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TURN se0URNY

Using cards from the top of the main deck, refil the Line-Up to 5 cards. The activg player reads
each Mayhem as it enters the Line-Up. After each one has been resolved, replace it.

(@) “Start of turn” effects happen now.
@ Play cards from yoour hand.

&y Total up your Power and purchase cards with combired .ot less th
an
Tov may play additional cards even after making purchases. Or equalto that total.

(5) As soon as You buy or gain a card, place it into Your discard pie, unless instructed otherwise.

enD--YUR2

@) Announce that you are ending your turn. our turn is now over.
@ Place any cards remaining in your hand into your discard pile.

(3) Resolve any “at the end of your torn” effects.
@) Place all the cards you played into your discard ple. Any unspent Power is lost.

5. Draw 5 cards from your deck.

IF the top card of the Legend stack s face down, flp |
, Hip it face vp and read alovd the next Legend’s G,
@) The next player starts their torn, S )

Do not shuffle your discard pile and make it your new deck just becavse you have no cards in your

deck. Wait until you must draw, play, discard, or reveal a card from your deck. Then shuffle yoor
discard pile, and it becomes your new deck.

The game. ends during a player’s end of turn sequence if any of the following 3 conditions is met:
* 1oL are unable to fAip Vp a new Legend on the stack.

o There are not enough cards in the main deck to refil the Line-Up to 5 cards.
o The Dead Wizard Token stack is empty.
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knew he had won the
Annihilageddon before it even
started. Shit, he knew he had it won
back. at the Castle Tentakil
qualifier... no wizard could stand vp
to a blast from the GLARING GAUNTLET,
let alone survive a bout of toxic puke
from the STAFF of SKULLZOR - Only Stodd had
the awesome to wield
8 these mighty artiacts and only Studd would claim
victory at the Annihilageddon. How do I KNOW
ALL THIS? Well, I've been Following his progress
every moment of every day after that amazing
Tentakil tovrnament. So I've seen it alll Yep, I'm
part of * TEAM STUDD"” and 1 watch his behind,
so Studd can Focus on looking Forward. 1 mean, if you're
not focused, you're not winning ...he needs to
FUCKING FOCUS ON WINNING if he's gonna have any chance at all.
Sure, my job stinks. It's no fun being in the Ring of Fire, but I love Studd
AND his sideleick TEMEGII IS 1 may not be the “official sidekick”

bot.... I AM HAPPY TO BE ON THE WINNING TEAM... T'E AM STUDD )

As far as L cantell, it's a pretty crazy world oot there. .. the shit I have

seen! WOW! fou wouldn't believe it. All these messed up tovrnaments, all these

crazy wizards tearing each other's asses vp. Hell, I once saw a Wizard that was a living

MAGIC WAND. .. no shit! He was just made entirely outta magic wands and went by the name
WANDO. Anywiay, he cast a spell that made this other dude’s brain pop outta his head and start

stabbing him in the eves. HIS BRAIN HAD AN ICEPICK AND WAS STABBING HIS GODDAMN EYES - --
WTF! It was bat-shit crazy! 1 guess if you wanna win one of the qualifier tovrnaments, you
gotta go ALL OUT, and WOOO BOY, if you make it to the big show—the Annihilageddon—well,
you better get yo shit together and be ready for anything. 1 know for a Fact that Studd has
always been ready for anything. 1 know because 1 love him. The real question was not if he
could win, but what would he do with the grand prize? Let me tell ya, the stories are true:
IF you Win the Annihilageddon, our lord and savior Uncle Andy grants you ONE wiish!
So what in the hell would Stodd wish for?

Let's back Lp... are you new around here? Maybe you're ke me and have no merv.\ories' of
world wasn't always like this. 1

the time BEFORE Uncle Andy. Well, from what I've heard, the ; el I ,
know... shocking, right? You’re probably saying, “GOD DAMN, you're kidding! 1t wasn't

always totally fucking awesome like this, with wizards and monsters fight’n and blowing each
other into chunks of blood and guts for the sheer entertainment of it?!” \Well, no. .. as far
as I can tell, all this good stuff started when Uncle Andy reshaped reality into the most
AMAZING thing to ever be or that WILL ever be. ‘fes, yes, I know the next question:

"HOW THE HELL DID HE DO THATZI™ Funy you should mention *hell” cuz the rumor is he stole

a super powerful demon's magic and warped the shit outta reality by doing it. As 3 matter

of Fact, it's sort of a big cosmic mistake. Mistake or not, that didn’t stop Uncle Andy from
making all this FUST FOR US! What an amazing kid. Oh yeah. .. I think he's like 1k years old.

Crazy shit, 1 know!

* hﬂ Yo

1 mentioned the big tovrnament at
Castle Tentakill, but that's not the ,
only one. Shit.... there are hundreds of these
qualifier tovrnaments, and only the best of the best actually
get to move on. The radical part of these showdowns is
that no one stays dead for long. 1If youv get your head
exploded by some bad-ass wizard shooting plasma bolts. ..
well, a3 few minotes after eating shit, you're right back. in the game.
NO ONE stays dead on Uncle Andy’s watch. He wants you out there

Dyl xl PR o shobin

Uhbh. .. sorry, got a bit excited, but it's hard not to. Shit, man, when you've seen a battle with
wizards grabbin’ magic artifacts and using cosmic-level Fuck-you powers to summons Up crazy
beasties and ghoulies and shit to gobble, cleave, and otherwise Fuck vp their opponents, it's a real
1000 boner sitvation. Yoo get it, right? And let’s not Forget the spells. ..

arE You FORGETTING THE SPELLS, MOTHERFUCKER £MeM Let's jost sa, oo

haven't lived ontil you've seen a wizard send a flaming fist into another wizard’s booty hole and
then have it come out of his screaming mouth holding that wizard's still-beating heart.

Mmmmmm. .. lip-smacking delicious!

Hey kid. .. you have what it takes to be a champion. 1 can smell it onyou, and I have a real nose
For this kind of thing. 1 have a sense for WINNERS. 1 know that special scent. It's been all around
me for years thanks to Studd. And you... you are PUNGENT with that onmistakable odor! 1
assume yov won a qualifying match if you're gonna be taking on the big dogs at the
Annihilageddon. So here’s my advice: COVER YOUR ASS. md ot lke metaphoricaly.
No, LITERALL' cover your ass. | have seen some AWFUL spells vp close and personal that take
real advantage of an unprotected back door, if you know what I mean. Also, ya gonna have
to play favorites. .. I know that sounds crazy, but the tournament is pretty brotal AND pretty
long. There's gonna be a lot of dying and a bunch of those deaths are gonna be you! The key
is to target the piece-of-shit wizard that’s winning. Sometimes yoor enemy’s enemy is yoor
friend. .. Ya got it? Team vp when it makes sense to take the top big cheese down a peg or
two, then when your new allies ain’t looking. .. right Lp the keister with a hot load of death!

WHAT? Who am I to be givin’ out all this advice? WELL, smart ass, I'll tell you who 1 am{
1'm the guy that coulda stopped Studd from winning that battle at Tentakil... and no Tentakill
win means N0 ANNIHILAGEDDON WIN. So in a way his championship is MINE. .. sort of.
The reality is, Sir Kitty Purrington could have won. .. heck, probably should have won. .. bot I
betraued him at the last second. He cast me, he brought me into existence, bot 1 jost
couldn’t do what he wanted. Studd had such a beavtiful colon. ..
and his ANUS. ... well, I can tell you this: It's the finest anus that god
or man has ever seen. 1... I... jost cooldn’t born it. I know it
was a bung and I was meant to burn it... bot I couldn’t, and
after that I just sort of hung on, going along for the ride and
watching the victories pile vp. Troly, they became a mighty
load, and finally there was the topper... the big win. 1 know
Stodd is the big man ot in a small way I feel like 1 won too. Good
lock, kid, and maybe, just maybe, you'll see me again. 1 hear Studd
made that wish. .. it was a wish to enter this year’s Annihilageddon
and go for a repeat. Seems winning it wasn'’t the point for that
crazy fucker... he just loves fighting. So if Studd’s stomping
Yyoour head into the groound with a good old
MEGA-FISTING spell... take alook up his skirt and give your old friend the
Bung Burner a nod, and I'll wink. the brown eye right back at ya. o '
Rollgg:;;gﬁ with the most Blood

14 2 damage
59 3 damage
10+ 4 damage. KEEP

X
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The annual Annihilageddon tovrnament is at hand! Every Wizard worth their
salt has come to claim the trophy, despite knowing that gruesome deaths and
horrible mutilations await all but the eventual champion. And even that quy is

OUGRUICW
going to get eviscerated a Few times! \While yoy begin armed with only the

ability to vse simple Glyph magic against your foes, as the game progresses, you will add new, more
powerful cards to your deck,, with the goal of defeating as many Legends (i.e., past champions) as goo can

and—since this is the world of €pic Spell Wars—slaying your foes over and over again!

LoNTents

30 Glyph Starter Cards
5 \Wand Starter Cards
15 Fizzle Starter Cards
124 Main Deck Cards

8  OVERSIZED WIZARDS
(compatible with previous Epic. Spell Wars card games!)
20 DEAD WIZARD TOKENS 8 WIZARD ABILITYTILES
5 HIT POINT TOKENS [ ANNHILAGEDDON TROPHY STANDEE
[ RLYEH STANDEE [ RULEBOOK

SETUP »= v £ RST 9ame

1. OVERSIZED WIZARDS AND STARTING DECKS

Each player is dealt 2 random Wizard Ability tiles (1 each in a 5-player game). Choose 1 tile and place it
text-side down in front of you. Place the other tile back in the box.

andom Familiar cards. Choose 1 of them and put the other back in the box. Find
the oversized Wizard named at the bottom of your Famiiar card and pot it in F'ront of you. The promo
Familiars allow you to play as popular Wizards from t'he Epic. Spell Wars spellcrafting card games previously
4 by Cryptozoic Entertainment. IF you don't have the named Wizard card, you may play that

230 GAME CARDS

16 Wid Magic Cards
12 Legend Cards
16 Limp Wand Cards

8 Familiar Cards, plus & Promo F, amiliars!

Next, deal each player 2.r

release
Familiar with any Wizard.

Place the Familiar you chose face vp bnder your Wizard card. It's best to have the text and cost visible
56 you and your foes can see Your card. Your Familiar is a special card that only you may buy doring the
game. Flip your Wizard Ability tile text-side vp and place it on or next to your Wizard card. Your Ability tile

gives Yo a strategic advantage of some sort.

Lastly, grab a small skoll Hit Point Token and place it on the 20 on your Wizard card. £ach Wizard starts
the game at 20 HP.

&ach player begins with a starting deck of 6 Glyph cards, 1 Wand card, and 3 Fizzle cards. You will use your
Glyph' and Wand card's to buy more powerful cards to add to Your deck, improving it as the game goes
on. Fizzle cards don't do anything for You when drawn or played, so it's best to get rid of them as soon

as possble. (more on how to do that later).
3

TYPES OF CARDS
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MRGUS JENNY JELLYBEAN
+4 Power
Attack: Deal 4 damage to target foe. ea > Look at the top card of your deck.
Group Attack: Each player gains a Limp Wand for each itorleave it.
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Destroy it or leave
card in their hand with cost 4 o greater.
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2. THE MAIN DECK

Most of the cards that you will add to your deck as the game progresses come from the main deck.
Shuffle the main deck and place it in the middie of the table. The main deck is made Lp of 124 cards total.

All Wizard, Creature, Spell, Treasure, Location, and Mayhem cards are shuffled into the main deck.

3. THE LEGEND STACK

These are bad-ass Wizards who have won previovs Annihilageddon
tovrnaments and have been elevated to demi-god status in the world
of Epic Spell Wars . As you can tell from One-yed, One-Armed,
One-Balled Willy ... some of them are 3 little worse for wear after
such a grueling ordeal. Show your worth during the tovrnament by
defeating some of these big names while also kiling off your rivals.

The more players in the game, the fewer Legends are vsed.
This chart shows how many to vse:

1-player \ 8 + Willy ’“ ONE 92, NEARMED)ONE BALLED LY
3-player ) 7 + Willy wTond
lf—playeﬁ 6 0 \l\ll"_(_:’ Unavoidable Attack: Deal 1 damage to each foe.

L 5-player 5 + Willy X & @

The first Legend is always Wily. Set him aside, then shuffle the rest. Randomly stack the appropriate number
of Legends into a face-down stack, then place Willy face vp on top of that stack.

4. THE LINE-UP

After shouffling the main deck, place the top 5 cards from the main deck into the Line-Up.
Place each Mayhem that appears in this initial Line-Up into a space that wiill be the destroyed pile for the
game. Replace each Mayhem that you remove this way ontil there are no Mayhems in the Line-Up.

Next, place the Wild Magic, Legend, and Limp Wand stacks at the end of the Line-Up. Tov may want to torn

these stacks perpendicular to the Line-Up so that everyone can reach them. fov will use all 16 Wild Magics
and all 16 Limp Wands each game. Wild Magics and Legends are always avaiable to be bought or defeated doring

your turn (while cards remain in their stacks). Limp Wands are never bought; they are gained only through
onfriendly card effects. The main deck and the 3 stacks of cards on the end are not part of the Line-Up.

Lastly, mix vp the Dead Wizard Tokens. Randomly select & per player in the game and place them into a

single. fa

Co-down stack. next to the Legends. Remove the remaining tokens from the game without looking at them.

THE STACKS

THE LINEUP

MAIN DECK

ONE-EYED, ONE-ARMED; ONE-BALLED WILLY

and the other stacks, it will look something like the above.

Once yoo have arranged the main deck, the Line-Up,

Your opening 5 cards in the Line-Up will vary.




awePLAY

Randomly determine a player to go first.
gach player begins by shuffling their deck aﬂd
drawing 5 cards. Players take torns in

25 24 23 22

21 ¢J) 19 18

clockwise order. You take your torn by o0& 17 16 5 N
playing cards from your hand face vp for all A THE| Charms )
players to see. This generates Power (the s ol ',::J%v «’Q 1312 11 10

“corrency” of the game) and other effects. » 2~ ,}ﬁ/‘}

£ach torn, you may buy cards from the
Line-Up, Wild Magic stack, and/or the top of
the Legend stack to improve Your deck .
Cards you buy or gain are aways
immediately placed into your discard pile, unless you are instrocted otherwise. Discard piles are always face
Op. Soon they'll be shuffled into your deck,, and then you'll be drawing these newer, more powerful cards

into your hand so you can play them. Buying powerful cards builds Up the effectiveness of your deck. That’s
why it's called a “deck-building game.”

You can buy any number of available cards with combined cost less than or equal to the amount of Power
You have for the turn. For example, your Glyph cards each give you +1 Power. IF You draw & of them
and no other cards with any Power bonuses, your total Power for the torn is . You can buy a single card
withcost 2, 3 or L, or even2 cards each with cost 2, assuming these options are available. Wild Magic cards
are (usvally) available if the cards in the Line-Up are too expensive, and you may buy more than L doring
Your turn if you wish. Tov may simply end your tor IF you cannot buy or do not wish to buy any cards.

ORDER OF PLAYNG YOUR CARDS

On your turn, you get to play the cards in your hand in the order of your choice. When yoo play a card,
its game text resolves immediately. \When you have played all the cards you Wish to play at that time, total
Lp the Power you have accomolated and buy what you wish to buy from the Line-Up or the face-vp
stacks. ou do not have to play all of the cards in your hand before you start making purchases if you

don’t wish to. You may play additional cards even after making purchases.

TURN SEQUENCE

@ Using cards from the top of the main deck, refil the Line-Up to 5 cards. The active player reads each
Mayhem as it enters the Line-Up. Ater each one has been resolved, replace it

(2) “Start of torn” effects happen now.
@ Play cards from Your hang

@ Total up your Power and purchase cards with combined cost less than or equal to that total.
You may play additional cards even after making porchases.

@ As soon as you buy or gain a card, place it into your discard pile, unless instrocted otherwise.

?

END of TURN

@ Announce that you are ending your turn. Tour tymy is now over
(2.) Place any cards remaining in Your hand into yoor discar ple. .

3) Resolve any “at the end of your turn” effects,
&) Place allthe cards you played into your discard pile. ANy unspent Power is lost.

(5) Draw 5 cards from your deck.
If the top card of the Legend stack is Face down, fp it face up and read aloud the next Legend's Group Atack.

@ The next player starts their torn.

SAMPLE TURN SEQUENCE

After shuffling up your starting cards, you draw a hand of & Glyphs and 1 Fizzle for your first turn. You may
play the L Glyphs for a total of & Power, which is enough to buy Furry Fury from the Line-Up. After buying
it, you put it into your discard pie. The Fizzle provides you with no additionsl Power-.

eNDorg9nme

The game ends doring a player’s end of turn sequence if any of the following 3 conditions is met:

e 0L are unable to flip Lp a new Legend on the stack.

e There are not enough cards in the main deck to refil the Line-Up to 5 cards.

e The Dead Wizard Token stack is empty.

Retorn all Ongoing cards you have in play, all cards in your hand, and all cards in your discard pile to your

deck. Then, players total vp the Victory Points st on cards in their deck. Dead Wizard Tokens and Limp
Wand cards you own will subtract Victory Points (NP) from your total.

Seme cards have a ¢ in their VP star. These cards have additional information written at the bottom of
their text boxes on how to calculate their VP value at the end of the game.

The player with the highest VP total is the new Annihilageddon Tournament Champion! In case of a tie, the tied player
with more Legend cards wins. If there is stil a tie, the tied player with the fewest Dead Wizard Tokens wirs.



ADDiT1onae RULES

OVERSIZED NIZARDS AND FANLIARS

The oversized Wizard you play as comes with a Familiar card.
That Familiar card is placed face vp under your Wizard card , bot
leave the text and cost visible, so you can plan for it. Many Familiars
will guide you towards a certain strategy. For example, a Familiar
might reward you for having a lot of Treasure cards in your
deck. Some Familiars featore an Attack,, and they all have a Defense
ability. More on that below.

If you have 6 Power doring your turm, Yyou may choose to buy GOt

your Familiar card. It goes to your discard pile as vsval. IF you i e o Tesses o i e
. ili i i Defense: You may discard this to avoid an Attack. If you do,
don t bU_y -y oor Fammar at some P Olnt dUr mg the 93“'\6, 90() dO not draw a card and redirect the effect to the attacker.
i MR. LUCRY
include. that card in your Nictory Point tally at the end of the game. & THE CHARMS
u B n ™ AND ® OWNED BY BZE
Note that your oversized Wizard does not count as 3 " Wizard

you control.

ATTACKS, DEFENSES, AND FANLIARS

Attack. cards have a (7). Defense cards have a @ . These icons
allow you to quickly identify these cards in the Line-Up and in your
hand. When you play a card with an Attack ability, each affected
player has an opportonity to avoid the Attack with a card that has
a Defense ability. A player vsing a Defense card’s ability negates the
Attack only for that defending player. A player may only otilize 1
Defense card per Attack. If a player doesn’t avoid the Attack, they
are immediately affected by the Attack text. However, if the
Attack requires interaction among the players (like passing cards)
the Attack won £ resolve against any players ontil each player has
had a chance to avoid it. Avoiding an Attack. does not negate any
other abilties (ke +2 Power) of the card. A Defense may not be
vtilized against an “"Unavoidable Attack.."

/7

Some Attack cards require you to choose a target. This choice s
completely vp to the person playing the Attack. 1t is not randem.
Only the target (the player you choose to Attack) may avoid the
Attack. Several Attacks resolve against specific targets, like the
+2 Power weaker, weakest, stronger, or strongest. These are referring
to their current Hit Points.

Defense: You may discard this to avoid an A
ttack.
Ifyou do, draw 2 cards, and then discard 1 of them.

~our “strongest”/ "eakest foe is the one with the
most/Fewest HP. If there is a tie for strongest/weakest, yov
choose which one of them is hit by the Attack.

~A “stronger”/"weaker” foe (or foes) is one who has more/fewer HP than you. IF they have the same pp
as you, they are ot stronger/weaker than you.

~In a 2-player game, an Attack hitting the Foes to your “left and right” will only hit your foe once.

Some Mayhem Attacks can hit more than L player if they are tied for a criteria (HP, etc.). In that case,
You will see the word "player(s).” This indicates that it could hit 1 player or moltiple players.

Some Familiars are a combination Attack/Defense card, bot you'll only get to use it one wiay or the other
when you find it in your hand. If you are attacked, you may vtilize it as a Defense. This Defense is special
in that it redirects the effect of the Attack back to the attacker (except for Poof the Gay Cloud). You
may redirect an Attack to the attacker no matter how many targets the Attack has. Note that only the
effect of the Attack is being redirected. Familiars don't redirect the actval Attack, so the attacker may
not vtilize a Defense to avoid the redirect.

The attacker will be hit with the effect (damage, discard, etc.) even if they could not have peen a legal
target of the card. For example, if a foe plays an Attack For 5 damage against the strongest player (yoo),
Yyou may redirect the 5 damage back to them with your Familiar Defense, even though they are pnet

“the strongest.”

However mouch damage the Attack would have done to you is how moch damage is redirected to the
attacker. For example, if an Attack deals 2 damage for each Defense you have in your discard pile, and
yoo have 2, you Wil redirect that & damage back to the attacker. You do not check to see how many
Defenses the attacker has.

If you do not vtilize your Familiar as a Defense, you may play it doring your torn.
The Defense text will not happen in this case. Only the text above the Defense happens. Same goes for any

Defense card. You only read the Defense text if you vse it to avoid an Attack.

LEGENDS

When you have accomolated enough Power in a torn, you can
choose to defeat a Legend. IF you do, take the topmost face-vp
card from the stack and place it into your discard pile, unless
instructed otherwise. The next card in the Legend stack remains
face down ontil your torn is over, so a player may defeat only L
Legend per turn. Legends range in cost from 8 to 12, and their

stack is randomized at the start of each game, so check the stack.
for the current Legend’s cost.

When a r\ew L'egend agpears on the s'tack, its Group Attack ‘ BEN-NHNHMANCER
resolves immediately against each player in the game. £ach player +2Power

with a Defense card may defend against the Attack. The Attack. wil A g e ateryou onrl i your e,
resolve against any players who do not defend themselves. Resolve L 9 ar
the Attack in player order, starting with the. player who is aboot p:Q @

gains a Limp Wand.
to take their turn. These Attacks do not happen doring any
player’s torn.

LEGEND CARDS IN JOUR DECK

Like any other card you acquire, a defeated Legend will aid you in your futore turns. When you play a
Legend from your hand, the text at the top of the text box is the relevant text. The Group Attack is no
longer applicable.

10



SHUFFLING JOUR DECK

You don't shuffle your discard pile and make it your new deck as soon as you ron oLt of cards. However,
at any point during the game if there are no cards in your deck and you need to draw, play, discard, or
reveal a card from yoor deck, immediately shuffle your discard pile, and it becomes your new deck.

ONGOING

Several cards in this set have the keyword Ongoing, especially
Locations. When you buy or gain a card with Ongoing, it goes tg
your discard pile jost like any other card. However, when ytooF
later draw and play an Ongoing card, it will remain in glay in fron 5
you for the rest of the game .. or until an Attack might make Yo

place it into your discard pile.

An Ongoing card in front of you (that you control) counts as At GEEy
“in play,” just ke any card you plaved during your torn., It counts 8s e
played” only on the turn in which it entered play. Cards in the
Line-Up or that a foe controls are never “in play” for you to take
advantage of. Ongoing cards give you special abilitj
. ities t
torn while they remain in play. Some Ong o

whie. 0ing cards have "
torn” abilities, while others have triggered abilities that happilaShZ; -
You play certain cards.

Ongoing: Attacks you play deal double dama
1 K e
Each time you kill a foe_ put this into yourdiscégrd pile.

An “Ongoing” card is any card with the bold keyword Ongoing in its text box. fou can have any number of
Ongoing cards in play at once. Ongoing cards have a to help remind you to leave them in play.

DISCARDING CARDS

When a card tells yoo to “discard” a card, i means from your hand as the defauk. However, 3 cagddw;a%
tell you to discard a card from another place, such as the top of your deck. Cards that are discarde
way count as being “disc arded

DESTROYING CARDS

Some cards have an ability that allows you to destroy a card from
your hand, your deck, or even the Line-Up. When you destroy a
card, place it into a face-up pile of destroyed cards anywhere
away from the play area, removing it from your deck and the
game. 1ou will often get to choose which of your cards to
destroy. Destroying Fizzle and Limp Wand cards will improve your
deck greatly! If Limp Wand and Wild Magic cards are destroyed,
they go back to their respective stacks.

+1 Power » , _
You may destroy a card in your discard pile.

0

GAINING CARDS

When a card tells a player to gain a particvlar card or a card of
your choice, that card is taken and immediately placed in that
player’s discard pile at no additional cost, nless otherwise directed
by the card. If a card tells to you g9ain 3 card with a specific name,
card type, or cost and there are none available, you simply don't
gain the card.

Note that if you gain a Mayhem, it is destroyed instead, and you don'’t
get another card.

Th Each player may gain the top card of the main d
K‘ Each who does dgestroys the top card of thelrndegﬁ.k i
N

RESOLVING CARD AgiLITES

If a card'’s abilty affects moltiple players, and the order matters A

(For example, an Attack. that has each of 3 foes gain a Limp Wand, with only 2 LW Wands remaining in the
stack), resolve that ability for each affected player in clockwise order, starting from the player who
played the ability, or whose torn it is in the case of a Group Attack or Mayhem effect.

When you play a card that triggers another effect, like your Wizard's Abiity or 3 Location yov contra,
fully resolve the card you are playing before resolving any secondary effects triggered by your card play.

owN vs. CONTROL

You control cards that you have played and are in play or that are in front of you on an Ongoing basis
(including standees and tokens). You do not control cards in your hand, deck, or discard pile. Llot)\:)\«l';
cards that you have bought or gained, whether they are in play, being played, in your hand, deck, O
discard pile.

WILD MAGIC

These cards are avalable to be purchased at a cost of 3 Power e b
doring your tum, and You May buy as many as you can pay For
doring your tur. Wild Magics have no card type.

When you play a Wild Magic card, you must immediately make 3

decision: Do you want to vse it for +2 Power or would you rather
take your chances and play the top card of a foe's deck? The card
You play goes to their discard pile after you play it, so this might be a
nice way to deny them access to a good card in their deck. Note that
IF the card you play off their deck. has the ke yword Ongoing, you

become its new owner and it remains in play in Front of you as i you
have played it from your hand!

WwILD MAGIC
Choose 1: +2 Power

OEOU aypyeopcado any foe's deck a
e Y
then pu 0 their disca dpe it's Ongoin;

Ty @

WnaWﬂdMagchdestroyed,placeitbackontheWﬂdMaglcstack

12



LINP WANDS

Some cards force players to gain a Limp Wand. You may not buyY
Limp Wands from the stack. When Limp Wands are gained, they are
vsvally placed in the victim’s discard pile, effectively adding them
to that player’s deck. They have no ability when drawn doring
the game and can be played or kept in your hand and discarded at
the end of your turn. At the end of the game, each Limp Wand in
your deck subtracts 1 Nictory Point from your NP total, so
you'll need a plan For destroying them at some point! If the Limp
Wand deck. rons out, effects that would cause a player to gain a
Limp Wand do not do so, but any other effects those cards have
still resolve as 0sval. A player may still play a Defense to avoid an
Attack, even when there are no Limp Wands available to be
gained. Limp Wands have no card type. If you are instructed to
discard certain card types, Limp Wands are unaffected.

on the Limp Wand stack.

When a Limp Wand is destroyed, place it back

MAYHEM CARDS

Mayhem cards are little mini-events that take place doring the
game. When a Mayhem enters the Line-Up, temporariy suspend refiling

the Line-Up until the corrent Mayhem has been fully resolved.

Most Mayhem cards are Attacks that players may avoid using Defense

cards as UsLal. However, several Mayhem cards are not Attacks, and
those cannot be avoided. When a Mayhem Attack occurs, the active
player most be the first player to utilize a Defense, or not. Continve
clockwise from the active player until each player has had 3 chance
to avoid it or not. Then resolve the Mayhem in clockwise order

from the active plager. If a player avoids a Mauhem Attack, they do ¢ s i A S, .
not participate in the Attack text in any way. For example, if a \\.\- ceangtelomstiotcas g
Mayhem requires each player to pass a card to the player on their

left, a player who avoids the Attack does not pass or gain a card. Any Defense text that
“attacker” does nothing.

would affect the

Once the Mayhem has been fully resolved, place it in a face-vp stack of Mayhem cards in the destroyed pile
area. Some cards will vtilize these vsed Mayhems, so they need to be kept orderly, despite their name.
Then replace the Mayhem by adding the top card of the main deck to the Line-Up.

If a player “declines to participate” in a Mayhem (only allowable due to a card effect), that player
avtomatically avoids the Attack (if any), does not perform any actions the Mayhem requires, and will not
pass/gain/discard/etc. any cards.

IF 3 player needs to gain a card from the main deck. [

' and a Mayhem is revealed, that
Mayhe'm is destroyed. The player does not interact with that Mayhem and doe/s not
reveal a replacement card. Players may never buy or gain Mayhem cards.
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DEAD WIZARD TOKENS

When your Hit Points 9o below 1, you die. Excess damage does nothing. Bot dying
isn’t the. end of the line in the world of €pic Spell Wars! It jost starts anew chapter
in your march toward another inevitable death. Once you are decidedly dead., this death with /.
you gain a random Dead \Wizard Token (DWT). fou now control that DWT. Flip , 11 HP ‘
t so the text side can be seen by all players and place it next to your oversized
Wizard card, then reset your Hit Points to 20, unless your DWT says otherwise.

You respawn from

Some Dead Wizard Tokens have an Ongoing ability. This means the effect will last for the rest of the M

Lnless you are incrgdibly luocky and manage to get rid of it. Some card effects might allow this. If agD\:Jﬁi

;ilges not héve Ongomg text, the effect happens immediately, or at the end of the game in ti;e case of
ictory Point modifiers. For example, if a DWT you gain reads, “1ou respawn from this death with 11 HP *

this happens just once, right now. If your DWT deal '
&R V) Y eals damage to yov, that damage will redoce your HP

As seen on the skl side, Dead Wizard Tokens will subtract 3 from your Nictory Point total at the end of
the game. A player may die any nomber of times during a game. 1f the DWT stack rons out, the game ends

at the end of that torn and players count VPs to see who wins. Reminder: The nomber of DWTSs that start
the game in the stack is & per player. A player may gain any nomber of Dead Wizard Tokens during

a game, not jost L.

ANNIHLAGEDDON TROPHY STANDEE

When yoo kill a foe, you get the Amnihilageddon Trophy
Standee. Place it in front of yourself. Tou get to take
advantage of the text on it turn after torn ontil
someone wrestles it away from you. Whie yov
control the Trophy Standee, at the end of each of
your torns, draw 6 cards into your new hand, and then
discard 1 of them to make your vsval 5-card hand

e Then you Kill
= a foe, gain this
Standee.

Ongoing:
2t the end of

Note that you do not gain the Trophy Standee if yovu kil
yourself, and no one gains it if a Legend or Mayhem in the
Line-Up kills a player. 1F a foe plays a Mayhem (through
a card effect), that foe is the source of that damage

and can earn the Trophy Standee for kiling yoo.
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SPEUFIC CARD CAARIFICATIONS

Some card effects allow you to “heal,” which means gaining HP. fou do not need to be below
20 HP to heal. Your maximom HP is 25. 1ou may stil play card effects that would heal you past 2.5, but the

healing portion stops at 25.

When you see the word “target,” '
’ P : ," You are being asked to ch
whom you wish be the recipient of that card’s effect. Think of it as, “Who has a bullszye on thesn i;;et

now?” You choose who has that bullse: '
; \ ye each time you play a card with the T "N B
is an opponent. A “player” may be any Wizard, even you. ST/

Ifthere is a card
of the type indicated, you must put it into yoor hand.

The R’lyeh Standee does not give you the ability to
destroy cards. ou will have to find card effects that allow for card
destroction to otilize this standee. If a Group Attack. or Mayhem effect
destroys a card you own, the standee will trigger.

Put a Spell from your discard pile into your hand.
If there aren't any, +2 Power.

worth @ \Ps. IF you own only 1 of these cards, it is

IF you have the Dead Wizard Token that does not all

i oo O s
decline to participate in non-Attack Mayhems. W 40U to avoid Mayhem Attacks, yoo may sti
. [

If a player has no cards with cost 5 or greater, they do not take 5 damage.

You give your dead foe their Dead Wizard Token for this death. They do not
gain 2 tokens. Shuffle the other token back. into the stack.

€ach Huge Boner you control adds 1 to your Dead Wizard
Token count.

All of your healing doubles, even if the source is a3 Mayhem.

Note that both
standees and some Dead Wizard Tokens are Ongoings you
control and will increase your output. TREASURE

HUGE BONER

Ongoing: You are considered to control an
additional Dead Wizard Token.

This card is not a Dead \Wizard Token bot et

it counts as having L until IPs are counted. In the event of a3 Huge
Boner lasting longer than & hours, consult a Cleric.

This card is worth 1 VP for eac
Token you control.

If this card is played via a Wild Magic, it goes to its owner's discard pile, as the card is not in play
to resolve the end of torn effect.

If you have fewer than 5 cards in your deck, reveal the
r discard pile and reveal additional cards until you

rest, but do not discard any cards yet. Then shuffle you
greater, and place the remaining cards on top of

have revealed all 5. Then discard all cards with cost 1L or
your deck.

Ifthere is only 1 card to pass to 2 different
players, the player losing the card chooses which player to give it to.

You must have at least 4 HP to use this ability.
You cannot spend HP that you don’t have. If you die, you cannot
continve Lsing this ability.

You are the target of your OWn Attacks, no

matter what criteria the Attack may have. You make decisions, i
any, as if you were your own foe. You may otiize Defenses to

avoid your own Attacks.

PL
& Each player may pay 4 HP to d
lestroy a card
\L Use this any number oyf tlmers.m ey

Huge Boners are not actval Dead Wizard
Tokens and will not be placed into the pile.

Starting with the active player, each il

. ’ player may otilize a Defense. Do not resolve
any (:art of the Mayhem ontil each player has had a chance to avoid it. “Aveiding it” in this case means
denying a foe the good effect of the card.

In order to “swap,” yov and your target must each have 3 Dead Wizard
Token. You choose wWhich token you pass and steal. Huge Boners cannot be passed or stolen.

There are 2
ways these Attacks might deal no damage: If each foe avoids it
with a Defense or if there are no cards of the appropriate type
in discard plles to cavse any damage.

You may discard any card from your hand,

not jost L of the 2 you drew. This is the only card that can

remove a Dead Wizard Token. Shuffle the DWT stack after

discarding your token . Discarding a token does not undo the

effects of that token. For example, you do not recover a card
destroyed by a DWT if you discard that token.

Draw 2 cards, and then discard 1 card.
Heal HP equal to the cost of the discarded card.

If you are now at 25 HP, shuffle a Dead Wizard Token
you control into the stack.
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A “Wizard” is any player in the game, and yov Mmay targst y?furself “iF yogvzlghbel; y\c;tz)a\iuclil
ith thi ' if you had killed a foe. Tou will rece
IF with this damage, you draw 2 cards just as i ‘ ¢
%%t\ir:: but you do not gain the Trophy Standee, as that requires the kiling of a foe.

You do not choose or show the card to your target until they decline to vse
a Defense against the Attack. If this is redirected back to you, it has no effect.

DEAD NIZARD TOKEN CL-ARIFICATIONS

"“You take 3 extra damage. from Wand Attacks”: Only the Starter card with the name “Wand” deals this
extra damage.

“Resolve the courrent Legend’s Group Attack against yourselr”: I the Attack requires passing of cards,
Yoo will pass the card to yourself.

“Deal 8 damage to the Wizard who killed you”: If a Legend or Mayhem kills you, this does nothing. If you

kil yourself, you are the Wizard who killed you. IF you gain this at a time other than immediately after your
death, it has no effect.

WIZARD ABILITY TILE CL-ARIFICATIONS

“Pay L HP": You must have at least L HP to use this ability.

“If you play 2 or more different Wizards/Creatores”: Cards that yoo Play via Wid Magics coont as NP
you played this torn.
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