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A FANTASY CARD GAME FOR 2-4
WIZARDS AGESFLO AnD UP
® By CHRIS MARLING

Since the bcginning of time, wizards of unfathomable power have alwmpu‘d to learn all
the secrets of the universe. Through millennia of study across time and space, they have
been sl.c-.'ldi]}' u:vﬂh’ing into the most formidable entities in existence.
But lodﬂ}-'. after countless centuries, the planul.s .-lligncd - and an unknown force crncrg::d.
Suddenly the land's most powertul wizards were teleported to a myscerious bartleground,
Lo |i1'||.'1||3rr determine whe 1s the most magicn] of them all.
However, after all these years, age has taken its toll. The wizards may be puwcrl'ul.
prc:lvidiug they can remember what each of their s]:!t‘l]s does. This will be the final batcle
for... the Witless Wizards!

CONTENTS

4 x Character boards

5 x Equipment Card decks, each

consisting of 8 unique cards
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SETUP

I. Each player chooses or is given at random a Character Board and a Stamina Marker, which is placed on the “20”
space ol the Character Board's Stamina Track.

2. The |'rl11.1,=1 who looks more like a wizard plays first. That player places a “"Magical Crook of Standing”
Standard Equipment card on the Offensive Equipment slot of their Character Board and a Concentration Cube next
to their Character Board creating their stock. In clockwise seating order, the other PIJ}E!“'\. receive the Inllnu.-mg-

2nd player: A “Magical Armor of Resting” Standard Equipment Card, placed on the Defensive
Equipment slot of their Character Board, and one Concentration Cube.

3rd player: Both a “Magical Crook of Standing” and a "Magical Armor of Resting” 3/4P Standard
Equipment Cards and one Concentration Cube.

4th player: Botha I\pluﬁn:ﬂ Crook of Standing” and a “Magical Armor of Resung” 3/4P Standard

Equipment Cards and two Concentration Cubes.

Return any unused Standard Equipment cards to the box.

-Alternative Setup for 3/4 Players: For a more surprising 3/4 player game, Players 3 and 4 instead of
receiving Standard Equipment cards, each draw I random 1...1:.d from the deck.

3. Choose or select at random three Equipment Card decks and shuffle L;}gelhﬁr the three chosen decks. Place the
deck facedown on the table, within reach of all |'r|:1}1::r.~1. Leave space next to the deck for a discard pile.

4. Put the Battle die and all remaining Concentration Cubes on the table within reach of all pln}Trﬁ.'|‘F1i5 is the
TESEIVE.
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In Witless Wizards, p|.'1m:r'i aim to reduce their opponents' Stamina to ). The game is played in turns, with each
consisting of the active pia-,n_r wurkmg lhmugh W phﬂws ("Draft' and "Bacle’). In lfr.: Deaft Phase, the active
player will draw a number of cards from the common equipment deck: keeping one for themselves and giving
another to an opponent [;qun}fmcm cards can affect attack and defence power, as well as grantng various
abilities). In the Batdde Phase, the active player attacks an opponent in the hope of dealing hits that will reduce
their Stamina. If, at the end of a wren, c_'mlJrr one pla}'q:r remains in the game, that player wins!

TURN SEQUENCE"
DRAFT PHASE

In the Draft Phase, the player draws cards from the common ec }: ipment deck to strengthen themselves, but they
also have to give a card to one of their opponents. The Draft Phase consists of the following steps:

I.Draw the top card of the common equipment deck and lock ar i If at any point there are no cards left in
the deck, shuflle the discard |‘rile ta make a new deck.

2.0Opuonal: return a Concentration Cube from your stock to the reserve in order to draw another card, then
discard a card (even il this is the one you just drew).

You cannot spend another concentration cube to draw a third card.

3.Choose whether to keep the card lor }nLlﬁell or give it to one of your opponents. MNoate: In a four player
game, you can only give a card to an opponent sitting directly to your left or your right!

4. The p]n er who receves the card p|:|-:4.'5 it on the currcﬁpunding slot at the bottom of their Character Board
(lcﬁ: for the red Offensive Equipment Cards marked with a sword, middle for the blue Defensive Equipment
Cards marked with a shield, an riglu for the purple SPecia] Equipmem cards marked with a ring:l.

If there is already an E:.luipmﬁnr. card in that slot, that card must be discarded and the newly received card takes
its place.

Note: if the card discarded is a 3 /4 P Standard Equipment card, instead return it to the box.

Then, repeat steps 1-4 for a second and final ume.

|I_yml kupl the first card chosen in this 1.'.1]"!;!5!.'.. YOU must now give a card to an quuan Likewise, il you gave

d"l.f EISI CEIIEI d’l{‘}SL“I’l [ an DPPDI‘IEI’I‘E in tl'ljﬂ Phﬂ.‘il:, you ITILST oW I!'ELEP 'I'J'IE Eﬂ.[‘d .F[ . your I.'I:ﬂ.l'ld fm: };"'ﬂl.l[\-EI.'F

After you have Impt and given a card to one of VOUE OppOnents, p],a}r pmctu:dﬂ to the Bardle Phase,
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Albus drew “"Codex of

Concentration”.
Albus can decide bctweend;ccpmg
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Dcf—cnsw?\’aluc of I, so
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BATTLE PHASE

Note: The first player skips this phase on their first turn in the game.

In the Battle Phase, you have to attack one of your opponents, dcnlili% Hits and reducing their Stamina in hopes
to eliminate them from the game. The Battle Phase consists of the fo lowing steps:

I.Choose which one of yOUr opponents you wish to attack. Nove: In a 4 p]a}rcr game, you can Dnl}r attack an
opponent sitting dimcl.l:,' to your left or your righl..'

2. Roll the Batde die and add its result to the Attack value of your Oifensive Equipment card. This number is
your lortal Arrack Value.

Note: you can attack even if you don't have an Offensive Equipment card. The wizard is just using their fists to
fight in this instance.

3. Subtract the Defense value of your npponcnt‘s Defensive F.quipm-:nl. card from your Total Attack Value. The
result 1s the number of Hits dealt to your opponent. If the result is less than O, it 1s considered to be O instead.

MNote: Card abilicies may rm‘.ndif'}' the Attack /Defense values or add effects o the Battle Phase. In all cases, card
abilities take precedence over these rules. Refer to the FAQ at the end of the rulebook for more details on specific
card abilities.

4 Your Opponent moves their Stamina counter backwards on their Stamina track one space for each Hit dealt.
If their Stamina s reduced to O or less, l|1e:-.= are out of the game, and any Equipmrm cards on their Character
board are discarded in any order thn:'y wish.

5. 1f i.'uu are Weakened I:J.'GLII‘ Stamina is 5 or less) yOU may return any number of Concentration Cubes from
your Pool to the reserve, in order to move your Stamina counter 1 space forward on the Stamina track per
Concentration Cube returned. Your Stamina may not become highcr than 20.

6. Recerve a number of Concentration Cubes from the reserve u:qu:ll to the total number of & pn_ntcd on any
equipment cards currently in your play area. The number of Concentration Cubes in your stock is considered to
be limitless. If the reserve runs out, use any convenient substitute.

Your turn is now over and the pfa]n:r SITEiNG tO your left takes cheir turn, starting with the Draft Phase.

END OF THE GAME

If, at the end of a turn, there is un}}' one la].'cl: left in the game, that ].'!lﬂ.}"t_‘r becomes the winner, and 1s awarded
the title of the most pﬂwerful wizard in the universe! Or, at least for as lnug as Lhe}r can remember it.

In the unlikely event that there are no pla}ﬁ'ﬁ left at the end of a turn, we check for the winner among the I.'tI:I}rE:'S
who were still in the game at the bt‘ginning of the tuirn. The ph}-’cr who was to receive less Hits below their re-
maining Stamina is considered the winner (A pin]ﬂ:r with “negative 2 " wins a pln}rr:r with "ru:gntiw: 3 Stamina).
If you are still unable to determine a winner, the unknown force demands a rematch! But each wizard is allowed
a warm cup of cocoa first...




Game Designed by: Chris Marling
Game lllustrations: Asterman Studio
Graphic Design: Stelios Kourtis
Rulebook: Spyros Koronis, Evangelos Foskolos
Proofreading: Lindsay Joanne Miller, Stavros Kotsakis
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The publishers want to thank from the bottom of our hearts all the following
not only for playing Witless Wizards with us, but for all their great support and

advice. We would like to thank: Stavros Kourtis, Evgenia Stefanou, Efi Barousi,
Dimitris Chatzidimitriou, Stavros Kotsakis, Antonis Georgountzos, Harris
Panagiotopoulos, Giannis Panagiotopoulos, Giannis Vidalis, Spyros Koronis,
Dimitris Varrias and Alea Apartments & so many more.
And of course we would love to thank everyone supporting our Kickstarter
campaign making it all possible.

Chris Marling
In memory of my grandparents Nan and Cyril Cooper, and my mum Jean
Marling, who brought me up playing games. And to my dad Dave Marling, who
supports me to this day despite hating games and refusing to play them!
Thanks as always to everyone who helped playtest Witless Wizards - especially
the PlaytestUK Cambridge Division.
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