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H-5 P!agcrs
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]n ancient dags a wizard oFgreat power gave into thc seductive call from the dark abgss
Hc Forgcc{ a madstone with which he intended to rule the land. Hls name was ]noldm and
with the iron force of dark creatures he intended to enslave all other Pcoplc and wizards.
f:or a time his forces desolated the land c{cs’crogcc} bux]c]mgs {:lclcls and tore down the
government of the Pcacmcul Pcoplc of H lgma! A secret cadre of mcxpcrlcnced wizards

surprlsed him with new found Powcrgarncrcd from ancient tombs wizard’s caves, and
Forgottcn craftsmen. Thc madstone was cracked and the abgss scalcd T}’IC new wizards
now had the task of rcbuxldmg Hl!gmal and huntxng down the rcmammg dark creatures that
wander the land. The higlﬂest and most noble task would be that of rebui]ding the wizard

school known as Be”wct!ﬂer.
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° F!acc 2 element tokens of each color on the corresPonding land spaces

o 5}1u1cﬂc the sPe” cards and Put them face down.

o 5hu1cuqc the dark creature cards and Put them face down.

| o E_acl‘: Playcr takes 6 hat tokens of the same color- One mceple of each chosen coloris Pu’c in

the box ’coP, from these tokens one is chosen at random to determine the first Playcrwtl—\en the hat
| tokens are returned to the Players.
° E!ement tokens not Placcc{ on the board are known as the “supplg.”

On each P!agcrs’ turn there are four choices. E_ach P]ager must onlg do one.
@ Meditate: A Plager takes element tokens from the land spaces.
oN Studgz A lager may spencl time learning new sPeHs.
d Hunt: A PEgcr may hunt down dark creatures still wandering and Plaguing the land.
4 Build: A Plager may use his magical abilities to he!P citizens rebuild their civilization.
T hese buildings and institutions are divided into » categories, namely; resource production
e i Y P
(red banner), overnment( ReEh banncr), and cultural buildings and advancements ( urple
g g = purp

banner). Once a Plager has finished his turn, the P]ag goes clockwise.
Thel awof using [T lement ] okens:

E_lement tokens can be used to enhance a P!agcr’s actions. Whenever a Plager uses E!ement
tokens to enhance his turn, he uses one token for the first benefit, two more to exPancl that

benefit, three more to further exPancl it, and so on. An example of this is: When a Plager
draws a carcl, he may draw an additional card for one blue token. Hc may then draw another
for two more tokens, and he may draw a third for three more tokens. This can continue as ]ong
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as ]ong as the P]ager has tokens to sPend.

End Game:

The game is over when ONF of 3 conditions occur:
i. 7 he sPe” deckis empty.

2. T he dark creature deck is empty.

3. A P!ager has Placecl all of his wizard hats.

At this Point, the current Plagerfinishes his/herturn. | hen, in order, all other Plagers get one

more turn.

\/ictorg Foints:

The Plager with the most victory Points is the winner. \/ictorg Points are comPiled from the
Fo”owing things:

i. T he wizard hat spaces on the bui]clings and
advancements show victory Points. A Plager whose hat
token is on a hat space gets the Points shown.

® ¢ 5

2. The number of sgmbo!s of each order of

) ) sPe” gives you victory Points. T here are 3
leard LCVC] Cards Fomts sPe” orders. Theg are Dragon, Griphon,
Novice i i and (Jnicorn. T he number of sPeH cards you

Apprentice 2
ASZPt )
Conjurer 4+
Sorcercr 5
6
7

% have in your magic tome with those sgmbols
6 ields victorg Points accorcling the list on the
ﬁﬂct. For example: ]F a P!ager has 4 Dragon
symbols on his cards he gets 10 points. [f
he then has 3 (nicorn sgmbols, e has an
additional ¢ Points foratotal of 16 Points.

Dark Wizard

Necromanccr T he maximum number of Points froma single
orderis 10. More than 4 cards of any order
indicates an obsession that may lead to a

distorted and evil use of the magic.

3. he number shown in the gold circle on the dark creature cards the
Plager has defeated are victory Points.

4. Flagers get sPeciaI victory Points for certain cards. [Tor example:
the Word of the Serpent card gives the holder 10 victory Points if
he has at least one sPe” card of each order at the end of the game.




Actioni: Meditate @

You sPcnd time communicating with nature to rebuild

civilization and enhance your actions. On a Plager’s

turn he/she takes Al | midland tokens of one color
from the main board. Then he Puts one midland
token of each color from the supplg onto all matclﬂing

board spaces. Spaccs can hold an unlimited number
of tokens. ]F there are no tokens of a colorin SUPPIH’
none are put on the board. During this action a
P]ager may also trade a green token for one token of
any color from the supplg, two green tokens for the
second of any color and so on. This can be done in
the same turn where green tokens are acquirccl.

Action 2: Study m

You are digging tlﬂrougl'x archives for magjc words,
actions, or artifacts that will lﬂclp rebuild this
society.

0. Tl‘]c Plagcr must turn over one card from the spell
deck face up. T hisis seen 139 all Plagers. e SEC

may turn over additional cards face up. |n order

to do tl'xis a lager must sPcnd one b]ue token for

the first additional card, two more for the second,
and so on. [Tace up cards you kccp are your own
Personal collection of magjc sPc”s and artifacts.
2. The Playcr chooses one card to keep‘ Thenif
he/shc wants to keep more the Plager spends one
3c”ow token for the Erst additional card, two for the
sccond, and so on. Amcter the P]ager sPends 9c“ow
tokens in this way, he/she returns all spens, not Paicl
for by 5enow tokens, to the bottom of the sPen deck
inany order. (_ards kcpt are Placcd gace—up in front
of the P]agcr.

3. Carcls GA]NED may trigger an effect. |f there
is a dark creature card and liglﬁ’ming bolt slﬁowing,
a dark creature comes into P183 face up- Ro” two
dice to determine what space it will land on. Spaces
of the board show two dice that will indicate the
correct space. T hat space is no ]ongcr available

for building. [f two ones are rolled the creature is
removed from the game. ]1C he lands on a space with
a Plager’s wizard hat alrcady Prescnt, the creature

and Poin’cs are gained bg the P!agcr with a hat on




the higher number of the space. Ang creature Placed ona bui]cling
space can later be removed bg hunting. There can be more than one
creature on a sing]e space. T his may haPPen more than once in a
stuclg Phasc.

[f there are element tokens and a ]ightning bolt on the card, this means

one element token from suErPlg of each coloris Placed on the matching

land spaces on the board. T he P!agcr !eaming the SPC“ also gcts one

element token of any color from supplg.

4F, Carcls face up are now sPeHs learned and theg are active. Theg can
now be spent to hunt dark creatures, for building, and kept and used
for their sPecial abi]itg shown at the bottom of the card. (Card abilities
are cxP!ainec{ at the end of the rules.

Action 3: [Junt (b

You are looking for dark creatures that have gotten away and are still

roaming the land. ]Fgou do not hunt them down, ’cheg will Prevent you
from re~builcling your civilization.

s You must turn over one card from the dark creature deck face up.
T his is seen 133 all Plagers. You may turn over an additional card

face up for one blue cl’miP, a third card for two more tokens and so on.
(There may be dark creatures on the board. ]F s0, you have the oPtion

of hunting them as well.)

P You may hunt more than one target creature. Spencl one He”ow
token to target one more, two more 3e“ow tokens for a third and so
on. After sPending ge”ow tokens this way, you return all creatures
drawn and not paid for bg Be”ow tokens back to the bottom of the
dark creature creck in any order. You may choose from all creatures
drawn the one(s) that will remain face up.

3. You determine what sPe” card(s) you will use to defeat the face up
creature(s). TI’IC number on the card shows how much clamagc that
sPe” will do to dark creatures.

]t (alone or with added clamage) must meet or exceed the number
shown at the top of the dark creature card. You can use multiple
cards fora singf; attack. You may s end one red token and return it
to supplg to use one additional sPel card you add to your attack, two
more for the next card and so on. Kecl tokens can also be used to do
one additional Point of damage for each token spent. One token for
one additional damage, two more for another Point of clamage, and

50 On. Red tokens cannot be used alone for an attack without a sPe”
card. Cards used for the attack are kept bg the Plager. ]1C a Plager
sPends one token to add a card to the attack and then wants to sPcnd
another to increase clamage, the second effect will costjust one red
token. [T ach effectis considered scperate for the purpose of the
number of tokens needed.




4. T he damage from a single card may onlg be used on one
creature. Additional cards may be used on other creatures or
combined to defeat a sing!e creature. | he damagc from a singlc
card can never be assigned to multiP!c creatures.

5. reatures are susceptib!e from attacks from one order of magjc.
That orderis shown on the bottom of the dark creature card. The
number on the sPeH card is doubled for that attack. Tokens added
to that tﬂPC of attack are not doubled.

6. ]1C there are undefeated creatures left face up after the P!agcr
has assigned all clamagc, those creatures are PE\ced on the Eui!ding
areas of the board. Ko” two dice. The numbers shown on the

dice will determine the space. [f two ones are rolled, the creature

is removed from the game. Flagers cannot build on a space until all
creatures from that space are defeated. |f there is already a wizard
hat on that space, the creature card is gained bg the P]agcr who
has built on the higlﬂcr number, the same as if he/she defeated that
creature. More than one creature can be on a sirxgle space. AH
face up creatures are e]igible for hunting even if theg are not on the
top of the stack of cards on a sing!e building space.

Action 4: Build Q

You use your magica] abilities to hclP re-create a civilization and
societg once destroged by dark creatures.
i. The Plager pays the cost of the Eui!ding or advancement. (_osts
and Prerequisitcs are shown on each builcling space. Some of
those costs include:
E_]ement tokens: When sPent to build theg are returned to suPPlg.
5 ell cards: When sPent to build theg are removed from the game.
TEC number of cards needed is shown on the Eui!ding space.
Frercquisite Bui!dings and Advancements: A Plager must have
alreadg built a building or multiP]e builclings of a certain banner
color to build desired building. T he number and colors of banners
needed are shown on the space.
2, Onlg two P!agcrs can build a single Eui!ding. T he first to build it
uts his hat on the hat space with the higher number. | he second
Puts his hat on the other. The same Plager may take both spaces.

3. F]agers cannot build on a space where there is a dark creature.
4. A P!agcr may build an additional bui]ding for one green element
token spent, build another for two more sPent and so on. A” other
bui!ding costs must be Paid to build additional Eui!dings.
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SPC” E_gects:

A” sPc” effects are optional. Once a P]ager has a card
Facc~up the effect takes Placc everytime it is triggercd. All
tokens gained in a turn can be used the same turn theg are
gaincd, according to the Previouslg stated rules of using and
sPending tokens.

E_xamp]e: This card is triggcred bg a creature aPPearing on
the board. T his effect ha pens onlg if the creature appears
from a sPc” card and from Eunting. ]F a creature appears

on the board, the lager holc!ing the T ome of Strcng’th will
gain a red token, then he/she may use the red token gainecl

during the current turn of hunting. If a P]agcrgains a token
on another Plagcr’s turn, he may not use that token until his
own turn.

[Fachcard tells a Plagcr what action triggers the effect.
\/ictorg Points from cards occur at the end of the game.

The multiplc card sgmbo] indicates the effect will take Placc
onany Plageﬁs turn.

The single card sgmbo] indicates that the effect takes Place
on‘y durning the turn of the Player who holds the sPe”.

The sgmbol Fo”owing the colon shows what is gaincd 199

the trigger. Example: the -1 red banner means the Plagers
needs one less Pre~rcquisite red banner building to build the
desired structure this turn.

Q The Builcl Action 0 At the [T nd of the (Game

he Funt Action + (Gain a Blue T oken [rom the Su lg
(b T i A | e (not from the board) i

@ The Meditate Action Any Color Banner

m T he Studg Action
Drvie Spell Cord
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At the end of the game hcgou
have killed 4 dark creatures
you gain 10 Points.

On your turn iijou take a hunt
action you may kill one dark
creature that has a weakness
Forgripl'non sPe”s. Tl‘n’s is in
addition to any other hunting.

On your turn hcgou take a
stuclg action you gain one blue
token from SUPPIH (not from the
board.

At the end of the game if

: ]O you have 6 spe” cards you
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gain 10 Points.

At the end of the game if
thereis onlg I or O creature
cards on the main board you
gain 10 Points.

On any Plager’s turnif a P|ager
takes a build action you gain
one 9el|ow token from SUPPIH-

T he immeasurable contributions of |~ ric Pess, Jon DeYoung, Andrew Sager, Jason Jones.
The P]ag testing exPertise of Brian FPurvis, Craig Purvis, Kyan Tighe, and David Armstrong.
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