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A game by Inon Kohn

~ Design & lllustration: Ariel Laden
~ 2-6players
Ages 7 and up

~ Contents of the box

120 playing cards in total:
92 magic letter cards
4 Fog letter cards
24 spell cards, consisting of:
10 snowball cards
7 firewall cards
7 sandstorm cards

The idea of the game

After many years of heated debate, you have
gathered to determine once and for all who is
the strongest wizard. In this game, you cast
your spells using magic letters, spell words
and spell cards, in order to demonstrate your
ability in the art of wizardry.

The winner

The player that remains the only active wizard
in the game, when all other players have turned
into bewitched wizards, is the winner wizard.

How to begin

Select a dealer to shuffle the deck of cards

and deal eight cards, facing down, to each

wizard. The rest of the cards are placed face

down in the center of the table and are used

as the draw pile.

~ The game is played clockwise, with the player
to the left of the dealer going first.

Game play

All wizards begin the game as active wizards.
Active wizards try to cast spells in turn by either:
1) Playing letters cards to form a spell word.
or

2) Playing a spell card.

If they can't cast a spell, they will just take a
card from the draw pile.

The wizard places his magic letters face up
and draws cards according to the number of
letters used + one card.

car » BN

example: a player using three letters to spell
“cat” will draw 4 cards.

If he does not cast a spell, he must take a card
from the draw pile, and then it is the next
wizard's turn.

A wizard who has a spell word cast against
him must resist it to remain an active wizard -
otherwise he becomes a bewitched wizard!

Resisting a spell word

There are two ways of resisting a spell word:
- Discarding cards as the number of letter cards
forming the spell word.

- Using a “firewall” card, if the spell word has
four magic letters or less.

ML XD T ="

Example A:
Awizard has the following cards -

# a S ] € c R ©
2092 sogo | 2992 soeol 299 soeo | 2992
¥ o ) 0 3

He forms the magic word CAR. The wizard to
his left, must resist the spell. He has the
following cards:

Q e @ € o 33 BT
QPWeE F I
goe@ goeo| gsees goee |goel 2oeg| goes

. o 350 () BT

He can either play the firewall card, thus
resisting the spell, or put three cards (it doesn't
matter which ones) in the center of the table.

Bewitched wizard

A bewitched wizard is a wizard who fails to
resist a spell word and therefore becomes what
the spell word describes. In his tumn a bewitched
wizard takes only one card from the draw pile,
which he may look at, but must then place
upside down on the table.

A bewitched wizard may undo the spell and
become active again in one of two ways:

- When he has eight upside down cards.

- By playing a firewall card (see Spell cards).
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Spell word

Aword made up of magic letters that describes
a real object.

for example - if the wizard has the magic
letters: A.E,F;N,O,T, and X, he can form words
from them, such as: NET, FOX, or ANT.

But he can't form words such as: OF, EAT, or
FATE, since they don't describe a real object.

Special spell words

Four words with a very powerful magic power.
Each player can form from the magic letters
one of the following words that are linked to
the four following elements of nature:

¢ 0

Fog Sand Snow Fire
(Air) (Earth) (Water)

A special spell word acts on all the players
(apart from the wizard who casts it), and
everyone must try to resist it. After casting a
special spell word, the wizard who casts the
word gets as many cards from the draw pile
as the number of letters that the word is formed
of, plus one card (as when casting a regular
spell word), and gets another turn. A player
cannot cast more than two special spell words
in a row.
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Letter cards
A€ Magic letter cards
g € These cards include all letters
o of the alphabet and are used
2eee ;," 5 for forming spell words.

am Fog letter card

2 A Fog letter can be used
instead of any magic letter
(used as a joker).

- :‘ &
Spell cards
cards that cast special spells:
(O Sandstorm card
q Changes the direction of the game
(clockwise / counterclockwise). The
=ees | wizard who casts this card takes

=8 three cards from the draw pile.
o e

™

goeg

Firewall card

Resists any spell word formed with
four letters or less. A firewall card
 cannot resist other spell cards.

If a bewitched wizard has a “firewall”
card, he may play it at the beginning of his
turn, and take four cards from the draw pile,
thus ending his turn. From this point on, he
becomes an active wizard again.
= Snowball card
The wizard who casts a “snowball”

# | card gets a new card from the draw
~°*=_ pile and his turn ends. It is then the

~ nextwizard's turn; if he has a

“snowball” spell card, he can play it; then he
also gets a card from the draw pile and it is the
next wizard's turn, and so on. The wizard who
does not respond with a “snowball” must discard
as many cards from his hand as the number
of “snowballs” that have been cast, and it is
then the next wizard’s turn.

Example B:

Three wizards play, wizard A casts a snowball,
wizard B responds with his own snowball,
and wizard C also casts a snowball. It is now
wizard A's turn again, and he does not cast
a snowball, he must therefore discard three
cards. Wizard B continues the game.

The end of the game

The game ends when there is only one active
wizard (the winner) and all other players have
become bewitched wizards.

Scoring

A number of mini-games can be played with a
cumulative score - in each such mini-game,
the winning wizard gets 50 points, with another
10 points for each card that he holds. The
others get 50 points and deduct 10 points for
each card they have.

The finishing time or the number of mini-games
is decided in advance, and the winning wizard
is the one with the most points.

Increasing the skill level

For players with a wide vocabulary, it is
recommended to start the game with six cards
and allow a bewitched wizard to return to the
game after six turns.

The skill level in the game may be increased
by limiting the content of the spell words to a
number of categories, such as: Animals, trees,
or vegetables.
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