTROY YOU, M1 ENRAPTURED AUDIENCE, WITH My
|4 in 4 ¥4 14
FAVORITE SPELL, FNA BUT DON T WORRY, DUDE, f0U LL BE BACK. IN TIME FOR

TOUR FIRST TOURNAMENT. AND WHO KNOWS? MATBE SOMEDA ‘10U "LL BE AWESOME ENOUGH

TO WIN The ANN{HILHGEDDON AND ITS SECRET PR12£ . WHIcH L PrAY IS TO DIE
|1 AND

25cAPE THIS keLL . . . THIS RAmi AWESOME HeLL. ‘\ i
J" | ‘k&’ " )h
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& Oversizep Hzro Creos © F LasT WIZARD STANDING TOKENS

) 2 WILD MaGIC CARDS & St Lirz Counrzrs
b 7740 Sowres G0 2.5 Trensure Caros 4 Six-Sipep Dics
[ 70 0 Guurt GRS 2.5 Derd Wrzarp Car0S { Mt. SxuLLzrme
S oG
A 08J0CToeT0e JAME g 8 trmars o s s o oo e
" IF00 Do 40 F YOLR FOES, 10U 0N A LUST WIEARD STHONG TR {LaST
E/ZARN_TWO OF THeSE, AND, 70U WIN THE MATCH [ Sevissine
‘J SCT OP  surris v veck seomaray 4 95 9 93 9o
) ] [ EACHPLAYER CHOOSES A HERO TO PLAY. 21
" EacH WiIzARD STARTS WITH 20 HIT POINTS. @ 98
P PLACE A SKULL COUNTER ON The 2.0 (FOUND ON YOUR HeRO CaRD) 17186 15 14
" AND USE IT TO MARK OUR GAINS AND LOSS£S OF HIT POINTS. 212110
Tou ¢ RAISE YOUR HP ABOVE 200 DURING PLAY,
e UP TO A MAXIMIM OF 2.5. 98 7 ¢
" PLaCz The SPELL DECK. IN THE MIDDLE OF THE PLAT AREA. 5 00000

Piacs Tz Treasurs AND Dead WIZARD DECKS OFF TO THE SIDE.

A MATcH CONSISTS OF NUMBER OF SHORT GAMES.
mHTtn PLag A GAME CONSISTS OF ENOUGH ROUNDS FOR A PLAYZR TO WIN THAT GAMs.
DURING EACH ROUND, PLAYERS WILL CREATE SPELLS, BLAST THEIR OPPONENTS, COLLECT FABULOUS TREASURES,
AND MOST IMPORTANTLY, TRY TO SURVIVE. THE WIZARD WHO CAN STAND TALL WHEN ALL OTHER WIZARDS HAVE
BEEN DISINTEGRATED WINS THAT GAME AND £ARNS A LAST WIZARD STANDING TOKEN.

START of _ sacH WIizARD DRAWS FROM THe MAIN Deck
CACH ROUAD ' UNTIL He OR SHE HAS A FULL HAND OF EIGHT CARDS.

The CARDS  7OUR HAND WILL CONSIST OF VARIOUS Spz1 | COMPONENTS:

A DeLINeRY 15 THE BIG BOOM—THE CATACLYSMIC
FINLITY OF YOUR SPALL, SARE TO LEAVE ‘OUR
FOSS BLOODISD MD BEGGING FOR MERCY.
DeLiveRIES ALL HAVE B INITIATIVE NMBER WD
REGUIRE A POwie ROLL. (Mo cni et smues L)

EncH GUALITY  ALLOWS YOU, THE
\WIZARD, TO INIECT SOME OF OUR OWN
CRENTINITY INTO “YOUR SPELL. These
ADFECTINES GINE “YOUR SPELL FLANOR,
OFT2N GIVING 'IOUR. FOES A TASTE OF THE
TRAUMA THEY 'RE ABOUT TO SUFFER.

Wizarp. WheN YOU CAST YOUR SPELL,
THE SOURCE WILL GINE CREDIT WHERE
CREDIT IS DUE.

B““r“mg A SP?LL EACk SPeLL MAT CONTAIN UP TO THREE DIFFERENT COMPONENTS.

il A SPELL CAN CONTAIN NO MORE THAN ONE OF EACH THPE OF COMPONENT.

ThHess ARE AL LEGAL SpeLisl (o Oumy o Durexd)

FULL THREE-CARD SPELL WILL ALWAYS HAVE A CONPLETE NANELATE WITH A BEGINING, MIDOLZ, AND 2AD.
R 1L, GUALITIES ARE ALLISS FUUAD N THE MIDLE, MDA DELIVERY I5 ALWNSS THE RIGKTIST CARD OF A SPALL.

g,

NOTICE THE NNEPLATE BUNERY A
SOURCES ARE ALWAYS THE LEFTMOST CARD OF

These AR SXPLES OF 11 | sGAL OPELLS: |

SOURCE +SOURCE  SOREEH
T 5 \WIZARD REVEALS AN ILLEGAL SPALL, HE OR SHE MUST CHOOSE MND REMONE CARDS FROM IT WL THE SPeLL BECOMES
PLACE THOSE REMONED CARDS INTO THE DISCARD PILE.

A WI2ARD MUST PLAY ALL THe COMPONENTS OF A SPELL FACE
PLACING YW SPRUL 50N 270 i LAY AReh DIRECTLY IN FRONT OF I OX K.

0u MY STACK. YOUR CARDS UP, SPREAD TheM OUT, OR £VEN KE£P

THEM UNDER YOUR HAND IF ‘10U WISH TO HIDE THE NUMBER OF

COMPONENTS YOU ARE PLAYING—0PPOSING WIZARDS DON'T HAVE THE RIGHT TO THIMB THROUGH YOUR CARDS TO CHECK.
HzRe 15 WHAT THE TABLE MIGHT LOOK. LIKE WHEN ALL WIZARDS Havs PLACED THEIR SPELLS.

LEGAL.

4 HERD CARD + FACEDONNSPELL
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besstep o \WHeN ALL WIZARDS ARE DONE PLACING THEIR

TIIRI] ORD eR (ARDS ON THE TABLE, THE ORDER OF SPELL RESOLUTION
MUST BE DETERMINED. AT THIS TIMg, £ACH WIZARD

SHOULD CALL OUT THE NUMBER OF COMPONENTS IN HIS OR HER SPELL: ONE, TWO, OR THREE.

\WIZARDS \WHO PLAYED ONE SPELL COMPONENT TAKE THEIR TURNS BEFORE WIZARDS
\HO PLAYED TWO OR THREE SPeLL COMPONENTS. WIZARDS WHO PLAYED TWO SPELL
COMPONENTS TAKE THEIR TURNS BeFORE WIZARDS WHO PLAYED THREE SPeLL COMPONENTS.

IF TWO0 OR MORE PLAYERS DECLARE THE SAME NUMBER OF COMPONENTS IN THEIR SPELL,
THeN THOSE WIZARDS ANNOUNCE THEIR INITIATIVE NUMBERS. “Tou MAY PEEK AT OUR
DeLINERY TO FIND THIS OUT, BUT DON'T REVEAL THE CARD Y2T. A WIZARD WHO DIDN'T
pLaY A DELINERY COMPONENT OR S A WILD Macic CarD IN HIS DELINERY SLOT HS AN
INITIATIVE OF @.  (Mose on Wi Macic Ciros LaTex. )

The HckesT INITIATIVE DELINERY ACTS FIRST. IF THERE IS A TiE FOR HIGHEST INITIATIVE, EACH TIED WizARD
ROLLS A DI£, AND THE HIGH ROLLER RESOLVES HIS OR HER SPELL FIRST.

EXAMPLE: IN A FOUR-PLATER 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.
WHE‘N THAT PLAYZR'S SPELL 1S DONE RESOLNING, THE OTHER THREE PLAYZRS CALL OUT THEIR INITIATIVE NUMBERS.
Let's say Thet are 18, Lk, D L. Thz L8 INITIATIVE WILL ACT FIRST AMONGST THE PLAYERS AT THREE COMPONENTS,
85 IT's The HIGHEST INITIATIVE. \WheN THAT PLAYER”S SPELL 1S DONE RESOLNING, THE TWO PLAYERS AT INITIATIVE Lb £AcH
ROLL. A DI£ TO BREAK THE TIE. THE HIGH ROLLER WILL ACT FIRST, THEN THE LOW ROLLER WILL ACT LAST IN THE ROUND.

NOTz:lrTusrm;saorComowrsmwouﬁSmm&wmswm,mmmwwmmu&mwum,

\WHEN Y0UR INITIATIVE COMES UP, REVEAL Te COMPONENTS OF YOUR SPELL.

Reueﬂt Now, IN Y0UR BzST EPic WIzARD VOICE, READ THE NAME OF YOUR SPELL IN DRAMATIC
FASHION IN THIS ORDER: SOURCE, QRUALITY, DzLIVERY.

gm g?@l@?@ Hour PLNIGROUPQNDiaDETHEPROPERPU\LIMTFORRWIZARDNIDFMISTOKZAD
THE FULL NAME OF THEIR SpPgl L BEFORE STARTING TO RESOLVE IT.

IF YOUR SPzl L 1S MISSING ANY OF THE ELEMENTS:
MissiNG The Souree: Use Y0UR HERO'S NAME OR USE YOUR OWN NAME.

MissinG THe QUALITY: 0 DON'T HAVE T0 ADD AN AD3ECTIVE HeRe, BUT FEEL FREE TO MAKE UP SOMETHING CREATIE.

MissNG THe DELIVERY: Usz AN MAGICAL WORD, LIKE CANTRIP, CONFURATION, OR INVOCATION.

rResoLue RESOLVE THE EFFECTS OF THE CARDS IN YOUR SPELL IN THE ORDER THE ARE REND:

wRepell | Somce ) Quamy 3 Deuvery
EACH SpeLL. COMPONENT HAS A MAGIC TYPE,
m 9103‘ stgphs REPRESENTED BY A WORD AND A GL'YPH ON THE CARD.
O . SOPHISTICATED MAGIC SPLATTERS OUR FOES WHILE GAINING ‘10U TREASURE.

9 mee  RISK A TOUCH OF MAGIC BACKLASH TO SEND YOUR FOES TO THEIR MESSY DEATHS.

- BLAST YOUR FOZS TO KINGDOM COM.

@ nwsion  QQUICK. AND TRICKY SPELLS THAT OFTEN ALLOW YOU TO CHOOSE YOUR VICTIMS.

@ paMAL  THE FORCES OF NATURE CAN EITHER HEAL YOU OR DELINER A SLOW DEATH TO YOUR FOES.

wgg \WHEN Y0U MACE A POWER ROLL, LOOK. AT THE GLYPH ON THE CARD THAT REGUIRES THE ROLL.
' 40U ROLL ONE SIX-SIDZD DIE FOR £VERY CARD IN YOUR SPELL THAT HAS THAT GL'PH.

ROLLS IN OTHER WORDS, IF 40U PLAY ONE PRIMAL COMPONENT AND IT REQUIRES
A Powzg RoLL, 0l LL ROLL ONE SIX-SIDED DI£. IF 10U HAD PLAYED THREE PRIMAL
COMPONENTS IN THAT SPELL, Y0U WOULD HAVE ROLLED THREE SIX-SIDED DICE INSTEAD.

TheRe AR MANY OTHER EFFECTS, COMBOS, MD TREASURES THAT LET YOU ROLL MORE DICE WITH CERTAIN POWER ROLLS.

MosT SpeLLs HVe TARGETS. MoST OF THE TIME, YOUR SPeLL WILL DICTATE ITS OWN TARGET.

‘[ngers [ £2P THESE TARGETS IN MIND WHEN CREATING YOUR SPELL! A TARGET CAN BE RANDOM;
A FOE ON OR ‘YOUR LEFT, RIGHT, OR LEFT AND RIGHT; ZACH FOZ; OR VARIOUS OTHER CRITERIA.

F IT’S A HEALING SPzLL, THE TARGET WILL BE 70U.

1
The TARGET oF A SpeLt COMPONENT MUST BE DETERMINED BEFORE ANY DICE ARE ROLLED.

smgﬂgesr* THe STRONGEST FOE IS THE FOE WITH THE MOST HIT POINTS.
_ i THe WEAKEST FOZ IS THE FOE WITH THE FEWEST HIT POINTS.
m%%ﬁeﬂ%f Poes IFTI-ERE]SATTZ,WGHTUCHOOSEWWWTTOCMIDSRSTRM&STDRW&T.

U ARE NOT YOUR OWN FOE, SO IF 40U ARE THE STRONGEST OR WEAKEST \WIZARD, Y0U DON'T CONT.

A STRONGER FOZ IS ANY FOZ WITH MORZ HIT POINTS THAN Y0U.

STRONIER S A wenczr Foe 15 mv1 FOz WITH Fewer HIT POINTS THAN Y0U.
mggg;gg FORS  IF THeRe 15 A Tiz, 0U GET TO CHOOSE WHO Y0U WANT TO CONSIDER STRONGEST OR WEAKEST.
IF A FOE HAS THE SAME AMOUNT OF HP AS 0U, THEY ARE NELTHER STRONGER NOR WENCER.

] = I ST TING WITH THE PLAYER TO YOUR LEFT, DISTRIBUTE VALUES ON A SINGLE
2anDO K

b SIX-SIDED DIE TO EACH OF THE LEGAL TARGETS FOR THE EFFECT.

£ THEN ROLL A DIE TO SE£ WHO THE VICTIM WILL BE. (S sovisseon)

&‘a%iﬁmkn% Sartz SpeLL COMPONENTS CAN ADD CARDS YOUR SPeLL. ADDING CARDS THLS WY DOESN'T MKE A SPALL ILLSGAL.
N Y ADDED CARDS SHOULD BE PLACED VERTICALLY ADIACENT TO THE COMPONENTS OF THE SAME THPE.
® golm Sveu‘ I sou e PLTIELE UNResoLvep SPALL COMPONENTS oF The SAME TP, Y0U RESOLNE TheM IN THE ORDER OF YOUR CHOICE.

oTnek CARDS

(VES IVNAGIC: o MIGHT BE LUCK ENOUGH TO DRAW
A WiLp Macic exrp FRoM Tre Man Deci. Tiese SPECIAL CARDS DON'T
HAVE A COMPONANT TPz. INSTEAD, THEY MAY TAKE THE PLACE
OF ANY COMPONENT THPE. FOR £XAMPLE, IF YOU DON'T HAVE
A QUALITY IN OUR HAND BUT “OU STILL WISH TO PLAY
& THRee-COMPONENT SPELLY0U CAN PLACE A WiLD MAGIC ChRD
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 10U FIND

THe TPE OF COMPONENT YOU'RE MISSING. ADD IT TO YOUR SPELL AND THEN DISCARD THe WILD MAGIC (ARD AND THE REST
OF THE REVEALED CARDS. IF YOU PLAYED MORE THAN ONe WILD MAGIC CARD IN YOUR SPALL, REPEAT THIS PROCESS FOR EACH ONE.

READ THE NAME OF YOUR SPELL ONLY AFTER OU HAVE REPLACED ALL OF YOUR WILD MacIc ¢arD(S).

TREASURE: TREASURES ARE POWERFUL ITEMS THAT SEVERAL SPELLS CAN AWARD YOU.
WHeN ‘10U GAIN A TREASURE, IT IS ALWAYS PLACED FACZ UP IN FRONT OF YOU FOR ALL TO SE5.
"TREASURES AR NEER FLACED INTO YOUR Haw0. BUT LOOK. OUT! oMz CRAFTY WIZARDS MAY TRY TO STEAL YOUR TREASIRES.

St TRASRE IS W 57275 TWTLO AT PN RLLS TRERE MG ALSO 508 90T I T G TAT ALOW A Wk
T0RROLL A PoweR RoLL. A TREASURE Liks FOOL'S (LD DOSS NDT THKE SFFECT UNTIL AFTER A WIZARD 485 COMPLETZD ANY RERALLS,




The Deas Wizars Deck:

WhHeN A WIZARD IS SLAIN, HE OR SHE DISCARDS THE CARDS
IN HIS OR HER HAND, DISCARDS HIS OR HER TREASURES,
AND IMMEDINTELY DRAWS A CARD FrRoM The Dznp \Wizarp Deci.
BEING DEAD ISN'T ENOUGH TO PUT A WIZARD COMPLETALY
OUT OF THE ACTION. AT THE START OF £ACH NEW ROUND ©
OF THE GAME, ZACH DEAD WIZARD DRAWS A Dzap Wrzarp carD. |

Ir The 0THER WIZARDS TAKE A FEW ROUNDS TO KILL ACH OTHER OFF, Y0U WILL 2ND UP WITH SeVeRAL Dead WIZARD CARDS
eULL s Peu THESE CARDS WILL HELP YOU WIN THE NEXT GAME.

IN A FOUR PLAYER GAME, A
ROSOLUTION (1s Ao Ao At v A Tvo-Coronar S

eXanpLp OF THe THRZZ-COMPONENT SPELLS, SO YOURS RESOLVES FIRST.

Now READ THE NAME OF THE SPELL IN YOUR BEST WIZARD VOICZ. WELL warT,

Tie SOURCE OF YOUR SpeLL 15 BLeeMX BRAINIAC,

SO IT WILL RESOLVE FIRST. LT repps:
ReNAL THE TOP TWO CARDS OF THe MaN Decy!
EACH ONE WITH A GL'PH THAT MATCHES A GLYPH IN YOUR
SpLL 15 ADDED TO YOUR SPELL. DISCARD THE REST. "

DRAWING TWO CARDS OFF THE MaIN Deci. ReEVEALS
A QUALITY CALLED MysTeRIOUS AND A DeLINER'Y
CALLED FIST 0' NATURE.

FisT 0 NATURE 15 A PRIMAL SPeLL COMPONENT
THAT DOES NOT MATCH ANY OF THE GLYPHS
IN YOUR SPeLL , S0 IT GETS DISCARDED,

BUT THE CARD MYSTERIOUS SHARES
A GLYPH WITH A COMPONENT OF YOUR SPELL.

IS ARCANE GiypH MATCHES
THE ARCANE GL'IPH OF YOUR SouRcs.

SINCE IT'S A QUALITY, IT IS PLACED
INTO The QUALITY SLOT, (R ABONE IT

IN THIS CASE, 5 you NOW HAVE TWO!

BiseMAX BRAINIAC IS NOW DONE RESOLVING, SO WE MOVE TO
40UR QUALITY, BUT THERE ARE TWO OF THeEM. J0U GET TO
RESOLVE THEM IN THE ORDER OF YOUR CHOICE.

THe ¢ARD MYSTERIOUS DEALS DAMAGE £GUAL TO THE NUMBZR OF
GLYPHS AND TREASURES YOU HAVE. ‘OU HAVE THREE DIFFRENT
GLYPHS IN YOUR SPeLL AND NO TREASURES, SO IT WOULD DEAL

3 DAMAGE. HoweNEr, JOUR MIND-ALTERING CARD WILL £ARN
%0U (AD A FOE) A TReASURE. L£T's ReSOLVE THAT Ong FIRST!

5 + s
*!"'-h?'*'- al

MIND-ALTERING READS, “DEAL 3 DAMAGE TO A RANDOM FOE. "

TO FIND A RANDOM FOE FROM AMONGST YOUR THREE FOES ‘fOU ASSIGN
NUMBERS ON A SIX-SIDED DIE TO EACH OF OUR FOZS IN CLOCKWISE ORDER.

ASSIGN THE PLAYER TO YOUR LEFT THE NUMBERS L AND 2., |
THE NEXT PLAYZR 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,
WYou AND THAT FOZ £ACH GAIN A TREASURE * S0 HOU EACH DRAW A
CARD OFF THE TOP OF THE TReASURE DeCi. AND IMMEDIATELY PUT THOSE - o0

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

40U HavE DRAWN THe The DEMON SHOZS, WHICH READS,

WTs TREASIRE COUNTS AS A DARK CARD IN ENCH OF 1OR SpeLLs.

THiS MAY COM IN HAND', AS YOUR DELINERY COMPONENT
1S ALSO A DARK. CARD.




]
NOW THAT 40U HAVE FINISHED RESOLVING MND-ALTERING, IT°S TIME

RESOLVE YOUR OTHER QUALITY. MSTERIOUS ReADS, DAL L DAMAGE
TO THE FOE ON YOUR RIGHT FOR £ACH DIFFERENT GLYPH IN YOUR SPELL

AND £ACH TREASURE YOU HAVE. ” TOU HAVE THREE DIFFERENT GLYPHS
(RCANE, JLLUSION, AND DARK) IN HOUR SPELL AND ONE TREASURE.
N1 £ I, 50:400 DeAL ke DAYAGE TO THE PLATER OX YOUR RIGHT.

!

FINALLY, IT'S TINE 70 ReS0LV Y0UR Dt vey, PACT WITH THE DeviL
S e e oL o ke g
TARGET. IF THERE ARE TWO OR MO L P AN Lok

. RE TIED FOR MOST, YOU DECIDE WHICH
OF THOSE TIED FOFS WILL BE J0UR TARGET. \WHEN OU HAVE DETERMINED
YOUR TARGET, IT'S TIME TO MAKE A Power RoLL. ou Have oNe DARK
GLYPH ON THE PACT WITH THE DENIL, BUT YOU HAVE ALSO ACQUIRED
ANOTHER DARK GLYPH BY WAY OF OUR TREASURE. THAT GIVES YOU TWO
DICE TO ROLL. ‘fou ROLL A 3 AND A 5, TOTALING 8. THe PACT carD
Powsr ROLL TABLE ReADS, “5-9: 2 DAMAGE.” S0 10U DEAL 2 DAMAGE

TO THE TARGET ‘10U PREVIOUSL' DETERMINED.

\WHeN Y0U ARE DONE RESOLVING ALL T COMPONENTS OF YOUR SPELL,DISCARD ZACH OF fOUR RESOLNED COMPONENTS,

AND THE NeXT WIZARD GETS TO REVEAL HIS OR HER SPeLL AND START RESOLVING IT.

\NHEN THE DUST SETTLES AND THERE 15 BUT ONE \WIZARD N_I‘Jii THE GAME ENDS

euD of A AND THAT \WIZARD £ARNS A LAST WIZARD STANDING TOKEN. IN THE UNLIKELY
q ame £NENT 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 HOU
WILL SZ£ A WIDE VARIETY OF DIFFERENT CARDS DURING EACH MATCH. AFTER EVERYONE HAS CLEARED
THEIR CARDS, WIZARDS WITH DzAD WIZARD CARDS SHOULD THEN GATHER THE BONUSES THOSE CARDS
HAVE GRANTED (£XTRA HP, TREASURZ, £TC.) AND THeN DISCARD The DzAD WIZARD CARDS.
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