™
SpellCasterE is a contest of wills between two or
more magic users. The winner will be the magic user
who employs his or her skills to the most advantage.

EQUIPMENT

You will need a 54mm Iron Wind SpellCaster™, a
SpellCaster™ Attribute Sheet, a set of Familiars, a set of

Will Tokens, a deck of Spell Cards and a Spell Display. You
will also need a game board to play on and 1d10. The paper
components of the game are available for free download from
www.ironwindmetals.com, or you can order them directly from
Ironwind (513-870-0606) for $10.00.

SETUP

Begin by completing a SpellCaster Attribute Sheet (available
for download). Each SpellCaster has four attributes: Life Force,
Will, Focus and Skill.

Life Force represents the physical health of the SpellCaster. As
Life Force declines, the SpellCaster is able to perform fewer
actions in his/her turn.

Will represents the ability of one SpellCaster to dominate
another. A dominating SpellCaster will be able to prevent his/
her opponent from launching a spell once it is conjured.

Focus represents the ability of a SpellCaster to conjure and
maintain more than one spell at a time. Each Focus point allows
the SpellCaster to have one spell on his/her Spell Display.

Skill represents the ability of the SpellCaster to conjure
powerful spells. The value of the spell cards incorporated into a
spell cannot exceed the SpellCaster’s Skill level.

Each SpellCaster has a base Life Force of 1; a base Will of
1; a base Focus of 2; and a base Skill of 5. In addition the
SpellCaster has 6 Attribute Points which may be allocated to
increase his/her attributes, although no more than 2 Attribute
Points may be allocated to Life Force.

Once the Attribute Points have been allocated, cross out the
unpurchased Life Force rows on the SpellCaster Attribute Sheet,
write the SpellCaster’s Skill value in the Skill box, take three
Will Tokens for each Will point and select a pair of Familiars
for each Focus point.

Life Life Force Chart
Force 1+ _
wil 1+ 5
Focus 2+ ___ %
4 3

Skill 5+ b

TOTAL ¢ | End 1 2

Next, separate your Spell Deck into the four suits (elements):
Earth, Air, Fire and Water. Shuffle each element deck and place
it face down in front of you.

Finally, place your SpellCaster in one of the four corners of the
game board. If two are playing, their SpellCasters should start
in opposite corners

GAME BOARD

The Game board depicts Elemental Points (represented by
circles, divided into colors of the Elements exerting force at that
point) and Elemental Paths (represented by lines connecting the
points, in the colors of the appropriate Elements). SpellCasters
and Spells occupy Elemental Points and move along Elemental
Paths to adjacent Elemental Points.

Red is Fire, Green is Earth, Blue is Water, Gray is Air.

For example, the center Elemental Point on the game board has
all four elemental colors, and so is an Element Point where all
four elements are active. If a SpellCaster is on this point and
moves one path toward the Fire Corner Point, the Elemental
Point has the colors of Fire, Earth and Air. Water is not active
in that Elemental Point. Elemental Paths in the colors of Fire,
Earth and Air connect these two points.

SEQUENCE OF PLAY

Players determine who will go first. Players then take turns in

a clockwise sequence after the first Player. In his/her turn, a
Player may perform one action for each of his/her Action Points
(the number printed on the Life Force Track).

The permitted actions are: Conjure a Spell, Continue a Contest
of Wills, Control a Spell, Capture a Wild Spell, Move, and Rest.

If a SpellCaster has only one Action Point, he/she may perform
any one action. Otherwise, the SpellCaster’s first action must
always be to Conjure a Spell or to Rest. A Player may perform
Conjure a Spell and Rest actions once in a turn; the other
actions may be performed more than once in a turn. A Player
who Rests, may not Move or Conjure a Spell.

When each player has taken a turn, all Wild Spells are moved.

Conjure a Spell — Each Spell has Motion and Mass. Motion
determines the speed and direction that the Spell takes and Mass
determines the effect the Spell has when it strikes a SpellCaster.

Building a Spell — Each Spell can contain up to five Spell
Cards. The Spell is limited to a maximum of 3 Spell Cards
for Motion or 3 Spell Cards for Mass. The total value of all
Spell Cards in the Spell cannot exceed the Skill level of the
SpellCaster.

Each suit of Spells has ten cards — six with a value of 1, three
with a value of 3 and one with a value of 5.

To Conjure a Spell, the Player may either:

* Draw any 3 cards from his decks, return two face down to
his decks and play the third one face up on any open space
on the Spell Display; or

* Draw any 1 card from the decks and place it face down on

any open space on the Spell Display or return it face up to
his decks.

A SpellCaster may only draw Spell Cards of the elements active
in the Elemental Point that he/she occupies.

When a Spell is complete, the SpellCaster may launch it as part
of his/her Conjure a Spell action.
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Launching a Spell — To launch a Spell, the Player turns all
Motion Cards face up and places a Will Token on the Spell
Display. Going clockwise, each other Player may place his own
Will Token on the Spell Display to commence a Contest of
Wills. When each Player has had an opportunity to place a Will
Token, the Contests of Wills are resolved.

Contest of Wills — The Player casting the Spell may resolve
the Contests of Wills in any order he/she chooses. The Player
and his/her opponent in the first Contest of Wills count their
unplayed Will Tokens. Each rolls 1d10 and adds the number of
unplayed Will Tokens he/she possesses.

If the Player casting the Spell has the higher modified roll by 4
or more, he/she wins the Contest of Wills, his/her Will Token
stays on the Spell and his/her opponent loses his/her Will Token
(discard it from play). If the Player casting the Spell has the
higher modified roll by 2 or 3, he/she wins the Contest of Wills,
his/her Will Token stays on the Spell and his/her opponent takes
back his/her Will Token (may be played again).

If the opponent has the higher modified roll by 5 or more, the
Spell is broken, the Player casting the Spell loses his Will Token
(discard it from play) and returns the Spell Cards to his deck,
face up or face down at his choice. His/her opponent takes back
his/her Will Token (may be played again).

If there is any other result, the Players are locked in the Contest
of Wills and the Spell may not be launched until the Contest is
resolved.

If the Spell is broken or the Players are locked in the Contest
of Wills, the other Players who played Will Tokens take them
back. If the Player casting the Spell wins a Will Contest, he/she
resolves the next Contest of Wills with another Player who has
placed a Will Token..

If the Player casting the Spell wins all of the Will Contests, the
Spell is launched. He/she places a Familiar on the Spell and
places a matching Familiar on the game board, in the Elemental
Point occupied by his/her SpellCaster. He/she then moves the
Familiar along the Elemental Paths.

Move a Spell — A Familiar (representing the Spell) moves from
Elemental Point to Elemental Point along the Elemental Paths,
based on the Spell Cards in the Motion section of the Spell.

The Familiar moves one Elemental Path of the color of the first
Motion Spell Card, for each point of that card. For example, if
the first Motion Spell Card was Water — 3, the Familiar would
move along three Water Elemental Paths. If the next card

was Fire — 1, the Familiar would next move along one Fire
Elemental Path. If there is no Elemental path to move along, the
Familiar ends its move.

Spell Impact — When a Familiar moves into an Elemental Point
occupied by a SpellCaster, the Spell strikes the SpellCaster. The
SpellCaster loses one space on his/her Life Force chart for each
point of each Spell Card in the Mass section of the Spell that is
of an Element active in the Elemental Point. For example, if a
Spell with a Fire -3, Water — 1 and Air — 1 strikes a SpellCaster
in an Elemental Point where Fire, Earth and Water are active,
the SpellCaster suffers 3 points of damage from the Fire Spell
Card and 1 point of damage from the Water Spell Card. Since
Air is not active in the Elemental Point, it does no damage.
After Spell Impact, the Player who cast the Spell removes his/
her Familiar from the game board and removes his/her Spell
Cards from the Spell Display. He/she returns the Spell Cards to
his decks, face up or face down, at his/her choice.

Continue a Contest of Wills — If a Player is locked in a Contest
of Wills, in his/her turn, he/she must either use an action to
continue the Contest (fight another round) or withdraw his/her

Will Token (no action required — return the Will Token to his/
her unused pile). If he/she withdraws his/her Will Token, the
Player who cast the Spell may launch it in his/her next turn
without spending an action. No other Player may contest that
Spell. If it is the SpellCaster who abandons the Contest of Wills,
the Spell is broken and the Spell Cards are returned to his/her
deck, face up or face down, at his/her choice. If the SpellCaster
wins the Contest of Wills, the Spell is immediately launched.

Control a Spell — Once a Player has launched a Spell, he/she
must use an action each turn to control (move) it or abandon

it (no action required — remove Will Token and return it to
his/her unused pile). When a Spell is abandoned, it goes wild
but it does not move again until the Wild Spells move. A Wild
Spell moves by itself before the first Player’s turn and may be
controlled by another Player in his/her turn. When a SpellCaster
retires from the game, his or her Spells go wild.

Capture a Wild Spell — A player who has an unused Will
Token may use an action to Capture a Wild Spell. The Player
places his/her Will Token on the Spell Display of the Player
who launched the Spell. He/she then rolls 1d10 and adds the
number of his/her unused Will Tokens. If the modified die roll
is 6 or more, he/she Captures the Wild Spell and replaces the
Familiar set on the Spell Display and game board with a set of
his/her Familiars. If he/she fails, he/she removes the Will Token
and returns it to his/her unused pile. Each Player, except the
Player who Conjured the Spell may initiate a Contest of Wills
(no action required). If the Capturing Player loses a Contest of
Wills, the Spell returns to its wild state. If the Capturing Player
wins all Contests of Wills, he/she may move the Familiar. He/
she may continue to move it in subsequent turns or abandon it
as any other Spell he/she controls.

Move — A Player may use 1 action to Move his/her SpellCaster
along one Elemental Path to an adjacent Elemental Point. If the
SpellCaster has a Spell which is locked in a Contest of Wills,
the Spell remains in the Element Point and does not move with
the SpellCaster. If a SpellCaster moves into an Elemental Point
occupied by a Spell, the Spell impacts him.

Rest — A Player may Rest in any turn in which he does not
Conjure a Spell or Move his SpellCaster. The SpellCaster
recovers | square of life force for each Element present in his
Elemental Point.

General Movement of Wild Spells — Any Spell which is

Wild just before the first Player takes his/her turn, is moved,
according to this rule. The first Player may pick or pass. If he/
she passes, he/she may not thereafter move a Wild Spell during
this sequence. If he/she picks, he/she selects a Wild Spell (if
more than one) and moves it under the Spell Movement Rules
according to its first Motive Card. He/she then selects the next
Player who may pick or pass. If that Player picks, he/she moves
the Wild Spell according to its second Motive Spell Card and
selects the next Player (from among those not already selected).
When all of a Wild Spell’s Motive Spell Cards have been

used (or it is unable to move further), the Player may select
another Wild Spell which has not yet been moved. When all
Players have been selected once, the selecting Player may pick
any Player who has not passed, and the process repeats itself
until all Wild Spells have been moved according to all of their
Motive Spell Cards.

End of Game — When all of a SpellCaster’s Life force is gone,
he/she is exhausted by the contest, withdraws to his/her library
and loses.



