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EacH WIZARD DRAWS FROM THE MaIN DECK. UNTIL HE OR SHE HAS A FULL HAND OF EIGHT CARDS.

€aci DeAD \WIZARD DRAWS A DerD WIZARD CARD.

CREATE  Ench WIZARD PLACES UP TO THREE DIFFERENT TPES

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

14 f\ &\? WIZARD ANNOUNCES HOW MAN'Y COMPONENTS ARE IN HIS OR HER SPELL.
ORDGR  WIZARDS Wh0 PLAYED ONe CARD GO B2FORe \WIZARDS Who PLAYED T

AND THEY GO BEFORE WIZARDS WHO PLAYED THREE. TIES ARE BROKN BY The INITIATIVE NUMBER ON Dﬂj\gumz;

A WiLD CARD IN THE DELINERY SLOT OR NO DeL1NeR'Y COMPONENT 15 INITIATIVE O,

The HIGHER YOUR DeLINERY'S INITIATIVE, THE SOONER YOU ACT. '

Ie THere 1S AN INITIATINE TIE, EACH TIED \WIZARD ROLLS A DIE,
AND THE HIGH ROLLER RESOLNES HIS OR HER SPsLL FIRST.

RRSOLUL  Read THe NAME OF YOUR SPELL IN A WIZARD OICE.
W8 SPP(( RESOLVE The EFFECTS OF THE CARDS IN YOUR SPELL
IN THE ORDER THEY 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

V520 ROGHINGY

!
WHAT'S THe NAME OF THIS RIICAL WORLD? \WHO'S IN CrRGe? WHAT'S THE POINT OF ALL THIS RADICALNESS?
Take 1T e, DuDE—1'LL ANSWER ALL THOSE GUESTIONS, AND SOME OTHER LESS-IMPORTANT ONgS
AND THEN SOME YOU DON'T GIVE A SHIT ABOUT . . . BUT 40U WILL LISTEN BECAUSE 1M TELLING THIS STORY,

AD IF 0 DON'T LIKZ IT, THERE 'S THE DOOR, SMART GUY.

WITH LIKE A FIREBALL OR SOMETHING! “OU KNOW— g

1 HOPE YOU'RE READY FOR THIS SHIT . . .

The KINGDOM OF CARNAGE WASN'T ALWAYS AS KICK-ASS AS LT IS TODAY.
No, FOR £ONS IT WAS TOTALL'f FUCKING DULL, WITH PZOPLE FARMING, AND BANKING,
AND BLAU BLAH BLAH . . . SERIOUSLY, L CAN'T £VeN THINK ABOUT IT WITHOUT WANTING

TO KILL MISELF FROM THE BOREDOM. SHIT, £VN ITS NAME WAS DIFFERENT,

BUT THere'S GOOD NEWS . . . NewS THAT GOzS BY THe HaNDLE Unele ﬂn
‘155, OUR MOST RIGHTEOUSLYY REVERED AND ULTIMATELY AWESOME LEADER DELIVERED OUR

\ORLD FROM BOREDOM AND MADE EVERYTHING EPIC ALWAYS!!

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
TOURNAHENTS OF SORC2RY. (ONE ARE THE DAYS OF SIMPLE PLEASURES,
THE LOVE OF FAMILY, AND THE REWARD OF A JOB WeLL DONE, NO]

How CAN THAT COMPARE TO COMBINING THE POWER OF A SUPERNOVA WITH THE THUNDZRING FURY OF A LIGHTNING GOD
. . . AND THEN USING THAT SORCERY TO TURN “YOUR OPPMT’S HEAD INTO BLOODY SHRAPNEL?

COMPARED TO THE HIGH-OCTANE THRILLS OF THE E?;{C,Sfpzllwﬁﬂ
QR‘DIN»QRLF LIFE WAS TOTAL BULLSHIT, AND, THAT ,COU-D NOT BZ TOLERATED.
UNcLe ANDY SAVED \Js FROM OURSELVES, FROM

[

)
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THE TOURNAMENTS ARE ALL HAPPENING NOW, AFTER THE GREAT PURGE.
THOSE OF US TOTALLY AWESOME ENOUGH TO eMBRACE UNCLE ANDY'S GIFT OF RADICALNESS

IMBUED WITH THE POWER TO BEND REALITY TO OUR WHIMS. T HE RENOLNING ROSTZk OF

TOURNAMENTS SPANS THE LENGTH AND WIDTH OF CARNAGE IKINGDOM. GoNg ARE THE
SIMPLE VILLAGES AND TOWNS—NOW, TOWERING SKULL-HEADZD NOLCANOES AND ISLANDS

FLOATING ABOVE WHIRLPOOLS OF BLOOD DOMINATE THE LANDSCAPE AND SERNE AS
ARZMINDZR OF HOW OUR WORLD IS NOW HIS PLAYGROUND . . . WHICHIS . . . WH 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.
TH WICKEDLY TOUGH £ARN THE HONOR OF LAST WIZARD STANDING, awo ALL GLORY 7o

THAT WIzARD, AS He 15 KICIK-ASS IN THE £1€5 OF OUR BELONED UNcLe ANDY.

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

GRAND TOURNAMENT . . . ANNIHILAGESHON!

GLORIOUS ANNIHILAGEDDON, THE ARLY TOURNAMENT THAT PITS THE MOST TOTALLY FUCKING
RIGHTEOUS OF WIZARDS IN A BRUTAL CONTEST OF ASSICKING UNLIKE ANTTHING ELSE . .
EXCEPT THE HUNDREDS oF TOURNAMENTS DURING THE YEAR THAT LEAD UP TO IT.

YOU HAVE CHOSEN TO BECOMe A BATTLE WI2ARD, AND NOW ‘/0U WILL KNOW THE
ADRENALINE-PUMPING MADNZSS 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—

£VEN TELLING YOU THIS STORY HAS BEEN TOO MUCH TIME AWAY FROM THE ARENA FOR ME.

TO END THIS TALE, 1 WILL DESTRO1 40U, Mf NRAPTWRED AUDIENCE, WITH My
PFPARTCAYTATA Y

FAVORITE SeLL, (7011 T NI T BuT DON'T WORRY, DUDE, 0U'LL BE BACK. IN TIME FOR

Lo FIRST TOURMAMENT. AD who KNOWS? MABE SOMEDA 00 "L BE AWESOME ENOUGH

TO WIN THe ANNIHILAGEDDON AND IT$ SECRET PRIZE'. ; . WHICH 1 PrAY 1S TO DIE

0 escape T el THIS RADICALL'Y AWESOME Hel L \ ,
j RSP

Y |
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jZ;-\ PLACE A SKULL COWTER ON The 2.0 (FOND ON YOUR HeRO ¢AD)
* pND USE IT TO MARK YOUR GAINS AND L0525 OF HIT POINTS.

— PLA(ZWSPELLDECKNTHEPHDDLEOFWPLP«‘MREA

8 Oversizep Hero CARDS F LasT WIZARD STANDING TOKENS
% WILD MaGIC (ARDS | ¢ Skut Lies Cowvrers

comonenrs

40 Source CARDS 2.5 Trensire CARDS 4 Six-Sipep Dics
1D Gyt Caros. 25 Dzao Wrzarp Carps { MT. SkuLLzF1RE
Qo DeLINeR C_mms ;

- .=

0BJBET“m$ﬂmB BLAST Y0UR CPPONENTS INTO SOLDERING BLTS OF GO0, G@# ;,

170U DEFENT £ACH OF “OUR FOES, 40U £ARN A LAST WIZARD STANDING TOKAN. LYAS)T,
F{ERLTy 0F Tse, MO 10U WIN THE FATCH ALLLE

S?T “? SHUFFLE EACH DECK. SEPARATELY.

I EACH PLAYER CHOOSES A HERO TO PLAY.
" EncH WizARD STARTS WITH 20 HIT POINTS.

171815 14
1212110

‘fouc_mmszvomHPmosz@mm&mv
UP TO A MAXIMUM OF 2.5.

PLMznmemszm\vammmTowswz

ﬂ]ﬂTC fh ?Lﬂg A MATCH CONSISTS OF NUMBER OF SHORT GAMES.

A GAME CONSISTS OF ENOUGH ROUNDS FOR A PLAYER TO WIN THAT GAME.
DURING £ACH ROUND, PLAYERS WILL CREATE SPELLS, BLAST THEIR OPPONENTS, COLLECT FABULOUS TREASURES,
AND MOST IMPORTANTLY, TRY TO SURVIVE. The WIZARD WO CAN STRND TALL \HEN ALL OTHER \WIZARDS HVE

" B£2N DISINTEGRATED WINS THAT GAME AND £ARNS A LAST WIZARD STANDING TOKEN.
START of _ £ach WizARD DRAWS FROM THE MAIN Decik

CACH ROUAD | UNTIL He OR SHE HAS A FULL HAND OF EIGHT CARDS.

The CARDS  7OUR HAND WILL CONSIST OF VARIOUS Spz1 | COMPONENTS:
Sourece 8

EACH SOURCE 1S MAMED AFTER ALEGENDARY  EACH QUALITY  ALLOWS Y0U, The A DELINERY IS THE BIG BOOM—THE CATACLYSMIC
Wizaro. WheN Y0U CAST YOUR SPell,  WIZARD, TO DNJECT SOME OF YOUR OWN  FBLITY OF YOUR SPALL, SRE TO LEWE 10K
THE SOURCE WILL GIVE CREDIT WHERE  CREATINITY INTO YOUR SPELL. THESE  FOSS RLOODID WD EEGGRG FOR MERCH.
CREDIT IS DUE. ADFECTIVES GINE “YOUR SPell FLANOR,  DealIVeries AL WVE AN INITIATIVE MPBER D
OFTEN GINING YOUR FOES A TASTE OF THE  REGUIRE A POWsR ROLL. (Mxzoma sns Liir)

TRAUMA THEY 'RE ABOUT TO SUFFER.

Bﬂ\\,mﬂg R w EncH SpeLL MAY CONTAIN UP TO THREE DIFFERENT COMPONENTS.

A 5PELL CAN CONTAIN NO MORE THAN ONE OF EACH THPE OF COMPONENT.

THese AR ALL LEGAL SPELLS:

{Sourez, GuLiry, wo Daruesy)

Norics HWAQM?AM THREE-CARD SPELL WILL AL WATS HAVE A COMPLETE NAHEFLATE WITH A BECIMNING, MIDDLE, AND ZND.
GUALITIES ARE AL WSS FOUND IN ThE MIDOLE, AND & DELIVERY 15 AL WM THE RIGHTMOST CARD OF A SPELL.

‘SOURCES ARE ALWASS THE LEFTNOST CARD F 10K SP2L,
Ty
Q:o

These MRe SXNPLES OF 7 | £GAL SPELLS:

SO(JROE+SM

Tr & \WIZARD REVEALS AN TLLEGAL SPELL, HE OR SHE MUST CHOOSE AND REMONE UARDS FROM IT UNTIL THE SPALL BECOMES LEGAL.
PLACE THOSE REMONED CARDS INTO THE DISCARD PILE.

A Wi2aRD MUST PLAY ALL THe COMPONENTS OF A SPELL FACE

PLACING YW SPRUL 500N 7o T PLAY AReh IRECTLY IN FRONT OF HIM OR iR

A=y 0U MAY STACK “YOUR CARDS UP, SPREAD THeM OUT, OR £VEN KE2P

TTEHWDERWO\RHMDIFHOUMHSHTOHIMTHEWOF

COMPONENTS YOU ARE PLAYING—0PPOSING WIZARDS DON'T HAVE THE RIGHT TO THIMB THROUGH YOUR CARDS TO CHECK.
Hsaslswmnmmmunoqau&swmwmmsmgmmspm
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P
ot \WHzN ALL WIZARDS ARE DONE PLACING THZIR
Tl[Rﬂ ORD eR CARDS ON THE TABLE, THE ORDER OF SPELL RESOLUTION
MUST BE DETERMINED. AT THIS TIME, £ACH WIZARD
SHOULD CALL OUT THE NuMBER OF COMPONENTS IN KIS OR HER SPELL: ONE, TWO, OR THREE.

\WIZARDS \WHO PLAYED ONE SPeLL COMPONENT TAKE THEIR TURNS BEFORE WIZARDS
\WHO PLAYED TWO OR THREE SPeLl COMPONENTS. WIZARDS WHO PLAYED TWO SpeLl
COMPORENTS TAKE THEIR TURNS BeFORE WIZARDS WHO PLAYED THReE SPeLL COMPONENTS,

kwmm«zmmmmmm&mtmmmupm,
THEN THOSE WIZARDS ANNOUNCE THEIR INITIATIVE NUMBERS. “Tou MAY PEEK AT OUR

DsLINERY 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 HAS AN
INITIATIVE OF @. (Mose on WiLp Macic Cagos LTeR.)

The HickesT INITIATIVE DELINERY ACTS FIRST. IF THERE IS A TiE FOR HIGHEST INITIATIVE, £ACH TIED Wizarp
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 IS DONE RESOLNING, THE OTHER THREZ PLAYERS CALL OUT THEIR INITIATIVE NUMBERS.
Let's suy Thet are 18, Lk, snp L. The L8 INITIATIVE WILL ACT FIRST AMONGST THE PLAYERS AT THReE COMPONENTS,
8 IT'5 The HIGHeST INITIATIVE, \WheN THAT PLAYZR”S SPELL 1S DONE RESOLNING, THE TWO PLAYERS AT INITIATIVE Lb £AcH
ROLL A DIf TO BREMK THE TIE. THE HIGH ROLLER WILL ACT FIRST, THEN THE LOW ROLLER WILL ACT LAST IN THE ROUND.

N{)TE:lFTI-ENJPEEROFCMJENTSNWS”&.LG&NGZSSEFOKEWW,WMINMHJRMURD&RSE&USNCEWJ_CM,

\WHEN Y0UR INITIATIVE COMES UP, REVEAL THe COMPONENTS OF YOUR SPELL.
Reueﬂt Now, IN Y0UR BesT Epic Wizarp NOICE, READ THE NAME OF YOUR SPELL IN DRAMATIC
WREDOI | FASHION IN THIS ORDER: SOURCE, QRUALITY, DeLIVeRY.
9 ﬁ?a@i&gj YOUR PLAY GROUP CAN DECIDE THE PROPER PUNISHMENT FOR A WIZARD WHO FAILS TO READ
THE FULL NAME OF THZIR SP£L | BEFORE STARTING TO RESOLNE IT.

IF YOUR SPzlLL 1S MISSING ANY OF THE ELEMENTS:

Missie The Source: Use Y0UR HERO'S NAME OR USE YOUR OWN NAME.

M Tie QUALITA: T0U DON'T HAVE TO ADD AN ADJECTIVE HeRe, BUT FEEL FREE TO HAKE P SOMETHING CRENTIVC.

MisSNG THe DeLVERY: Usz AN MAGICAL WORD, LIKE CANTRIP, CONJURATION, OR INOCATION.

RESOLUR | Resowve The gFreCTs OF The (ARDS IN YO L N THE ORDER THE ARE READ:
wkepell | Somce ) Quam ] Deuvery

mgﬂ:ﬂt ILYPAS EACH SPzLL. COMPONENT HAS A MAGIC TYPE,
REPRESENTED BY A WORD AND A GLYPH ON THE CARD.
e SOPHISTICATED MAGIC SPLATTERS YOUR FOES WHILE GAINING ‘Y0U TREASURE.

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

- BLAST YOUR FOES TO KINGDOM COM.

@ mwsion  (QUICK. AND TRICKY SPELLS THAT OFTEN ALLOW YOU TO CHOOSE YOUR NICTIMS.

@ PRIMAL  THE FORCES OF NATURE CAN £ITHER HEAL ‘{OU OR DELINER A SLOW DEATH TO OUR FOES.

ggiﬁgﬁﬁ \WHEN 10U MACE A POWZR ROLL, LOOK AT THE GLYPH ON THE CARD THAT REGUIRES THE ROLL.
| J 5 I\ YoU ROLL ONe SIX-SIDED DIE FOR £VERY CARD IN OUR SPELL THAT HAS THAT GL1PH.
ROLLS IN OTHER WORDS, IF 40U PLAY ONg PRIMAL COMPONENT AND IT REQUIRES
A Powzg RoLL, 0l LL ROLL ONE SIX-SIDED DI£. IF '0U HAD PLAYED THREE PRIMAL
COMPONENTS IN THAT SPELL, YOU WOULD HAVE ROLLED THREE SIX-SIDED DICE INSTEAD.

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

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

‘{Bkgers [ £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; £ACH FOZ; OR VARIOUS OTHER CRITERIA.

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

i
The TARGET or & Spsit. COMPONENT MUST BE DETERMINED BEFORE ANY DICE ARE ROLLED.

snwﬂgesrf, The STRONGEST FOE IS THE FOE WITH THE MOST HIT POINTS.
Yo a0 T F08S THe WEAKEST FOZ IS THE FOE WITH THE FEWEST HIT POINTS.
@j&g&iggg@,; IF THeRE 1S A TIE, YOU GET TO CHOOSE WHO fOU WANT TO CONSIDER STRONGEST OR WENLEST.

> ll‘f)\..IMEEN(Z!T‘ff)lJRO’m.NFO&,.Sa(JIF‘i‘OU.HtRETHESTIE{}NG\‘.ST01{\rIEF&l(zST\\JIEJ’tIED,‘1‘OUDCN'TC{)"NT.

A STRONGER FOZ IS ANY FOE WITH MORE HIT POINTS THAN “YOU.

STR00993 3 A WENCER FOE IS ANY FOZ WITH FEWzR HIT POINTS THAN ‘f0U.
(IRAKER FORS e TheRe Is A Tiz, U GET TO CHOOSE WHO YOU WANT TO CONSIDER STRONGEST OR WEAKZST.
" IF A FOZ HAS THE SAME AMOUNT OF HP AS YOU, THEY ARE NEITHER STRONGER NOR WENCER.

RA ﬁ‘@*’i”%ﬁk STARTING WITH THE PLAYER TO YOUR LEFT, DISTRIBUTE VALUES ON A SINGLE
P 't; ég"‘ s SIX-SIDED DIE TO EACH OF THE LEGAL TARGETS FOR THE EFFECT.
F THEN ROLL A DIZ TO S££ WHO THE VICTIM WILL BE. (S sowmrz smow.)

ADDOA CARRY St SpeLL COMPONNTS CAN ADD CARDS YOUR SPELL. AODING CARDS ThIS WY DOESN'T MAKE A PeLL ILLEGA..
- S0l ADDED CARDS SHOULD BE PLACED VERTICALLY ADFACENT TO The COMPONENTS OF THE SAME THPE.
“gmm sveu‘ I o0 1e LTI DhResoLvep SPELL COMPONENTS oF The Sk TP, Y0U RESOLNE THEM IN THE ORDER OF YOUR CHOICE.

oTnek CARDS

MLDN\AG[O: Hou MIGHT B LUCKY ENOUGH TO DRAW
A WiLp Macic earp Fron The Man Decie. These SPeciaL CaRDS DON'T
HAVE A COMPONENT THPE. INSTERD, Te MAY TAKE TH PLACE
oF AnY CONPONENT THPE. FOR EXAYPLE, IF Y0U DON'T HAVE
A UALITY IN YOUR HAND BUT “OU STILL WISH TO PLAY
A THRe£-COMPONENT SPELL,Y0U CAN PLACE A \WiLD Mhcic oo
IN YOUR SPALL TO ACT AS THE MISSING COMPONENT.

\WHEN YOUR SPELL IS REVEALED, IMMEDIATELY REVEAL CARDS FROM THE TOP OF THE MAIN DECK. UNTIL 0U FIND

THe TPz 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 0U PLAYED MORE THAN ONE WILD MAGIC CARD IN YOUR SPELL, REPEAT THIS PROCESS FOR ZACH 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 TReASIRE, IT IS ALWAYS PLACED FACE UP IN FRONT OF YOU FOR ALL TO S££.
"TREASIRES ARE NEER FLACED INTO YOUR 0. BUT LOOK OUT! SOME CRAFTY \WIZARDS MY TRY TO STEAL YOUR TREASIRES,

S Teaste cueos e 5 TAT LW AT Povie ROLLs. Theus ke Lo 0 95 I T G T AW A oo
T0 RROLL A Powim RoLL. A Trstsure Lice FOOL'S (LD DOSS MOT THKE FFCT UNTIL AFTER A WIARD 435 COMPLETSD ANY RERALLS,




The Dead Wizars Deck:
WhHen A WIZARD IS SLAIN, HE OR SHE DISCARDS THE CARDS
IN HIS OR HER HAND, DISCARDS HIS OR HeR TREASURES,
AND IMMEDIATELY DRAWS A CARD FROM The Dead Wrizarp Decie.
BEING D£AD ISN'T ENOUGH TO PUT A WIZARD COMPLETALY
OUT OF THE ACTION. AT THE START OF £ACH New ROUND
OF THE GAME, £ACH DEAD \WIZARD DRAWS A DD \WizarD carp. :
IF The OTHER WizARDS TAKE A FEW Rmrommmw,mmmwﬁmmwmnm
. THESE CARDS WILL HELP YOU WIN THE NEXT GAME.
FULLSPR(L

IN A FOUR PLAYER GarMe, A F
ROSOLUTION (us Ao At At e A Tvo-Coronan S

eXanp s OF THe THRE2-COMPONENT SPELLS, SO YOURS RESOLNES FIRST.

NowW READ THE NAME OF THE SPELL IN YOUR BEST WIZARD VOICZ. WETLL WAIT.

Tie SOURCE OF YOUR SpeLL. 15 BLeaMx BRAINIAC,

S0 IT WILL RESOLVE FIRST. LT repDS:
ReNEAL The TOP TWO CARDS OF THe Main Deci,
EACH ONE MITH A GLPH THAT MATCHES A GLYPH IN YOUR
SprLL 15 ADDED TO YOUR SPELL. DISCARD THE REST. "

.__*_.-

DRAWING TWO CARDS OFF THe MAIN Deck. ReVenLs
A QUALITY CALLED MySTERIOUS AND A DELINZRY

cALLED FisT 0" NATURE.

FisT 0 NATURE I5 A PRIMAL SeLL 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 o ypH MATCHES
THe ARCANE GLYPH OF YOUR Sourcs.

SINCE IT's A QUALITY, IT 15 PLACED
INTO The QUALITY SLOT, (R ABONE IT

IN THIS CASE, 5 o NOW HAVE TWO!

BiseMAX BRAINIAC IS NOW DONE RESOLNING, SO WE MOVE TO
4OUR QUUALITY, BUT THERE ARZ TWO OF THeM. ToU G£T TO
RESOLNE THEM IN THE ORDER OF YOUR CHOICE.

THe ¢ARD MYSTERIOUS DEALS DAMAGE EGUAL TO THE NUMBER OF
GLYPHS AND TREASURES YOU HAVE. ‘U HAVE THREE DIFFRENT
GLYPHS IN YOUR SPeLL AND NO TREASURES, SO 1T WOULD DEAL

3 DAMAGE. HoweNer,, JOUR MIND-ALTERING CARD WILL £ARN
%00 (D A FOE) A TrensURe. LeT’s ResoLve THAT one FiRsT!

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

TO FIND A RANDOM FOE FROM AMONGST YOUR THREE FOES ‘OU ASSIGN
NUMBERS ON A SIX-SIDED DIE TO EMCH OF OUR FOES 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,
WY AND THAT FOE ACH GAIN A TREASURE ' S0 40U EACH DRAW A
CARD OFF THE TOP OF THe TReASURE DeCi. AND IMMEDIATELY PUT THOSE

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

You HAVE DRAWN THE THe DEMON SHOES, WHICH READS,

WTs TReASURE COUNTS AS A DARK CARD IN ENCH OF 1OR SpeLLS.

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




!
NOW THAT 40U HAVE FINISHED ReSOLVING MiND-ALTERING, IT°5 TIME

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

AND EACH TREASURE OU HAVE. " TOU HAVE THREE DIFFERENT GLYPHS
(ARCANE, JLLUSION, AND DARK) IN HOUR SPELL AND ONE TREASURE.
N1 2 50700 DEAL Lk DRYHGE TO THE PLATER ON YOUR RIGHT.

FINALY, IT'S TIME T ResOLVe YR Dt ey, PACT WITH THE DEVIL
e T o oo o’ gt P

PLATZR WITH THE HIGHEST, THAT PLAY. @5 Y~
TARGET. 1F THERE ARE TWO OR MORE TIED FOR MOST, Y0U ozzcﬁi:as m Ly N‘?
OF THOSE TIED FOES WILL BE YOUR TARGET. WHeN Y0U HANE DETERMINED ‘
YOUR TARGET, IT'S TIME TO MAKE A POwiER ROLL. You Have ONe DARK.
GLYPH ON THE PACT WITH THe DENIL, BUT 0U HAE ALSO ACQUIRED
ANOTHER DARK. GLYPH BY WAY OF YOUR TREASLRZ. THAT GIVES 10U TWO
DICE TO ROLL. ‘fou ROLL A 3 AND A 5, TOTALING 8. The PACT carD
Powsr ROLL TABLE R#ADS, “5-9: 2 DAMAGE.” S0 40U DEAL 2 DAMAGE
TO THE TARGET OU PREVIOUSLYY DETERMINED.

\heN H0U ARE DONE RESOLVING ALL THe 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.

THE DUST SETTLES AND THERE IS BUT ONE. WIZARD ALIVE, THE GAME &NDS
em o¢ & \;JNIIENTHAT \WiZARD £ARNS A LAST WIZARD STANDING TOKEN. fw THE UNLIKELY
9 ame SVENT THAT A WIZARD KILLS HIMSELF, LEAVING NO WIZARDS ALINE,
THaT WIZARD STILL £ARNS THE TOKEN. GGOING OUT IN A BLAZE OF GLORT 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 EACH GAME.
NoNg OF THE DECKS SHOULD BE RESHUFFLED UNTIL THEY RUN OUT OF CARDS. THIS sNSURES THAT YOU
WILL 522 A WIDE VARIETY OF DIFFERENT CARDS DURING EACH MATCH. AFTER EVERYONE HAS CLEARED

THEIR CARDS, WizarDSs WITH DeAD WIZARD CARDS SHOULD THEN GATHER THE BONUSES THOSE CARDS
HAVE GRANTED (£XTRA HP, TREASUR, £TC.) AND THEN DISCARD The DzAD WIZARD CARDS.
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