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Nubbins cannot be targeted or manipulated in any way, and
cease to exist if all adjacent edge features are Empty. The
only effect of a Nubbin is to potentially block LOS (Rule 42)

(1) PigKing up fin Object ends {h4 playing R
immgdiately (g.g, you can’t play SREED). (2
of gour hand fvhen owned. (3) [Objects may
opice instantigted [E4 rule we kgep]. (4) Objects
gropped if pafing down hand sike (thi
hen forced Jo). (5) Objects mhay be drgpped or thrown to any
Space in LO$ (they may land il or beforg the targeX Feature,

otherwise noted. (7) Objects njay only be ifstantigted\during
the playing part of a player’s natural turn (indluding SPEED),
and not in inferrupt or counteraftion situations\ unless thg card
in question gpecifically mentiorfs “Objects”, or i§ Igbeled ay an
Interrupt. (8) Instantiation of ar} Object is generd|l} not
Creation. (9) Throwing an Object at an opponenlis an Atta
(Rules 20, 2|1, 22, 34)

Stones are destroyed if they take any damage frpm a FIR
source whosg original strength was 5+ points (ofas otherwise
noted), in a s|ngle burst [*]. Stones are not madg of “earth”,
“stone” or any other classical element. (Rule 30

Wands are npt Spells, but their effect is considered one w.r.t
the other Rulgs (Cardless Spells). Instantiation of a Wand is
always a neufral action, even for attack Wands. Number of
charges must be specified when instantiated (default is 1).
Wands are wopden and are destroyed when they run out of
charges. Wan{s may not be used more than once per turn,
even via ADR LINE or SPEED [E6.1]

nly one Cloak may be worn/carried at a time. Cloaks are
dgstroyed when they come in contact with what destroys

Vases [*] may not be picked up if the taker is at their Treasure
carry limit, or the taker is otherwise restricted from taking
Treasures (e.g. because they have a Relic). Vases randomly
morph into Treasures (of neutral color) or Cards upon pickup.
The taker’s turn ends if the result is an Object. Otherwise, the
Card affects the taker, their Space, or a random Edge as
appropriate. Vases of the player’s color may never be picked
up by them or their Minions. Rules (24, 41, 46)

ay occilout of turn iff

see rules. (6) Objects may notjbe damag&d or debtryyed unless

“Target” typically means “Tapgeted Fea
and are not unless otherwi€e specified. Fea
unless otherwise specijfi€d, or the damage required to destroy one is no
specified. Features say only be created in Free Spa or Edges unless
i i#ed. (Rule 22)

There is LOS thru Space Features
otherwise specified,
adition

There is no LOS thru Edge Features
unless Empty or otherwise specified

Only one Fixéd Spafe Feature may
occupy a gi¥en spacg. Fixed Features
block LO (Rules 39, 42)

“Creature” and “Monster” are used Features may not be created on a Home
interchangeably, tho technically Creat Base unless otherwise specified (Rule 22)
an ancestor of Monster. This diagram al$q
oqits the fact that some Monsters are not
Opponents (“Minions”), tho this is defined
in the text.

Relics must be instantiated immediately
when drawn/dealt. A Relic may not bg
garried/picked up while a Treasure is/being

cyrried (and vice versa), nor may mfultiple by snsselrftr(?lr t:y.the Fre?t:llr\j-ﬁ- n")) Non
Relics be carried at the same timg/[**] owner/controller (i.e., “sister Minion”)) No

(Ruleed 1) Opponent Wizards and Creatures may
never be attacked; the provisions of any
other Rule or Game Element not
withstanding, unless such specifically

Opponents are Wizards or Creatures
other than oneself or Creatures controlled

Treasures may not be throfin, cloned, or claimed by that Element. Neutrals may
similar, and the carrying lighit is one, unless be applied to non-Opponent Creatures.
otherwise specified. Thef do not count Opponents may be moved under specific

towards hand limits. (Rdle 44) circumstances, even if immobile. A
Creature controlled by a Player is ref
to as a “Minion”. Neutrals cast on
are not attacks [E6.1]

Totems are not monsters;
they are owned fixed
space creations that give A Democratic Monster’s creator is not an Opponent; DM’s

their owner certain may only attack once per cycle of turns. It is possible for any
powerups. They do not Monster to become a DM, possibly owned by the Universe,
block LOS. (Rule 43) (e.g., when created from a Vase). In this case all Wizards

may move these Monsters and use their powers (e.g., LICH)

B~ TOKEN

A Token is a Counter that marks an Effect, such as
BOOBYTRAP or REDIRECTION. These generally
cannot be manipulated in any way (exception, things like
JANITOR), have no placement restrictions, nor can be
used to “block” the placement of other Features. Things
like ILLUSION WALL and WORMHOLEs are Features,

t Tokens/Counters, while the DESTROY WALL and so

e (see also Rule 22).

Spell placeholder for Cardless Spells. Spells
themselves don’t really exist; they are mostly
ds that either create Effects, Features, or
ant. (Rule 08)

Any Effect from a Spell on a Feature or
Sector, e.g. WALKING|DEAD, FUNGUS, or
FEAR; REMOVE CURSE et. al. can generally
remove them

Any Effect from a Spell on a Sector or the
Game State that typically alters the base
geometry or base game components such as
REDIRECTION, DIMENSIONAL WARP or
DECREE OF GOD. Warps are not Creations
and generally cannot be manipulated in any
way, including REMOVE CURSE et. al,
except perhaps via TIME WARP. Lost turns
are also this type of Effect. (Rule 38)

Monsters 4re always Creations and may only

reated in an empty H@he Base (Rule 22) [*].

An IMP’s creator is an Opponent, it is owned by no
player (tho ownership may be obtained). It can be
moved as an ALTER EGO may be (i,e., generally it
can’t be). IMPs attack any Opponent in its LOS
once per turn of each Opponent (thus IMPs may
attack multiple times per turn cycle, as well as a
Wizard and its Minions). An Opponent who starts
their turn in LOS of an IMP whose effect causes loss
of turn is allowed one action first: move, play a card
including counteractions, or cycle cards. IMPs may
not be created on a Home Base, and are always
WORMHOLE endpoints. An IMPs attack is covered
by the Cardless Spell principle. (Rules 08, 22)



TRAP!s occur the instant they are drawn (unless
otherwise specified), cannot be counteracted,

interrupted, or evaded (tho their effects may be, e.g.

damage or the effect of a MAGICAL TRAP!). Trap!
Cards are immediately replaced when resolved
(unless it is an Object), and are discarded and
replaced when dealt on the initial deal. CURSED is
functionally equivalent as Trap!,and used on
Objects for flavor (therefore no card redraw).
REMOVE CURSE on a Cursed Object gives one
the right to drop it (never discard) or give it/throw it
at an Opponent in LOS (an attack) who must take it
if the attack succeeds (Rule 01). [*]

INTERRUPTSs (1) may not be used to interrupt your
own turn, unless another wizard or creature is
attacking you or currently interrupting it themselves.
(2) There is no “speed mechanic” with interrupts,
thus it is sufficient to say “interrupt” when another
player is taking their turn, within a reasonable
amount of time from the point you wish to interrupt,
then play the specific card. A good faith effort must
be made to interrupt as quickly as possible, without
knowledge of their actions after the interrupt point.
Action is set to the specified Interrupt point, not not
necessarily when and where the word was said. (3)
Interrupts are not counteractions, and may not be
played if you are restricted to “may only cast
counteractions”, unless in a counteraction context,
in which case it does become a Counteraction for
the purposes of other rules, cards, and effects.
Examples and clarifications are in the House Rules
document, which has precedence. [*] (Rule 34)

=

OBJECTS are just Cards until Instantiation;
Instantiation is not Creation. Instantiation may not
be interrupted or counteracted or done out of turn or
in a reactive situation. It may be possible to create
Objects via Spells such as CLONE, which could
override this rule. See Features — Objects for
more details on instantiated Objects. Some Objects
are Cursed (e.g. LODESTONE) and the TRAP!
Rules also apply for these. (Rules 21, 22, 34)

COUNTERACTIONS (1) with duration always
expire on the start of the turn of the Opponent who
initiates the action, unless specified otherwise [*]. If
the counteraction is countering a counteraction, the
“initiator” is deemed to be he who played the
counteraction being reacted to (2) Counteractions
always occur before attacks, including
counteractive effects from STONES (3)
Counteractions which cause a spell to “bounce
forever” between 2 Opponents (e.g. two HALOs),
cause a CATACLYSM with strength of the original
spell (with a default of 1 for non point-based spells),
and the original spell fails [*].(3) Counteractions
may be used in turn as Neutrals [E6 base rules,
page 3]. Itis unclear if this has ever been done or
what a use case might be for this [**] (Rules 23, 44)

PHYSICAL Cards are Cards that are not
Spells, such as PICK LOCK or THIEF. They
are typically considered neutrals or attacks
w.r.t. to the other Rules (default is neutral).
They generally may not be counteracted by
counteractions that only work on Spells.
Physical cards generally instantiate Features
which are not Creations, (e.g. HANDFUL OF
TACKS), while Spells generally Create
eatures (e.g. CREATE PIT)
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