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

£ DAD \WIZARD DRAWS A Dk WIZARD CARD.

CR?HTB SACH WIZARD PLACES UP TO THREE DIFFERENT THPES

WOURSPPLL OF SPeLL COMPONENTS FACE DOWN IN FRONT OF HIM OR HER.

,ru () EacH WizarD ANNOUNCES HOW MAN'T COMPONENTS ARE IN HIS OR HeR SPELL.

oRDER WIZARDS WHO PLAYED ONE CARD GO BeFORs WIZARDS WHO PLAYED TWO CARDS
AND THE GO BerORe WIZARDS WHO PLAYED THREE. TIES ARE BROKEN B1 The INITIATINE MBeR O DeLiveRiss

A WiLD CARD IN Te DELINERY SLOT OR No DeL1very CoMoNeNT 15 INITIATIVE .

The HIGHER YOUR DELINERY'S INITIATIVE, THE SOONER HOU ACT.

IF THere 15 AN INITIATINE TIE, EACH TIED WIZARD ROLLS A DIZ,
AND THE HIGH ROLLER RESOLNES HIS OR HER SPeLL FIRST.

RESOLUL  Rend THe NAME OF YOUR SPELL IN A WIZARD \OICE.

W GPR(( REsOLVE Th EFFECTS OF THe CARDS IN OIR SpeLL
IN THE ORDER THE' ARE READ:

SOURCE, THEN QUALIT, TheN DeLIvery.
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NO IT WAS KICK-ASS MAGIC, WHERE ONZ GUY BLOWS ANOTHER GU1'S HEAD OFF
WITH LIKE A FIREBALL OR SOMETHING! Tou KNOW—

R OCHINGI I Gl

WHAT'S THE NAME OF THIS RADICAL WORLD? WHO'S IN CHARGE? \WHAT'S THE POINT OF ALL THIS RADICALNESS?
TAKE IT east, pUDE—1"LL ANSWER ALL THOSE QUESTIONS, AND SOME OTHER LESS-IMPORTANT ONES

AND THEN SOME 10U DON'T GINE A SHIT ABOUT . . . BUT YOU WILL LISTEN BECAUSE 1'M TELLING THIS STORY )

AND IF Y0U DON'T LIKE IT, THERE 'S THE DOOR, SMART GUY.
I Hope VOU'RZ READY FOR THIS SHIT . . .

THe KINGDOM OF CARNAGE WASN’T ALWAYS AS KICK-ASS AS IT IS TODAY.
No, FOR £ONS IT WAS TOTALLY FUCKING DULL WITH PEOPLE FARMING, AND BANKING,
AND BLAH BLAH BLAH . . . SERIOUSLY, 1 ¢AN'T £VEN THINK ABOUT IT WLTHOUT WANTING

TO KILL MYSELF FROM THE BOREDOM. SHIT EVEN ITS NAME WAS DIFFERENT,

BUT THere'S GOOD NEWS . . . NEWS THAT GOES BY THe HANDLE Umele Andg
L’ZS OUR MOST RIGHTEOUSLY REVERED AND ULTIMATELY AWESOME LEADER DELINERED OUR

\ORLD FROM BOREDOM AND MADE EVERYTHING EPIC ALWATS!!

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-STAKES
TOURNAMENTS OF soRceRY. (FONE ARE THE DAYS OF SIMPLE PLEASURES,

THE LOVE OF FAMILY, AND THE REWARD OF A 30B WELL DONE, NOI
How CAN THAT COMPARE TO COMBINING THE POWER OF A SUPERNOVA WITH THE THUNDZRING FURY OF A LIGHTNING GOD
. AND THEN USING THAT SORCZRY TO TURN YOUR OPPONENT'S HEAD INTO BLOOD'Y SHRAPNEL?

COMPARZD TO THE HIGH-OCTANE THRILLS OF THE E{},“,S(pellwﬁﬂ
ORDINARV LIFE WAS TOTAL BULLSHIT AND, THAT COULD NOT BE TOLERATED.
UNCLE ANDY SA\IED us FROM OURSELNES, FROM BEING NORMAL AND LAME.

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.

\

THe TOURNAMENTS ARE ALL HAPPENING NOW, AFTER THE GREAT PURGE.
THOSE OF US TOTALLY AWESOME ENOUGH TO EMBRACE UNCLZ ANDY'S GIFT OF RADICALNZSS

WERE SPARZD THE WEEPING DEATH AND TRANSFORMED INTO BATTLE U7 1T

IMBUED WITH THE POWER TO BEND REALITY TO OUR WHIMS. T He RZVOL\lING ROSTER OF
TOURNAMENTS SPANS THE LENGTH AND WIDTH OF CARNAGE JKINGDOM. GrONg ARE THe
SIMPLE VILLAGES AND TOWNS—NOW, TOWERING SKULL-HEADED VOLCANOES AND ISLANDS

FLOATING ABOVE WHIRLPOOLS OF BLOOD DOMINATE THE LANDSCAPE AND SERVE AS
A REMINDER OF HOW OUR WORLD IS NOW HIS PLAYGROUND . . . WHICHIS . . . UH AWESOME.

DEATH HAS ALSO LOST ALL MEANING, AS IT NO LONGER MARKS THE END OF OUR EXISTENCE,
BUT ONLY SENDS US FROM ONE ROUND OF THE ENDLESS TOURNAMENTS TO THE NeXT.
THe WICKEDLY TOUGH EARN THE HONOR OF LAST WIZARD STANDING , D ALL GLORY o

THAT WI2ARD, AS He 15 KICIK-ASS IN THE £15 OF OUR BELONED UNcLe ANDY.

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

GRAND TOURNAMENT . . . ANNH-HLAGE‘D‘DONI

GrLORIOUS ANNIHILAGEDDON, THE YeARLY TOURNAMENT T UAT PITS THE MOST TOTALLY FUCKING
RIGHTEOUS OF \WIZARDS IN A BRUTAL CONTEST OF ASS-KICKING UNLIKE ANTT HING €LSE .
EXCEPT THE HUNDREDS oF TOURNAMENTS DURING THE YEAR THAT LEAD UP TO IT.

Yo HAVE CHOSEN TO BECOME A BATTLE \WIzARD, AND NOW ‘10U WILL KNOW THE
ADRENALINE-PUMPING MADNESS OF MAGIC-FUSLED BLOODSPORT. NOTHING WILL EVER BE THe SAME,
NO THRILL WILL COMPARE, NO SATISFACTION LIFE (AN OFFER WILL SCRATCH THe
ITCH TO UNLEASH ARCANE DEATH ON AN OPPONSNT UNTIL HE MELTS INTO A BURBLING PILE

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

To eND THIS I BLZ 1 WILL DESTROY ‘10U, M1 ENRAPTURED AUDIENCEZ, WITH Mf
FAVORITE SpeLL, (7(] 07 BUT DON'T WORRY, DUDE, YOU'LL BE BACK. IN TIME FOR
R FIRST TOURNAMENT AND WHO KNOWS? Mz SOMEDAY 10U 'L BE AWESOME ENOUGH
TO WIN THE ANNIHILAGZDDON AND ITS SECRET PRIZE . | . WHICH L PRAY 15 TO DIE
PERMANENTLY AND £5CAPE THIS HeLL . . ./ THIS RADICALLV AWESOME Hel L.

()
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. & Oversizzp Hzro CARDS Z LasT WizaRD STANDING TOKENS
components 8 WILD Macic Carps

6 SeuiL Lire CounTers

40 SOURCE CARDS 75 Treasure CARDS 4 Six-Sipep Dice
() G CarDS \ 25 Deap Wrzarp CARDS { MT. SKULLZFYRE

[+ DeLivery CARDS

l'

UBJQCTWW wme BLAST YOUR OPPONENTS INTO SMOLDERING BITS OF GOO. 'EE!

1F'0U DEFEAT EACH OF YOUR FOES, OU ZARN A LasT WIZARD STANDING TOKEN. mﬂp

S0 0 Téss, WD 00 W THE AT LLOLL
S eT P Swrrz e DECK. SEPARATELY.

ZACH PLAYER CHOOSES A HERO TO PLAY.

" EncH WIZARD STARTS WITH 20 HIT POINTS.
PLACE A SKULL COUNTER ON THe 20 (FOUND ON 0UR HeRO CARD)
AND USE IT TO MARK. OUR GAINS AND LOSSES OF HIT POINTS.

“fou AN RAISE YOUR HP ABOVE 20 DURING PLAY,
UP TO A MAXIMUM OF 2.5.

9 8718
én.
PLACE THe SPeLL DECK IN THE MIDDLE OF THE PLAT AR PPy
PLacs The Treasure AND DzAD WIZARD DECKS OFF TO THE SIDE. 806 2

MATCA ?Lag A MATCH CONSISTS OF NUMBER OF SHORT GAMES.

2E) W 18
7.5 N
2uE2nw

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, TR TO SURVIVE. The \rJIZAKD WHO CAN STAND TALL WHEN ALL OTHeR WIZARDS HAVE
BEEN DISINTEGRATED WINS THAT GAME AND EARNS A LAST WIZARD STANDING TOKEN.

START of _ sacH WIZARD DRAWS FROM THe MAIN Deck
CACHh ROUND  UNTIL He OR SHE HAS A FULL HAND OF EIGHT CARDS.

me CARDS “OUR HAND WILL CONSIST OF VARIOUS Spel | COMPONENTS:

SOURCE S| QUALITY (0] DeLvery

.......

EACH SOURCE IS NAMED AFTER A LEGENDARY  EACH  QUALITY ALLOWS  Y0U, THe A DELINRY IS THE BIG BOOM—THE CATACLYSMIC
WizARD. WHEN Y0U CAST YOUR SPELL,  WIZARD, TO INBECT SOME OF YOUR OWN  FINALITY OF YOWR SPALL, SURE TO LEAVE YOR
THe SOURCE WILL GIVE CREDIT WHERE  CREATIVITY INTO YOUR SPELL. THESE  FOES BLOODED MND BECGING FOR MERCY.
CREDIT 1S DUE. ADFECTIVES GIVE YOUR SPELL FLAVOR,  DELINERIES ALL HAVE AN INITIATINE NUMBER AND
OFTEN GIVING YOUR FOES A TASTE OF THE  REGUIREA PoweR ROLL. (More o T sTure 1aTex.)

TRAUMA THeY'RE ABOUT TO SUFFER.

3\\\\3\“9 i m EACH SPELL MRY CONTAIN UP TO THREE DIFFERANT COMPONENTS.

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

THZSZ ARE ALL LEGAL SPELLS: (Source, QUALITY, D DeLINeRY)

”— -ﬂ _

QUALITY + DELIVERY VAT

m _ hﬁ r.n = mﬁ
DELIVERY SOURCE + DELIVERY SOURCE + QUALITY + DELIVERY

\PLATE BANER? A FULL THREE-CARD SPELL WILL ALIYS HAVE A COMPLETE MEPLATE WITH A BEGIWIG, DL, MD 210

Jore ys THE LEFTHOST CARD OF YOUR SpL, QUALITIES ARE ALWAYS FOUND IN THE MIDDLE, AND A DELIVERY 1S ALWAYS THE RIGHTHOST CARD OF A SFELL.

SOURCES ARE ALWA

These ARE EXNYPLES OF 1) | GAL SpsLLS:

: E+&U‘\[—“I‘J+1>ELI\/ DEL
' ERY + %
501)12C’5+@-0m+wm Y
SOURCE + SOURCE

T & \WIZARD REVEALS AN ILLEGAL SPELL, HE OR SHE MUST CHOOSE AND REMOVE CARDS FROM IT WNTIL THE SPELL BECOMES LECAL.
PLace THOSE REMONED CARDS INTO THE DISCARD PILE.

A WIzARD MUST PLAY ALL THe COMPONENTS OF A SPeLL FACE

PLAC ()9 YOUR SP 9 LL DOWN INTO THE PLAT AREA DIRECTLY IN FRONT OF HIM OR HeR.

Sy 40U MAT STACK. YOUR CARDS UP, SPREAD THeM ouT, OR EVEN KéeP

THEM UNDZR YOUR HAND IF YOU WISH TO HIDE THE NUMBER OF

COMPONENTS 40U ARE PLAYING—0PPOSING \WIZARDS DON'T HAVE THE RIGHT TO THUMB THROUGH YOUR CARDS TO CHECK..
HZRZ 1S WHAT THE TABLE MIGHT LOOK LIKE WHEN ALL Wi1zARDS HAVE PLACED THEIR SPELLS.

i

e T
5 ﬁ ! PLAYER! Hazo oAzb + on&bovEM sveu,‘ PLAJER 2 HERD CARD + FAOE‘DONN SPELL ‘

] L B - RN
éiéﬁﬁ?ﬁﬁ bl ’*}?;;_es =
Ty R

= L H |
Ao < —— T —
pog PLA@azs HERD CARD + FACEDORNSPELL.  PLAYER 4 HERD CARD + FACE DOMNSPELL.

= PR



ORD \WHeN ALL WIZARDS ARE DONE PLACING THEIR

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

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 Spet L. COMPONENTS. \WIZARDS WHO PLAYED TWO SpeLL
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 DELINERY SLOT HAS AN

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

Tue HcHesT 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, REVEAL 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 YOUR 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: Usg 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 DeELIVERY: Uss ANY MAGICAL WORD, LIKE CANTRIP, CONFURATION, OR INVOCATION.

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

wReppLl | Somee ) Quamy  J Deuivery
mylcaL 9LYPhsS Ench SpeLL. COMPONENT HAS A MAGIC TYPE,
REPRESENTED BY A WORD AND A GLYPH ON THE CARD.
O SOPHISTICATED MAGIC SPLATTERS YOUR FOES WHILE GAINING Y0U TREASURE.

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

- BLAST YOUR FOES TO KINGDOM COMe.

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

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

WHeN 70U MAKE A POweR ROLL, LOOK. AT THE GL'YPH ON THE CARD THAT REGUIRES THE ROLL.
40U ROLL ONE SIX-SIDED DIE FOR £VERY CARD IN YOUR SPELL THAT HAS THAT GLYPH.

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 PLA1ED 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 THe 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 SP£LL, THE TARGET WILL BE YOU.
The TARGET oF & SpeL. COMPONENT MUST BE DETERMINED BEFORE ANY DICE ARE ROLLED.

The WEAKEST FOE IS THE FOE WITH THE FEWeST HIT POINTS.
Ir 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, '0U DON'T COUNT.

$TR01198$ 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 IS 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
FO€ THEN ROLL A DIE TO SEE WHO THE VICTIM WILL BE. (Sezawizsaow)

cﬁ?\“& Stttz pLL. COMPONENTS CAN ADD CARDS YOUR SPeLL. ADDING CARDS THIS WA DOESN'T MAKE A SPALL LLECAL.
® gouk SY 2\,\, ADDED CARDS SHOULD BE PLACED VERTICALLY ADIACENT TO THe COMPONENTS OF THE SAME THPE.
IF 40U HAVE MULTIPLE UNRESOLNED SpeLL COMPONENTS OF The SAME TPE, HOU RESOLNE THEM IN THE ORDER OF YOUR CHOICE.

oTnhek CARDS -

LD AV\AGIC: You MGHT B LUK NOGH TO DRAW E ;
A WILb Macic carp FROM The Mu Decic. These SPeciaL CaRDs DON'T |
Have A COMPONENT Tpe. INSTEAD, THEY MAY TAKE THE PLACE
OF A COMPONENT THPE. FOR £XAMPLE, IF 40U DON'T HAVE :
A QQUALITY IN YOUR HAND BUT “OU STILL WISH TO PLAY

A THRez-CONPONENT SPELL, 10U (N PLACE A 'WiLD MAGIC G0 m
IN YOUR SPELL TO ACT AS THE MISSING COMPONENT.

\WHEN YOUR SPELL IS REVEALED, IMMEDIATELY REVEAL CARDS FROM THE TOP OF THE MAIN DECK. INTIL fOU FIND
Te T9Ps OF COMPONENT VOU'RZ MISSING. ADD IT TO YOUR SPELL AND THEN DISCARD THE Wi MAGIC (ARD AND THE REST
OF THE REVEALED CARDS. IF Y0U 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 0U GAIN A TREASURE, IT 15 ALWAYS PLACED FACE UP IN FRONT OF YOU FOR ALL TO SE5.
TREASURES ARE NEVER PLACED INTO OUR HiND. BUT LOOK. 0UT! SoMe CRAFTY WIARDS MAY TRY TO STEAL YOUR TREASURES.

St TRASIRE CHRS VE 5920T5 TRTLOK AT FONE LS. Theke e LSO SO 750 TS I T Gt T AW/ Wl e

TORSROLL A Powte ROLL. A TREASURE LIKE FOL'S (FOLD DOES NOT TAKE SFFECT NTIL AFTER A Wizako s conLersp v revilLs. (et




\WHeN A WIZARD 15 SLAIN, HE OR SHE DISCARDS THE CARDS

IN HIS OR HER HAND, DISCARDS HIS OR HeR TREASURZS ,
AND IMMEDIATELY DRAWS A CARD FROM THe Dead Wizarp Deck.
BZING DzAD 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 DzAD WIZARD CARD.

The Deas Wizars Deck: P ) ™

IF THe OTHER WIZARDS TAKE A FEW ROUNDS TO KILL ZACH OTHER OFF,, 0U WILL £ND UP WITH SeVERAL DzaD WIZARD CARDS.

THeSE CARDS WILL HELP YOU WIN THE NEXT GAME.

FuLL SPR((

IN A
Re s o urn o a - ALFR(;XEVPLAYZR Gwz, A FOZ WHO PLAY2D A TWO-COMPONENT Spsl |
ACTED. WITH AN INITIATIVE OF 18, Y0U ARZ THg FASTZST
QXW[Z OF THe THREE-COMPONENT SPELLS, SO YOURS RESOLVES FIRST.

minp =~ AT

i

The SOURCE OF YOUR SPELL 15 BLeevX BRAINIAC,

SO IT WILL RESOLVE FIRST. IT r2ADS:

ReNEAL THe TOP-TWO CARDS OF THe M Decic.
EACH ONE WITH A GL1PH THAT MATCHES A GLYPH IN OR o=
SpsLL 15 ADDED TO YOUR SpeLL. DISCARD THE REST. " - |

DRAWING TWO CARDS OFF THe MAIN DEck. REVEALS
A QUALITY CALLED M1STERIOUS AND A DELINERY

cALL#D FIsT 0" NATuRE.

F1sT 0 NATURE 15 A PRIMAL SpeLL. COMPONENT
THAT DOES NOT MATCH ANY OF THE GLYPHS
IN YOUR SPLL , SO IT GETS DISCARDED,

BUT THE CARD MYSTERIOUS SHARES =

A GLYPHWITH A COMPONENT OF YOUR SPelL .

175 ARCANE copi MaTcheS
THe ARCANE GLYPH OF YOUR Sourcs.

SINCE IT'S A QUALLTY, IT IS PLACZD
INTO TH QQUALITY SLOT, R ABONE IT

IN THIS CASE, 5 you NOW HNE TWO!

BLesMax BRAINIAC 15 NOW DONE RESOLVING, SO WE MOVE TO
4OUR QUALITY, BUT THERE ARE TWO OF THeM. TOU G£T TO
RESOLNE THEM IN THE ORDER OF YOUR CHOICE.

THe ¢ARD MYSTERIOUS DEALS DAMAGE EQUAL TO THE NUMBER OF
GLYPHS AND TREASURES Y0U HAVE. ‘TOU HAVE THREE DIFFERENT
GLYPHS IN YOUR SPeLL AND NO T REASURES , SO IT WOULD DzAL

3 DAMAGE. HoweVeR, YOUR MIND-ALTERING CARD WILL £ARN
00 (AND A FOZ) A TRemsURe. LeT's ResoLvE THAT ONE FIRST

MIND-ALTZRING ReADS, “DzAL 3 DAMAGE TO A RANDOM FOE. "

TO FIND A RANDOM FOE FROM AMONGST ‘YOUR THREE FOES ‘10U ASSI%I‘\{ i
NUMBERS ON A SIX-SIDED DIE TO EACH OF YOUR FOZS IN CLOCKWISE 3

ASSIGN THE PLAYER TO YOUR LEFT THE NUMBERS Lanp 2, S
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,
“Y0u AND THAT FOZ EACH GAIN A TREASURE “ SO Y0U 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!

Y0U HAVE DRAWN THe THe DEMON SHOZS, WHICH READS,

T 15 TREASURE COUNTS AS A DARKC CARD IN EACH OF ‘fOLR SpeLLS.

THIS MAY COME IN HAND'Y, AS OUR DELINERY COMPONENT
15 ALSO A DARK. CARD.




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

AND £ACH TREASURE 40U HAVE. " 10U HAVE THREE DIFFERENT GLIPHS
(ARCANE, JLLUSION, AND DARK) IN YOUR SPELL AND ONE TREASURE.
Nicg! 5000 bl Iy DAMAGE TO THE PLAYER ON fOUR RIGHT.

!
NOW THAT U HAVE FINISHED RESOLVING MIND-ALTERING, IT°S TIME Iw

]
FINALLY, 175 TIME T0 ReSOLVE ouR D veky, PACT WITH THE DEVIL
TARGETS ‘fOUR “STRONGEST FOz. ” CHeCk. ON YOUR FOgs’ CURRENT HP.

IF THeRE 1S FUST ONg PLAY:

ER WITH THE HIGHEST, THAT PLAYZR IS YOUR -
TARGET. IF THERE ARE TWO OR MORE TIeD FOR M/OST, 40U DECIDE WHICH g < : i
OF THOSE TIED FOES WILL BE YOUR TARGET. \WHEN YOU HAVE DETERMINED . *‘*

YOUR TARGET, IT'S TIM TO MAKE A POWER ROLL. fou 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 R#ADS, “5-9: 2 DAMAGE. " S0 Y0U 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 SPLL AND START RESOLVING IT.

AND THAT \WIZARD £ARNS A LAST WIZARD STANDING TOKEN. IN THe UNLIKELY
sNENT 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 £VERYONE 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 THE DAD WIZARD CARDS.

RND A \Wh THE DUST SETTLES AND THERE 15 BUT ONE WIZARD ALIVE, THE CAE ENDS

fimer
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