Wiz-War Rules Summary

Setup

1. Each player chooses a random sector. Arrange the sectors together.

2. Deal each player 7 cards. If a “Trap” is received on the deal, discard it and redraw.

3. Each player chooses a colored token to represent hir wizard. These go on the home bases.

4. Place each player’s Treasures on hir starting spaces.

5. Determine starting player by rolling a die; highest roll goes first.

Winning and Losing

· You win the game if you have 2 Treasures resting on your home base (not carried), which are not your own. These can be either from separate opponents, or both from the same opponent.

· Or, you win the game if you are the last wizard alive.

· You start with 15 Health Points, and die if you lose them all.

· You are eliminated from the game if both of your treasures are resting on other players’ home bases.

Turn Overview
A)
Main Phase: You may do any of the following, in any order. You can begin moving, make actions, and continue moving.

· Move. You may move your wizard three (3) spaces. You can play one Number Card to move that many more spaces.

· Use an Attack Card. You may make only one attack per turn.

· Punch. If you don’t use an Attack Card, you can Punch (counts as your attack). Punching causes 1 point of damage. You can punch a character or object in your square, or an adjacent wall section.

· Use Neutral Cards. You may use any number of Neutral Cards.

B)
Pick Up Item. When you pick up a Treasure or other Item, your turn ends immediately.

You can only carry ONE Treasure at a time.

C)
At the end of your turn, draw 2 Cards, then discard down to 7 (if you have more than 7).

If you draw a Trap card, resolve its effects immediately.

Line Of Sight (LOS) and Line Of Motion (LOM)

If a spell is LOS (Line Of Sight), that means you must be able to see your target. 

· To determine if you have LOS to a target, draw an imaginary line between the dot at the center of the square you’re in and the dot at the center of the square the target is in; you have LOS if the line doesn’t cross any walls (or other obstacles that block LOS). Characters normally do not block LOS.

· If you are targeting a wall, or a corridor, you determine LOS by drawing an imaginary line between the dot you’re on and the center of the wall segment (or corridor).

· Line Of Motion (LOM) is basically the same as LOS, except that certain spells or effects will allow you to see through a wall (extending LOS), but these do not extend LOM. 

Item Cards

· Items generally can be retained after use (rather than discarded like other cards). They still count as cards in your hand.

· If an Item says “Charges = NUMBER card”, this means that you may play a Number Card in order to be able to use the Item as many times as the Number that you play (once per turn). If you don’t play a Number Card, you can only use the Item once.

· You may throw a non-Treasure Item to a square in your LOM, or to another player (or any Character that can carry Items) in LOM.

· Items can be dropped onto the board, or they can be discarded (except Treasures of course).


Notes

· If you create a Creature, the Creature may move on the turn it is created, but may not Attack until next turn, even if the creature spell counts as an Attack.

· If a Spell calls for a Number Card, this means you may play a Number Card along with the spell in order to make the spell more powerful (or last longer). If you don’t play a Number Card, then the Number is assumed to be a “1” (one).

[Example: if a card says “Duration = NUMBER card”, and you play a 2, the spell will last 2 turns. If you don’t play a Number Card, the spell will last only 1 turn.]

· You can trade cards (give and/or receive) with another Wizard who is in your LOS, but only during your turn (or hir turn).

· Walls get destroyed after 20 points of damage; doors take 15.

· For the purpose of spell duration, a “turn” starts when a spell is cast, and ends at the beginning of one of the caster’s turns.
· If your wizard kills another wizard directly with an Attack, you get hir cards.
· A dead wizard’s Home Base no longer counts as a Home Base.
· You can punch an object or character in an adjacent square if s/he/it fills the square.

· If a wall-token is on an edge between two sectors and one of the sectors moves or rotates, flip a coin to determine which sector the token stays with.

Limitations

· You may not make any Attack on the first turn.

· You may not Teleport yourself or anything else to a Home Base.

· You may not create anything on a Home Base.

· As soon as you pick up any Item, your turn ends.

· You can only carry one Treasure at a time.

Definitions
· Number Card — card with just a number. Represents magical energy.

· Corridor — an empty edge between two squares

· Wall Section — a wall or door.

· Character —either a player’s wizard or a creature.

· Creature — a character created with a Creature Card.

· Creation — an object brought into play with a Creation Card. Generally cannot be carried. Usually not moveable.

· Object — a wall section, treasure (or other item), or creation. Does not include Characters.

· Item — an Object that can be carried; either a treasure, or an object brought into play with an Item Card.
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	Attack. Using this card counts as your Attack for the turn.
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	Counteraction. You may be able to defend yourself with this card if you’re attacked.
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	Neutral. Neither an Attack nor a Counteraction.

	[image: image4.wmf]
	Line of Sight. You need to be able to see your target.
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	Line of Motion. You need a clear straight line to your target.
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	Close Range. You need to be able to reach your target.
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	Uses Number Card. You can play an accompanying Number Card for increased effect.
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	Duration-based. The effect lasts for a number of turns.
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	Interrupt. You can interrupt another player’s turn.


