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EACH WIZARD DRAWS FROM THE Main D

£ DAD \WIZARD DRAWS A Dk WIZARD CARD.

CRBHTB EACH WIZARD PLACES UP TO THREE DIFFERENT TIPES

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 THEY GO BEFORE WIZARDS WHO PLAYED Threz. T165 ARg BROKEN BY THe INITIATIVE NUMBER ON DZLIVZRIZSI

A WiLD CARD IN The DELINERY SLOT OR No DeL1very CoMPONeNT 15 INITIATIVE .

The HIGHER YOUR DeLINERY'S INITINTIVE, THE SOONER OU ACT.

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

RESOLUL  Read THe NAME OF YOUR SPELL IN A WIZARD NOICZ.
W GPR(( RESOLVE Th EFFECTS OF The CARDS IN OIR SpeLL
IN THE ORDER THEY ARE READ:

SOURCE, THEN QUALIT, TheN DeLivery.
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£CI UNTIL HE OR SHE HAS A FULL HAND OF EIGHT CARDS.
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“LEARN TO PLAY" VIDEO ONLINE AT WWW.CR'YPTOZ0IC.COM/DEMO/EPICSPELL WARS
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NO IT WAS [KICK-ASS MAGIC, WHERE ONE GUY BLOWS ANOTHER GU1'S HEAD OFF

WHAT'S THe NAME OF THIS RADICAL WORLD? WHO'S IN CHARGE? WHAT'S THE POINT OF AL THIS RADICALNESS?
TAKE IT &ast, 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 40U 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 nndg
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 ACH 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, I\IOI
How CAN THAT COMPARE TO COMBINING THE POWER OF A SUPERNOVA WITH THE THUNDERING FURY OF A LIGHTNING GOD
. AND THEN USING THAT SORCZRY TO TURN YOUR OPPONENT'S HEAD INTO BLOOD'Y SHRAPNEL?

C.OMPARZD TO THE HIGH-OCTANE THRILLS OF THe | u;,SJszllmAR
PRDINARV LIFe WA TOTAL BULLSHIT, AND, THAT (COULD NOT BE TOLERATED.

NCE UPON A TIMg, THERE WAS A WORLD FILLED TO The BRIM WITH RADICAL MAGIC.
AND NOT PUSSY MAGIC, LIKE RABBITS IN HATS OR SHIT LIKE THAT.

{'6“ WITH LIKE A FIRZBALL OR SOMETHING' L’OU KNO\rJ-"'
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UNCLZ AnpY SA\IZ US FROM OURSZL\laiS FROM BEG NORMAL AND LAME.

THe TOURNAMENTS ARE ALL HAPPENING NOW, AFTER THE GREAT PURGE.
THOSE OF US TOTALLY AWESOME ENOUGH TO EMBRACE UNCLZ ANDY'S GIFT OF RADICALNESS
WERE SPARED THE WEEPING DEATH AND TRANSFORMED INTO. BATTLE T 7 AT
IMBUED WITH THE POWER TO BEND REALITY TO OUR WHIMS. THE REVOLVING ROSTER OF
TOURNAMENTS SPANS THE LENGTH AND WIDTH OF CARNAGE [KINGDOM. GONg ARE THe
SIMPLE VILLAGES AND TOWNS—NOW, TOWERING SKULL-HEADED NOLCANOES 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 0

THAT WI2ARD, AS He 15 KICK-ASS IN THE £1€5 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 EACH TOURNAMENT IS A STEP IN THE MARCH TOWARD THE

GRAND TOURNAMENT . . . ANNH-HLAG&‘D‘DON'

GrLORIOUS ANNIHILAGEDDON, THE YeARLY TOURNAMENT T HAT PITS THE MOST TOTALLY FUCKING
RIGHTEOUS OF \WIZARDS IN A BRUTAL CONTEST OF ASS-KICKING UNLIKE ANTT HING €L.5€ .
EXCEPT THE HUNDREDS oF TOURNAMENTS DURING THE YEAR THAT LEAD UP TO IT.

You HAVE CHOSEN TO BECOME A BATTLE \WI2ARD, 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 CAN OFFER WILL SCRATCH The
ITCH TO UNLEASH ARCANE DENTH ON AN OPPONENT UNTIL HE MELTS INTO A BUBBLING PILE
OF BLOOD AND BONg. JOUR ADDICTION WILL CONSUME ALL DESIRE FOR ANYTHING BUT BATTLE—
EVEN TELLING Y0U THIS STORY HAS BEEN TOO MUCH TIME AWAY FROM THe ARENA FOR ME.

Toend T HIS T ALZ 1 WILL DESTRO'Y ‘10U, M7 ENRAPTURED AUDIENCE, WITH MY
FAVORITE SPeLL, ] BUT DON T WORRY, DUDZ, 10U LL BE BACK. IN TIME FOR

TOUR FIRST TOURNAMENT. AN ko kNOWS? MATRE SOMEDA'Y 10U LL BE AWESOME ENOUGH
TO WIN The ANN{;ILWDDON AND ITS SECRET PRIZE . ;. WHICH I PRAY IS TO DIE
PERMANENTLY AND £5CAPE THIS HELL . . ./ THIS RADICALLY AWESOME HeL Ly,

\

4




comp OﬂeﬂTS 8 OversizeD Hero CaRDs 7 LasT WizhrD STANDING TOKeNs

2 WILD Magic CarDS 6 Sl Lirs CounTers
40 SOURCE CARDS 7.5 Treasure CARDS 4 Six-Sipep Dice
[,() QAT CARDS 25 Dzrp Wizarp CARDS { MT. SKULLZFYRE
[+ DeLivery CARDS

08Jo( TeTe JAMe BLAST Y0UR CPRONENTS INTO SYOLDERING BITS OF GOO. 5@5

10U DEFEAT £ACH OF YOUR FOES, Y0U £ARN A LT \WIZARD STANDING TOKEN. "l.l{? i_: ;
ERRN TWO OF THESE, AND, OU WIN /THE MATCHil: Setasias

s eT m SHUFFLE eACH DECK SEPARATELY.

EACH PLAYER CHOOSES A HERO TO PLAY.
Each WIZARD STARTS WITH 20 HiT POINTS.
PLACE A SKULL COUNTER ON THe 20 (FOUND ON OUR HERO CARD)
AND USE IT TO MARK. YOUR GAIN AND LOSSES OF HIT POINTS.
“Jou AN RAISE YOUR HP ABOVE 20 DURING PLAY,
UP TO A MAXIMUM OF 2.5.

PLACE THE SPeLL DECK IN THE MIDDLE OF THE PLAT ARZA.
Puacs THe TReASURE AND DD \WIZARD DECKS OFF TO THE SIDE.

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

{ 25 24 23 29
21@) 19 18
7 18 15 1y
1212 110
981 8

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 \rJIZARD WHO CAN STAND TALL WHEN ALL OTHeR WIZARDS HAVE
BEEN DISINTEGRATED WINS THAT GAME AND EARNS A Last \WIZARD STANDING TOKEN.

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

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

SOURCE S| &uAuTg ﬂ

EACH SOURCE IS NAMED AFTER A LEGENDARY ~ EACH  QUALITY ALLOWS  Y0U, THe A DELINRY IS THE BIG BOOM—THE CATACLYSMIC
WizarD. WHEN 90U CAST YOUR SPeLL,  WI2ARD, TO INZECT SOME OF SOUR OWN  FINALLTY OF Y0UR SPELL, SURE TO LEAVE YOUR
THe SOURCE WILL GIVE CREDIT WHERE  CREATIVITY INTO YOUR SPELL. THESE  FOES BLOODED MND BEGGING FOR MERCY.
CREDIT 1S DUE. ADFECTIVES GIVE YOUR SPELL FLAVOR,  DELINERIES ALL HAVE AN INITIATIVE NUMBER AND
OFTEN GIVING YOUR FOES A TASTE OF THE  REQUIRE A POWER ROLL. (Moreov T s iex)

TRAUMA THEY'RE ABOUT TO SUFFER.

B\\\W\ﬂg A m EACH SPELL MY CONTAIN UP TO' THREE DIFFERENT COMPONENTS.

A SPELL CAN CONTAIN NO MORE THAN ONE OF EACH T'PE OF COMPONENT.

THese ARE ALL LEGAL SPELLS:

(Source, QUALITY, D DeL1NeRY)

BELNERY COURCE +DELNERY SOURCE + QUALITY + DELIVERY

KD SPELL WILL ALWAYS HAVE A COMPLETE NAMERLATE WITH A BEGINNIMG, MIDDLE, AND EAD.
ARE ALWAYS FOUND IV THE MIDDLE, AND A DELIVER'Y 1S ALWATS THE RIGHTMOST CARD OF A SPELL.

NOTICE THE MMEPLATE BAWeR? A FULL THREE-CA
SOURCES ARE ALWATS THe LEFTMOST CARD OF YOUR SPELL, GQUALITIES

These ARE EXAMPLES OF 1\_L2GAL SpgLLS:

SOURCE + SOURCE ~ SOREAE* QAT

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

A WIzARD MUST PLAY ALL THe COMPONENTS OF A SPELL FACE
P LBC lug YOUR SP e LL DOWN INTO THE PLAY AREA DIRECTLY IN FRONT OF HIM OR HER.
Sy 40U MAY STACK. YOUR CARDS UP, SPREAD THeM ouT, OR EVEN KesP
THEM UNDZR OUR HAND IF YOU WISH TO HIDE THE NUMBER OF
COMPONENTS YOU ARE PLAYING—0PPOSING \WIZARDS DON'T HAVE THE RIGHT TO THUMB THROUGH OUR CARDS TO CHECK..
Herg 1S WHAT THE TABLE MIGHT LOOK. |_u<z WHEN ALL \WIZARDS HaVE PLACED THEIR SPELLS.
= il __'-7‘;___‘ T
wmum CARD + FACEDOMN spaL prAYe2 tERD, CARD+ FACEDON SP e



o RD \WHeN ALL WIZARDS ARE DONE PLACING THEIR

TURN e R 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 HIS OR HeR SPeLL: ONE, TWO, OR THREE.

\WIZARDS WO PLAYED ONe SpeLL COMPONENT TAKE THEIR TURNS BEFORE WIZARDS
WHO PLAYED TWO OR THReE SPeLL COMPONENTS. \WIZARDS WHO PLAYED TWO SpeLl
COMPONENTS TAKE THEIR TURNS BeFORE WIZARDS WHO PLATED THREZ 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 WiILD Macic CARD IN HIS DELINERY SLOT HAS AN
INITINTINE OF @.  (More on WiLp Macic Carps LaTER.)

Tue HicHesT 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 SPgLL FIRST.

EXAMPLE: IN A FOR-PLATER GAME, THREE PLATERS EACH DECLARE THREE COMPONENTS, WHILE ONE PLAYER

DECLARES TWO COMPONENTS. THE 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, D L. The 18 INITIATIVE WILL ACT FIRST AMONGST THE PLAYERS AT THRez COMPONENTS,
A 1T'S THe HIGHEST INITIATIVE. \WHEN THAT PLAYER’S SPELL IS DONE RESOLVING, THE TWO PLAYERS AT INITIATIVE Lk 2ACk
ROLL A DIE TO BREAK THE TIE. 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 JOUR INITIATINE COMES UP, REVEAL THe COMPONENTS OF OUR 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, Dzl 1VerRY.
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 SPeLL IS MISSING ANY OF THE ZLEMENTS!:

MissiNG THe Source: Use YOUR 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.

MisSNG THe TELIVERY: Uss ANT MAGICAL WORD, LIKE CANTRIP, CONJURKTION, OR INVOCATION.

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

wRepeLl | Sorce ) Quamy  J Deuvery
mylcaL ILYPAS 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 f0U TREASURE.

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

- BLAST YOUR FOES TO KINGDOM COMe.

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

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

WHeN 0 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.

0 LLS IN OTHER WORDS, IF 40U PLAY ONg PRIMAL COMPONENT AND IT REQUIRES
R A POwr ROLL, 400 LL ROLL ONE SIX-SIDED DI£. IF OU HAD PLAYED THREE PRIMAL
COMPONENTS IN THAT SPELL, OU WOULD HAVE ROLLED THREE SIX-SIDED DICE INSTERD.

There ARE MANT OTHER EFFECTS, COMBOS, AND TREASURES THAT LET Y0U ROLL MORE DICE WITH CERTAIN PoweR ROLLS.

MosT SPELLS Hae TARGETS. MOST OF THE TIME, YOUR 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 1T’S A HEALING SP£LL, THE TARGET WILL BE YOU.

1
The TARGET oF & SpeLt. COMPONENT MUST B DETERMINED BEFORE ANY DICE ARE ROLLED.

THe WENCEST FOE IS THE FOE WITH THE FEWeST HIT POINTS.
IF THERE IS A TIE, YOU GET TO CHOOSE WHO OU WANT TO CONSIDER STRONGEST OR WEAKEST.
Jou ARE NOT OUR OWN FOE, SO IF Y0U ARE THE STRONGEST OR WEAKEST WIZARD, 0U DON'T COUNT.

s‘l’wngeg[ $ 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.
FOBS  Lr THeRE IS A TIE, OU GET TO CHOOSE \WHO OU WANT TO CONSIDER STRONGEST OR WENCEST.

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

£ oe THZN ROLL A DIE TO SE€ WHO THE VICTIM WILL BE. (Sez axapis ssow.)
Cﬁ?\“& Stttz pLL. COMPONENTS CAN ADD CARDS YOUR SPeLL. ADDING CARDS THIS WA DOESN'T MAKE A SPLL LLECAL.

ADDED CARDS SHOULD BE PLACZD VERTICALLY ADFACENT TO THe COMPONENTS OF THE SAME TYPE.

© gouk SY e"" IF 40U HAVE MULTIPLE UNRESOLVED SpeLL COMPONENTS OF THe SAME TPz, HOU RESOLNE THEM IN THE ORDER OF YOUR CHOICE.

oTnek CARDS

NlLb NAGIC: You MIGHT B2 LUCKY ENOUGH TO DRAW
A WiLp Macic carp FROM The Main Deci. These SPECIAL CARDS DON'T
HAVE A COMPONENT TYPZ. INSTEAD, THEY MAY TAKE THE PLACE
OF ANy COMPONENT TYPE. FOR £XAMPLE, IF OU DON'T HAVE
A QUALITY IN YOUR HAND BUT OU STILL WISH TO PLAY
A ThRez-CONPONENT SPELL 10U CAN PLACE A WILD Mhéic caep
IN YOUR SPALL TO ACT AS THE MISSING COMPONENT.

\WHEN JOUR SPELL 1S REVEALED, IMMEDIATEL' REVENL CARDS FROM THE TOP OF THE MAIN DECK. UNTIL OU FIND

THe TPe OF COMPONANT Y0U'RE MISSING. ADD IT TO YOUR SPELL AND THeN DISCARD THe WILD MAGIC (ARD AND THE REST
OF THE REVEALED CARDS. IF 40U PLAYED MORE THAN ONé 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 10U GAIN A TREASURE, IT 15 ALWAYS PLACED FACE UP IN FRONT OF YOU FOR ALL TO SE%.
TREASURES ARE NEVER PLACED INTO OUR HiND. BUT LOOK. 0UT! SoMe CRAFTY WIARDS MAY TRY TO STEAL YOUR TREASURES.

SOt TRASRE CROS MVE S92TS TTLOKAT Pt RILLS. ThRe A AL SO 95075 IV ThE Gt TT ALOW A Whakep
TOREKOLL A Powier ROLL. A TRetSURE LIKE FOOL'S (G0LD DOSS NOT TAKE SFFECT INTIL AFTER A WIZARD HS COMPLETED ANY REROLLS,




The Deas Nizars Deck:
\WiieN A WIZARD IS SLAIN, HE OR SHE DISCARDS THE CARDS
IN HIS OR HER HAND, DISCARDS HIS OR HeR TREASURES y
AND IMMEDINTELY DRAWS A CARD FROM THe Dead Wizarp Deci.
BEING DEAD ISN'T NOUGH TO PUT A WIZARD COMPLETELY |
OUT OF THE ACTION. AT THE START OF £ACH NEW ROUND
OF THE GAME, £ACH DEAD WIZARD DRAWS A DAD WIZARD CARD. |
IF The OTHER WIZARDS TAKE A FEW ROUNDS TO KILL £ACH 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 0 urn 0 ﬂ L AL;(;\;R PLAYZR GAME, A FOZ WHO PLAYED A TWO-COMPONENT SpsiL
D1 ACTZD. WITH AN INITIATIVE OF 18, 10U ARE THe FASTEST
QXW[f OF THe THREZ-COMPONENT SPELLS, SO YOURS RESOLVES FIRST.

Target:
Rall Po:

ALBION

/
NOW READ THE NAME OF THE SPELL IN. Y0UR BEST. Wizarp Voics. WETL WAIT.

The. SOURCE.OF YOUR SPELL 15 BLeevX BRAINIAC,

SO IT WILL RESOLVE FIRST. IT remDS:

ReNEAL THe TOP TWO CARDS OF Te Main Deck, T
EACHONE WITH A GL1PH THAT MATCHES A GLYPH IN YOUR, 5= = o
SpsLl 15 ADDED TO YOUR SPELL. DISCARD THE REST. AT

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

A GLYPH WITH A COMPONENT OF YOUR SPelL .

175 ARCANE copi MaTcHeS
THe ARCANE GLYPH OF YOUR Sourcs.

SINCE IT'S A QUALLTY, IT IS PLACZD
INTO THE QUALITY SLOT, g ABONE IT

IN THIS CASE, 5 40 NOW HAVE TWO!

BLseMax BRAINIAC IS NOW DONE RESOLNING, SO WE MOVE TO
4OUR QUUALITY, BUT THERE ARE TWO.OF THeM. T0U GET TO
RESOLNE THEM IN THE ORDER OF YOUR CHOICE.

The CARD M"ISTZRIOUS DEALS DAMAGE EQUAL TO THE NUMBER OF
GLYPHS AND TREASURES YOU HAVE. ‘TOU HAVE THREE DIFFERENT
GLYPHS IN-YOUR SPzLL AND NO-TREASURES , SO IT-WOULD DzAL

3 DAMAGE. HoweVER, JOUR MIND-ALTERING CARD WILL EARN
40U (WD A FOg) A TReASIRE. L2T's ResoLVE TAT ONE FIRST!

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

To FIND A RANDOM FOE FROM AMONGST YOUR THREE FOES 0U ASSIGN
NUMBERS ON A SIX-SIDED DIE TO EACH OF YOUR FO£S IN CLOCKWISE ORDER.

ASSIGN THE PLAYER TO YOUR LEFT THE NUMBERS L AND 2, | .
THE NEXT PLAYER 3'AND L, AND THe LAST 5 AND 6. THeN ROLL A DIE TO
DETERMINE WHICH \WIZARD TAK.ES THE DAMAGE.
IN ADDITION TO DEALING DAMAGE, THE MIND-ALTERING CARDS READS,
“You AND THAT FOZ EACH GAIN A TREASURE “ SO YOU EACH DRAW A
CARD OFF THe TOP OF THe TREASURE DeCK. AND IMMEDINTELY PUT THOSE

CARDS INTO PLAY FACE UP. “OU NOW HAVE A TrReasURE!

40U HAVE DRAWN THe THe DEMON SHOZS, WHICH READS,

T s TREASURE COUNTS AS A DARKC CARD IN EACH OF ‘1OLR SpelLs.

THIS MAY COME IN HAND'Y, AS OUR DELINERY COMPONENT
15 ALSO A DARK. CARD.
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NV THAT YU HAVE FINISHED RESOLVING MIND-ALTERING, 1T°S TIME T
RESOLVE YOUR OTHER QUALITY. M1sTZRIOUS READS, “DEAL 1 DAMAGE A
TO THE FO£ ON YOUR RIGHT FOR EACH DIFFERENT GL'YPH IN YOUR SPeLL

AND £ACH TREASURE YOU HAVE. " TOU HAVE THREE DIFFERENT GLPHS
(Arcang, ILLUSION, AND DARKC) IN YOUR SPELL AND ONE TRESURE.
N1 g 50100 DeAL L DAAGE TO THE PLAYZR ON OUR RIGHT.

!
FINALLY, IT'S TIME TO ReSOLV YOUR DeLivery, PACT WITH THE DeviL
TARGETS JOUR “STRONGEST FOE.” CHECK. ON YOUR Fogs’ CURRENT HP

ITi RTGILETR'ZIIE i\m ONE PLAYER WITH THE HIGHEST, THAT PLAYER 1S YOUR By
HERE ARZ TWO OR MORE TIED FOR MOST, YOU DECIDE WHICH 9 as
OF THOSE T1eD FO'ZS WILL BZ YOUR TARGET. \WHEN YOU HAVE DETZRMINED 5, “é
JOUR TARGET, IT'S TIME TO MAKE A POWeR ROLL. ‘fou Have ONg Dari ALY
GLYPH ON THe PACT WITH THe DVIL, BUT YOU HAVE ALSO ACGUIRED £/,
ANOTHER DARIL GLYPH BY WAY OF YOUR TREASURE. THAT GIVES YOU TWO 2

DICE TO ROLL. ‘10U ROLL A % AD A 5, TOTALING 8. The PacT carD
Powsr ROLL TABLE R#ADS, “5-9: 2 DAMAGE. " S0 90U DEAL 2 DAMAGE

TO THE TARGET Y0U 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 SPeLL AND START RESOLVING IT.

AND THAT \WIZARD £ARNS A LAST WIZARD STANDING TOKEN. IN THE UNLIKELY
am SVENT 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 ZACH WIZARD'S HAND ARZ DISCARDZD AT THE £ND OF £ACH GAME.
NONE OF THE DECKS SHOULD BE RESHUFFLED UNTIL THEY RUN OUT OF CARDS. THIS ENSURES THAT YOU
WILL SE£ A WIDE VARIETY OF DIFFERENT CARDS DURING EACH MATCH. AFTER EVERYONE HAS CLEARED
THEIR CARDS, WI2ARDS WITH D£AD \WIZARD CARDS SHOULD THEN GATHER THE BONUSES THOSE CARDS
HAVE GRANTED (XTRA HP, TREASURE, £TC.) AND THEN DISCARD T DeAD WIZARD CARDS.

RND A \WheN THE DUST SETTLES AND THERE 15 BUT ONE \WIIZARD ALIVE, THE GAME DS
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Larry “FaRy FInGers” Renac (Lenp), Marco "ArcTIcUs" SIPRIASO,

QRaPnlc D&glsn “Nzcro” NaNCy UNzUsTh, FoHN “Sparilz-BRITCHES " VINETARD

RULEBOOK  MatT “Zorch!” Hra
EDITING  Kate “The Ebrtrix” STavoLa
VP CONTROLLER.  Jomne “LimiTer” BaRRON =
DIRECTOR of OPERATIONS  Letsin “Steeves” Cumins
BRAND MANAGEMENT  “The Greata” ScotT GaeTa
ASSOCIATE PRODUCTION MANAGER.  RackeL “Sorceress Chica” VaLveRDe
BUSINESS COORDINATOR.  Rumt “Lazui-Lut’ Asa
SALES  KRT "The SALMANDER" Netson, Ming Mo Sho™ Wax
OFFICE MANAGER.  ArriL “MeLT our Bones' Jones

MARKETING and COMMINTY

Masnon “ReoDuPraon” e, WL “Wwhaz B Beowery, Mt "LuoowTor” N, i’ Cupoa’ UL
R4S e S Iz e “The Occu s, ke Mic Fincars” Kowge , MhTT HorenersTer" Hortan

PLAYTESTERS
Mickar AL£xaNDeR, L-0GAN Bowner,, Tobb BURKLIN, Szl Diwso, PaTrick. “BiG Deal” DiLLow,
Phsston DONALS, ERIC EscHaNanch, Lish Eschenaac, Mice Farauer, Pau Hckss, M Fzssip, Cort Fones,
Eri Larsen, Ros LiGTner, Max Macizra, Snca Rose, Rop Whmiins, NaTwizL Yamcuct

THANKS

VaLzrie 2 HoLioat Fones, Micunel [KircrHorr, DED, Bic GuLps, DoriTos, The Worp ‘Epic’
Artt [eLLer, TANIA 3 BRANDON Szpenuk, Liska, vaszv,' TravIS, CRLoTTE ’




