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01.  Overview

Our House Rules/Architecture is based on the E6 Rules/Architecture, with some changes/extensions, as detailed following and in the Architecture Diagram.  If there is ever a conflict between Architecture Diagram and these Rules, these rules hold sway.  Key changes/extensions are:

· TRAP! is broken out as a new card type to allow for more consistent and abstraction of the rules for TRAP!s.  “CURSED” is a type of TRAP! That applies only to OBJECT, and it is functionally equivalent to TRAP! except that you do not redraw when you draw a CURSED OBJECT.

· INTERRUPT is broken out as a new card type to allow for a better mechanic and more consistent and abstraction of the rules for Interrupts.

· The distinction between Interrupts and Counteractions has been better formalized in the Architecture, to better reflect how they should work, and some cards have been reclassified from Neutral and Counteraction to Interrupt or Interrupt/Counteraction.  The key principle is that Counteractions are used out of turn when one is directly attacked, while Interrupts are used out of turn for other purposes.  There are cases where this distinction matters, and in any case this cleans things up a bit.

· OBJECT as a separate card type is better formalized and cleaned up, and rules for OBJECTs have been abstracted and promoted into the Architecture.

· RELIC as a subtype of OBJECT has been added.  RELICs were introduced in E5.2 as ARTIFACTs, and renamed RELICs with a different mechanic in E8.2.  We use the E8.2 mechanic and the 5.2 cards, tho at time of writing [10-13-24], those cards have not been added in order to prevent overload.  It is unclear at this time when they will be added.  Update: as of T25 (added E8.2 cards, including RELICS), we use a JOKER to randomly add RELICs to the game deck permanently when a JOKER is drawn (one existed in the T24 printing, 3 more were added). [11-08-25].

· Cards from the rare E5.2 edition have been added (except for ARTIFACTs, as above).  A remaining E8 (FF base) Card has been added, as has one Card from E9 (SJ).  E8.1 (FF Malefic Curses) and E8.2 (FF Bestial Forces) cards have not been added.  It is believed we have all cards in the history of Wiz-War accounted for, except for one E3 card.  All have been added except as described here or those that could not be ported to the E6 Architecture.  We will add them later, we hope.  Update: E8.1 and E8.2 cards have been added and ported [11-08-25].

· Precedence: The concept of card and Game Element Precedence has been added.  This potentially allows for quicker adjudication of rules debates and “which Feature moves first” debates.  Hopefully, it never need be used, but it is there as a backup.  It is not intended as a game play mechanic or to change the game, and we can ignore it if we want to.  In almost all cases, cards were ranked by type/edition, and within those groupings, precedence was determined randomly.  This is clarified more following, under the “Precedence Rule”,  and the “Card Info String”.

· SELF as a Scope Modifier has been codified.  This is in most Architectures, such as E5 and E8, but not in E6.  It made sense to reclassify some cards from LOS to SELF.  The only real effect of this will be some Neutrals may not be cast at someone else in LOS, which we rarely do anyway.  This classification was made based on TJ rules and clarifications across all editions, as well as historical practice, and is not intended to change game play in practice.

· The House Rules document, known as “can I see our rules”, and known in here formally as WWRCC #21 (a summary of our rules debate outcomes), has been deprecated.  The idea was to separate the generic from the specific, as is the goal of most refactoring exercises.  Rule clarifications specific to particular cards have been added to the cards, while general principles have been promoted to the Architecture.  Specific clarifications too big to fit on a card have been added here as specific Effects (e.g. “Big Man Effect”).  This may make it harder to look up House Rules and clarifications initially, but it was necessary as each new card adds over 400 combinations.  Certain combinations that keep coming up, but are similar among cards, had to be factored into the Architecture.  This is a work in progress and most certainly a fool’s errand.


02.  Overall Philosophy

The main goal is to walk the fine line between TJ’s intent and wording, while incorporating our House Rules, Rules Debate outcomes, and other edition cards into the E6 Architecture, while cleaning up that Architecture so common questions are quickly and consistently answered, and the framework to adjudicate new and unanticipated ones is more streamlined.  

The obvious primary decision was to reject the E8 and E9 Architectures, simply because we are used to E6, and it is more fun.  IMHO, the E8 and E9 Architectures “sterilized” the game to make it more mainstream, introduced new mechanics that alter the flavor of the game, while rejecting the sprawling quirkiness of the older editions, including cool things such as INTERRUPTs and TRAP!s, as well as potentially bizarre card combinations.  They took the Wizardry out.  More on editions in Appendix C.

This implementation is intended to be transitional.  I didn’t do everything I wanted to.  For example, I would like to make more wording edits, to remove redundant stuff such as “Duration equals NUMBER card played”, and many more things like this.  A long term goal is to incorporate every single Card written by TJ and his colleagues published in official editions (as well as being able to add and edit Homebrew cards at will), or explain why it has not been.  This has been done for every known card except one, AFAIK.

I am a slave to preserving history and documenting stuff, and doing things by the long used rules debate process.  I did that mostly by documenting the main changes here, while italicizing changes to the cards inline.  I did not make many changes to our House Rules (at least not intentionally).  I did however, make some changes without consultation, especially when porting the E5.2 stuff, and where obvious bugs were found and game balance issues were found.  These should be all noted, either in red or with the ** designation on the Card Information String.  More on that later.  There is no intent here to be “bossy”.  Clean it up where it needs to be,  while keeping the “TJ vibe” and preserving our own history.  That was the goal.

There will always be more bugs.  With well over 900 Cards (not counting NUMBER Cards), 9 editions, and countless House Rules, Godel’s Theorem has proven mathematically that it is impossible for the outcome of this process to be both consistent and complete.  Too bad.  We need “judgment” sometimes.  So, we should ignore and fix, in real time, bugs that were clearly introduced as part of this process, while otherwise respecting the cultural history of coming up with cool combinations based on the cards.  I hope that makes sense, and that the distinction is obvious.  I did catch one major bug while doing this, introduced by this, which I fixed, so this is a real possibility.  Lets be chill on this and realize that this is a transitional and error prone process, but the goal is to keep growing the game while keeping its historical charm and quirk.


03.  Source Documents

TJ’s philosophy, and the philosophy of most things of this nature, is this – specific cards trump general Rules.  The following documents/concepts were drawn on or created, and have the force of Rules, in ascending order of precedence.

· Edition Rules, with E6.1 then E6 having precedence over other editions.
· Unedited TJ Cards
· The Architecture Diagram
· This Document
· These Cards
· Precedence Number on these Cards

The following documents do not have the force of rules, but always may be referred to.

WWRCC #21:  deprecated; our House Rules or “Can I see our Rules” document.  All changes have been abstracted into this document or the Architecture Diagram, when they seem general, while specific changes have been hardcoded on the cards.  Errors in this process are possible.

The “PIT Letter”:  Letter from TJ about the CREATE PIT Card.  Deprecated.  Part of WWRCC #21, and later incorporated by TJ in TJc95-FAQ.

TJc95-FAQ:  a FAQ on rules clarifications written by TJ around 1995 or so (a preliminary version appears in the E5.2 rules, 1993, but we keep this name).  I’ve finally gotten around to reviewing this.  The way I look at it is like this – think of TJ sitting at the table during a rules debate, and weight it how you will.  While most of this is consistent with what we do, some of it is not, and some of it makes simply no sense, and is tantamount to Architecture changes.  I have reconciled where I/we disagree in Appendix B.


04.  Card Edits

The original TJ cards have been edited inline; changes and additions are shown in italics.  Deletes have been indicated with a [~].  There are no change bars, but I have all the original cards.  The intent is that the italics will go away after we play this for a while.  

There are 4 major sources of edits – (1) Porting of E5.2 and E8.x Cards to E6, (2) Incorporating WWRCC #21 House Rules and Clarifications, (3) Incorporating TJc95-FAQ Clarifications, and (4) Cosmetic and Architectural changes; these mostly amount to clarifying “opponents”, “objects”, or “features”, or bringing the cards into compliance with the Architecture on concepts such as Global Effects and the SELF modifier or Interrupt type.

Edits to Homebrew cards have not been noted.  They are my cards and I can change them with impunity.  It is important to note that I did so to some of them, mostly for playability and architectural compliance reasons.  So, if you think you know how a card works, read it again this time to make sure it has not changed.  


05.  Rules Categories

A “Principle” is a collection of past decisions and interpretations, and is intended to guide the situations they apply to, but does not necessarily have the force of a Rule.  A “Rule” is an actual Rule of Play, and may be based on Principles and past Rules, but has the force of law, even tho it may be changed or reinterpreted.  Definitions are just that, and have the force of Rules, while Effects are usually the result of Spells, and are included here either because of the # code, or because, based on judgment, they really seem general enough to be a Rule.


06.  Card Information String

A Card Information String has been added to each card, mainly document its history.  The ID has 5 parts and looks like this:

TJ93E6.1-v1e-C-155-1

· Part 1: Author, Year, and Edition from which we take the card (many cards are in multiple editions, and in some cases they are materially different).  FF12 and E8 are the same thing.  SJ and E9 are the same thing.  Author “TJX” is a fan-written card, approved and edited by TJ, and included in an official edition.  At time of writing, this is only known to occur in E5.2.  Note also that TJ is assumed to be the author, or at least the original author, on E8 and E9. This is likely true for E8, but not so much for E8.1, E8.2, and E9, except for old cards.  “TJ” can be taken to mean an “official” card as opposed to Homebrew.

· Part 2: Card Version, print version of the card, 1 is original printing Spring 2025.  Edit code is e = card edited from previous print version or baseline, n = new card to deck, v = card verbatim from previous run/baseline.

· Part 3: Change Code, that is, how and why the card was changed.  These codes are described following. 

· Part 4: Precedence Number, this is described elsewhere and more formally under the “Precedence Rule”. 

· Part 5: Quantity of this particular card in the deck.

Change Codes

How and why a card was changed.  Note that trivial changes such as typos, capitalization, and things like changing “STICK” to “WAND” are not included (renamed cards are noted).  Multiple change codes are possible on each card.

A – Architecture:  Necessary changes in order to be compatible with Architecture/incorporate Rule Debate outcomes. No change in intent, but generally more substantial than C (Cosmetic) changes.  Applies mostly to E6, E6.1 cards; others are generally handled by code P (Port).

B – Bug:  Bug removed from TJ card without consultation.  These are rare, I thing there are only 1 or 2 instances.

C – Cosmetic:  Minor clarification in card wording to make it consistent with Rule Debate outcomes and Architecture, no change in intent.  Applies mostly to E6, E6.1 cards, all others are generally handled by code P (Port); tho some E5.2 cards will use code C for minor things.  These might be things like replacing “wizard” with “opponent” when a card should clearly apply to Monsters as well as Wizards.

D  – Disputed:  Like code A, but the change/clarification is disputed by one or more parties.

G –  Game Homebrew:  Homebrew Card generated by in game effects such as FRANKENSTEIN or ARCANE TOME.

H –  Homebrew:  Homebrew Card.  All wording is up to the author with an attempt to be consistent with the Architecture, other cards, and game culture and history. 

J –  Jolly:  Non-controversial clarification from Tom Jolly; at time of writing, almost all come from TJc95-FAQ, while three come from the E8.2 Rules. 

M  – Merged:  Two or more sources merged to create the card.

N – Naming:  Naming conflict (or cosmetic renaming) with an existing card that cannot be handled by code S (Supersedes).  Card kept, but renamed.  This typically happened when bringing E5.2 cards in (e.g. GHOST → WISP, as GHOST already existed).  This also happened when E5.2 fan-written cards used a technology theme rather than a magic theme (e.g. POWER BATTERY → PYRAMID OF POWER).  All science/technology/modern themed cards (including Homebrew cards), have been renamed to a non-technology theme.  Note of old name appears in the Manifest for TJ Cards in order to keep a complete list.

P –  Port:  Port of cards from the FF/SJ/E5.2 edition architecture/wording to the E6/our Architecture.  Original intent and wording maintained as much as possible.  A handful of cards could not be ported, and are so listed in the Manifest.

R –  Redone:  Redone Homebrew Card.  Only about 2 Cards have this code, tho many Homebrew Cards have been edited to some extent.  This code was intended for major rewrites, but I can’t claim that I was consistent.  Given the extensive nature of the changes, check all cards before using this.

S –  Supersedes:  Supersedes/replaces a TJ version with the same name and concept from E5.2, due to the fact that the latter version were already in place when E5.2 was obtained.  This difference between code N (Naming), and this is that, by chance, the cards did basically the same thing.  Only one instance of cards with this code are listed in the Manifest.

U –  Unused:  Unused Tom Jolly/”Official” card for various reasons (usually unable to port, or unbalanced).  Obviously this code is only for documentation/Manifest purposes.

V –  Verbatim:  Verbatim wording from the original TJ Card.  Sadly, these are a dying breed.

* (Material Rule Change, Agreed):  Incorporates a material rule change from the TJ version based on Rule Debate outcomes.  It is possible that the rule change was disputed, but it is rule now.

** (Material Rule Change,  RH):  Incorporates a material rule change based on RH judgment, not debated or agreed to. These were made in good faith as part of this process, and possibly have not come up in real life.  Generally noted in red in this document, a ** on the Architecture Diagram, and a ** code on the cards.  These may always be debated/overruled.

# (Effect Too Big):  Same as code A (Architecture) or C (Cosmetic), but the change is too large to incorporate into card, or the effect really belongs in the Rules/Architecture, or history, and so forth, at the time of printing.  BIG MAN is an example of this.  There are not many of these, and appear as Effects in this document.


07.  Similar Effects Doctrine

It is not possible to list all Effects, cards, and spells that are subject to a specific Principle or Rule.  If one such is noted as affected by a given principle, all such with a similar mechanism are also so affected.  For example, if SLIME is noted as subject to the “Universal Agency Principle”, GUARD, with a similar planted card mechanism, would be as well. [Common sense, historical practice, codified by RH 07-24-24].


08.  Cardless Spell Principle

Effects/Attacks generated by IMPS, WANDS, GORGONs and the like are spells, and REFLECTIONs hit the “owner” of what generated the Effect.  The Principle is that any Feature that generates a spell on behalf of its owner can reflect on its owner, and the owner can use addons like POWER ATTACK when initiating the Attack [TJ, per the POWER ATTACK card; principle extended by consensus].  

Cardless spells may not be ABSORBed, etc., when a card is obviously required [TJc95-FAQ], or in cases where cards are actually present but ATTACHed as with UNFINISHED WAND and the like, but may be MIRRORed, DUCKed, and likewise Counteracted.  IMPs may never be affected by a REFLECTION of their Attacks [where does this come from?  Presumably from the fact that the REFLECTed Attack will not affect the IMP.  However, if you attach an ELEMENTAL SHIFT to a Counteraction into an Element that hoses the IMP, doesn’t that work? [RH 10-20-24]  It should work, based on the fact that Counteractions may be combined [E6 base rules]], otherwise the Attacker generally can be.  

Cardless Spells are subject to the “Universal Agency Principle” if no other agent is apparent.

[Clarification by RH based historical practice, 08-17-24, supported by TJc95-FAQ, combining of Counteractions in above discussion supported by the E6 base rules].

  
** 09.  Collision Principle

If two Features collide, and resolution order matters, e.g. THE BLOB moving onto a BLACK HOLE, or a DAGGER being thrown at a BLOB, the stationary feature “wins”, i.e. BLACK HOLE eats THE BLOB first; THE BLOB eats the DAGGER first.  If both objects are moving, the one with the most life or strength wins (default to 1 if unspecified/unknown); if this is still a tie, lower Precedence Number wins (see the “Precedence Rule” for Features with no Precedence Numbers).

[RH interpretation in light of rule silence, drawn from overall consensus from WWRCC #21 as decided on THE BLOB card; tiebreakers RH without debate or consensus [07-22-24]].


* 10.  Damage and Attack Aggregation Principle

Effects with additive damage per action, such as WALKING DEAD and SLOW DEATH, are aggregated into one damage/attack.  That means walking 4 spaces under WALKING DEAD is 2 points of damage as one attack (rather than 4 attacks for 1/3 point of damage), and drawing 2 cards under SLOW DEATH is one attack for 2 points of damage (rather than 2 attacks for 1 point of damage).  [This overrules TJc95-FAQ SLOW DEATH, and is consistent with current practice and game playability/balance.  Other Effects that explicitly disclaim this Principle, e.g. FIRE DARTS, are not bound by it, under the principle that the specific trumps the general].




11.  Early Binding Principle

When casting a spell that requires specification of a parameter, e.g., DROP OBJECT (the Object to be dropped), TELEPORT OPPONENT (the space to be teleported to), the parameter is required to be specified upon casting of the spell, before any Counteractions or Interrupts are cast.

Likewise, a Counteraction to such a spell, such as FULL REFLECTION to DROP OBJECT, requires specification of the Object upon casting of the Counteraction.

[Consensus clarification where the rules are silent].


12.  Global Attacks Principle

Global Attacks (e.g. CHAOS, COUNCIL OF ILLAMOOR) may generally only be avoided by non-participation and card-nullifying effects (e.g. FULL SHIELD, ABSORB SPELL).  REFLECTIONs and escapes generally do not work (you can’t TELEPORT out of a CHAOS, see “Teleport/Jump/Swap Movement Principle”).  Counteractions that assume an LOS (e.g. FORCE FIELD) also generally do not work.

Certain Features and Effects (e.g. THORNBUSH, MIST-BODY) will prevent participation based on their specific details.

BUDDY will not be broken by the casting of a Global Attack, nor will BUDDY prevent its casting if the BUDDY’s buddy would be affected.

[Overall consensus from WWRCC #21; TJ wording of CHAOS; BUDDY rule specifically in WWRCC #21 under CHAOS, and it is probably wrong [RH opinion 10-17-24]].


** 13.  Planted Card Principle

For planted spells which go off that require a decision or action of the caster (e.g., TELEPORT OPPONENT, DROP OBJECT), that decision is made by the Wizard who planted the spell at the time it goes off.  If that Wizard is undefined (e.g. they are dead, no one can remember the original caster, it was planted by a Monster), the decision is made by the Wizard to the left of the one affected, even if they are in a lost turn or otherwise disabled.  [RH clarification of “undefined” status of this situation in previous house rules, not debated or discussed, but based on the principle in other similar situations that the left Wizard decides].

Planted Attack spells do not affect the original caster, even when an ALTER EGO is involved.  The planted spell cannot be used in any way to violate the rule of “you cannot attack yourself”.  These spells simply don’t go off when the original caster encounters them.  Planted Attack spells do not count against the caster’s Attack quota when planted, but otherwise cannot be planted if there is a prohibition against Attacks (e.g. PEACE, HALO, “first round of turns”). Planted Neutral spells affect the original caster when he encounters them.

Planted card spells are further subject to the “Universal Agency Principle”.  Planted cards may generally be ABSORBed.

[Overall consensus from WWRCC #21, FILL SQUARE IN SLIME.  Overrules TJc95-FAQ, specifically where it applies to SLIME.  This overrule is not material to this Principle, and simply noted for reference]. 



* 14.  Quantum Illusion Principle

The principle with Illusions is basically a quantum one; the Illusion jumps into a state of existence or non-existence based on who is tying to observe it at the time they are in a position to observe it, immediately upon them being in a position to observe it.  The Illusion extends to all senses, so touching it (while BLIND, for example) is an attempt to observe it. If the Illusion is in a state of existence with respect to a particular observer, that Illusion is real and all rules for normal Features of that type apply to it with respect to that observer, therefore, a Wizard or Creature cannot be BIG MANed through an Illusion if it is real to them, even if it is not real to the BIG MAN.  Similarly, a BIG MAN who believes the Illusion can BIG MAN a non-believer through it.  Also, therefore, if a STONE TO WATER is applied to the Illusion (by someone for which the Illusion is real, of course), the water and its resulting effects are real only to everyone for which the Illusion is in a current state of existence/belief (meaning everyone who believes gets WATERWALLed, and it disappears to them).

Note that only Wizards and Creatures can observe an Illusion and “pop the wave function”, i.e., water from an indirect neutral source (e.g., WATERWALL or STONE TO WATER on another Feature (but not WATERBOLT if caster has LOS to the wall)) will always flow through it, regardless of the state of belief of the caster. [RH 07-22-24 – this is probably wrong, the Universe is probably in a unified state of existence w.r.t. to the caster of such effects, and therefore the wave function should be popped upon doing so, but I am not changing the agreed upon principle on this point without discussion.  It would therefore seem undefined if a WATERWALL were to hit an Illusion if the water came from a non-observing source such as a TRAP!, or a caster who has not yet popped the wave function themselves, but we say here it flows thru].

DISPEL CREATION will dispel a Created Illusion, even if the caster of the DISPEL does not believe the Illusion.  [This is a potential rule change, or clarification of where the rules are silent.  RH disagrees with this interpretation.  SH promulgates this interpretation based on the principle that an Illusion exists as a Creation at a higher level on the stack than the quantum effects of the Illusion itself.  RH does not believe the TJ rules or other rules lean one way or the other, and believes that this interpretation promotes DISPEL CREATION to an unjustified higher level than other spells, and allows the observer to observe something that does not exist to them.  Be that as it may, we play the SH interpretation.  How PYROMANIAC et. al. work is an unresolved question [as of 09-03-22].  One would think casting is observation, and therefore there is nothing to observe, and therefore manipulate, in the RH interpretation where the wave function pop says no Illusion, but things like PYROMANIAC need to be revisited [RH 07-22-24].  The elegant solution to this is to make the counter a Token to the non-believers, and a Feature to the believers, so perhaps RH motivation is rule/arch simplification].

[Note that the E6 base rules, page 6, give some support to the SH interpretation, in specifying that a FIREWALL may not be created on an ILLUSION WALL, with no mention of belief, suggesting that it exists as a Feature even if no one believes it.  I still want to do it my way, tho.  The underlying argument is -- is it a Feature or a Token to the non-believer in the new Architecture].

This Principle applies to all created Illusions and things like ILLUSIONARY ATTACKs. In the latter, the wave function is similarity popped, in the case of create Illusionary WRAITH or DISEASE (each observer of the WRAITH or DISEASEed Wizard must pop the wave function upon observations).  Note that the ILLUSIONARY STONE is an instantiated STONE.

Note that while not directly part of this Principle, in general, Minions of the Creator of an Illusion do not believe it; created Illusions generally apply to the Opponents of the Creator.  [Is this correct?  It doesn’t sound correct.  Where did this come from?  Verified correct, as ILLUSION WALL and ILLUSIONARY CREATION both apply to opponents, based on the wording on the card, which does not include Minions.  It is possible that other Illusions do not have the wording.  This should be cleaned up, I suppose, as I think we’ve always played that Minions must roll, but for now, this is the rule.  [RH 10-10-24]].

While the creator of an Illusion does not believe their own Illusion, what is unclear is do they have elevated privileges w.r.t. to it; specifically, can an Illusionary Minion be moved, or can other Illusions be manipulated in some way by their creator, who doesn’t believe it?  Gameplay considerations suggest yes, while these rules and rules consistency say no.  We defer this decision, but I argue for a yes exception for Minions only, but a no answer in general (no special privs). [RH/SH 03-14-25].  Given that ILLUSIONARY ATTACK allows the creation of Monsters, we play the yes exception for Minions only, but this may be overruled by consensus.  The argument for ILLUSIONARY CREATION is moot, as Monsters are specifically carved out on that card.

[Overall consensus from  WWRCC #21 except as noted.  Confirmed by TJc95-FAQ].

For global effects such as an Illusionary BLACK HOLE, the wave function is popped the first time it fires, and each agent (Wizard etc.) who has not established belief previously w.r.t. to this Feature now does so, and each agent has a yes or no state of belief frame of reference as with other Illusions (some move, some don’t).  The Universe is also an agent in this case, and owns all inanimate Features, thus it is an all or nothing process whether or not these Features are affected based on what the Universe believes.  [This section is novel Rule promulgation without discussion by RH [09-24-25] where the Rules and game custom are silent.  May be discussed/challenged].


* 15.  Quest Presumption Principle

[Was Fear Presumption Principle, renamed 10-10-25]

When compelled to move or otherwise take an action (e.g. FEAR, GOLDEN EGG), only basic actions are required, such as basic movement, NUMBER cards for movement, Attacks if directly specified (i.e. you must Attack per the GOLDEN EGG, but you are not required to Attack an obstacle to get out of the way, or try to kill someone under the effect of FEAR to “get out of the radius”), and so forth.  Moving thru dangerous obstacles is required if it gets one closer to the goal and can be done with basic actions.

Other cards or complicated combinations to get in or out of LOS or move in or out of a radius or space etc. are not required.  TELEPORT, for example, is not required to be played to get out of the radius of a FEAR.

[* Rule change by consensus.  Overrules FEAR card, TJ rules.  Background:  It can’t be presumed that a Wizard will figure out a complex combination to achieve the required objective, so the line is drawn here].


** 16.  Simultaneous Movement Principle

If multiple Features are moved at the same time, e.g. BLACK HOLE, those closest to the cause of the movement move first.  Multiple features in the same space move at the same time.  If two moving Features collide, see the “Collision Principle”.  If there are otherwise multiple features that are the same distance, and it cannot be determined which moves first, lower Precedence Numbers move first (see the “Precedence Rule” for Features without Precedence Numbers.

[General consensus on how BLACK HOLE works; language clarified and tightened by RH, without debate or consensus [07-22-24]].


17.  Spell Splitting Principle

Certain Effects, such as REFLECTION and EMPATHY can “split” spells.  For example, in a 6 player game, a MASS EMPATHY could create 5 additional copies of the original spell, and each must be treated separately.  Some copies could be bounced around further, or even split further.  They are never “joined”, even if multiple copies end up on a single Feature.  The instances are resolved per the “Random Initiative Rule” [should this be so?, see note there].

In terms of spells that manipulate spell cards (e.g. ABSORB SPELL), the lookback is only to the most recent card in the chain, not necessarily to the original spell, and the manipulator would only affect that card.  For example FIREBALL → EMPATHY [creates a copy affecting the Attacker] → MASS EMPATHY by the Attacker [affects everyone in the game; original Target is dealing with 2 separate copies; the original and the one created by MASS EMPATHY] → ABSORB SPELL by the original Target takes up the MASS EMPATHY, not the FIREBALL, and everyone is off the hook from the instances created by MASS EMPATHY (this would be the case for anyone with the MASS EMPATHY affecting them if they took it up).  The “stack”, in this case, is simply rolled back, and the Attacker and the original Target can still deal with their copy of the FIREBALL and the EMPATHY.

Note that for “escape type” Counteractions that do no affect the original spell (e.g. DUCK), that move on to another target, that target would be dealing with the original, as no copy is generally created by these sorts of Counteractions.

[Based on TJ wording of ABSORB SPELL & CHAOS, “bounce around” language in E6 base rules, page 3, historical practice]. 


** 18.  Teleport/Jump/Swap Movement Principle

After being Teleported, defined as “jumping” from one space to another (e.g., TELEPORT, SWAP), the Teleported entity’s movement ends.  This is not intended to cover “magic” movement such as POWER RUN, but specifically “jump” movement where the rules and cards are otherwise silent, or where the card says your “movement” or “normal movement” ends.  Mostly for edge cases such as TELEPORT OPPONENT that is FULLy REFLECTED; the original Attacker’s movement ends after the defender TELEPORTs them.  This Principle does not prohibit combinations such as TELEPORT → REUSE SPELL → TELEPORT, or SWAP → TELEPORT, or, in the above example, the Attacker, in theory, could play any jump movement spell. [RH interpretation in light of rule and card silence; architectural definition/clarification without debate or consensus [07-26-24]].

Note that you may TELEPORT or “jump” onto a non-empty space [Overrules TJc95-FAQ under “Teleport Spells”; see also Creations & Free Spaces (Definition)].

Note that SWAP → EMPATHY has no visible effect in general, yet both entities are deemed to have made a jump movement, which may end their movement for that turn per the SWAP card.  It is an unresolved question whether or not an immobile opponent may be the target of SWAP or TELEPORT OPPONENT [WWRCC #21].

The path of jump movement is instantaneous and undefined (unless the effect specifies otherwise (e.g., TELEPORT Z); the rest of this paragraph still applies) even if only one path exists, therefore it can’t be Interrupted mid-path.  You generally may not Teleport out of Global Attacks such as CHAOS, but may out of non-LOS non-Global Attacks.  [WWRCC #21; interpretation change [RH 10-17-24] to scope clarification beyond CHAOS to all Global Attacks for consistent Architecture.  It also makes no sense to TELEPORT out of things like TELEPATH, but those are our rules; this wording is more to address TELEPORTing out of an EYE OF GOD spell].




19.  Universal Agency Principle

In some cases, the Universe is the agent attacking or affecting Wizards or other Features of the game.  Examples include GIFT FROM BELOW (an Attack effect from a TRAP!), the Effects from a Cardless Spell or Planted Card, and the Deck Agency Mechanic, and so forth.  Attacks and Effects may be Counteracted, Redirected, mitigated, etc., as per the rules, but there is no counterparty to such Counteractions, in general.  For example, a FULL REFLECTION could be used on a GIFT FROM BELOW to avoid that Attack, but it is reflected onto the Universe, who, in general, bellows at it with laughter that can be heard throughout the dungeon.

However, in general, if such an Attack or Effect is Redirected to another Wizard or Feature (e.g. MIRROR), or duplicated (e.g. EMPATHY), and visited on a second Wizard, the Wizard or Feature doing the redirecting is considered the attacker/counterparty, and thus if the second Wizard used a Counteraction such as a FULL REFLECTION, it is FULLy REFLECTED on the first Wizard, not the Universe.  This means, for example, that MASS EMPATHY could be used on an IMP’s Attack or a Planted Card Attack, and the caster of the MASS EMPATHY is the primary agent, not the Universe. (Note that IMPs specifically may be immune to basic EMPATHY, this being a function of the IMP, see the Cardless Spell Principle).

Note that while the Effects from BUSHes and the like also have Universal Agency for their effects, the above typically does not apply to physical non-Attacks, unless you have an Effect that says “pain done to you in any form” or the like.

Also note that the Universe is not bound by Attack restrictions, therefore it’s Attacks are possible during the first round of turns or during a PEACE, for example, as are any follow ons by Wizards such as EMPATHY as described above.

If the Universe casts an attack/effect that requires a decision (e.g. TELEPORT OPPONENT), the Wizard to the left of the affected target makes the decision, unless the decision is explicitly stated to be random [Reinstatement of omission 12-24-24].

[Overall consensus/clarification from years of play, except RH promulgation of Universal Attack Agency when otherwise prohibited to Attack.  This is a promotion of the Universe above those rules and Effects that has not been discussed or agreed to [07-24-24].  We may challenge this clarification.  Clearly, IMPs are their own agent and not the Universe, but I would think a GIFT FROM BELOW or a Planted Attack could occur during a PEACE.  To be discussed.].

When dice are rolled, the Universe is the Primary Agent only for effects from an unowned source, such as a Vase or TRAP!.  Otherwise, for minions rolling for Illusion belief, or a wizard casting a ROTATE SECTOR, the owner is the agent.  This matters for things like ASTROLABE.  A player physically rolling for the Universe in case a ROTATE SECTOR came out of a Vase may not use things like an ASTROLABE to affect the outcome of the rolls.  However, it is probable that DICE OF GOD may be used by anyone in this case, due to the specific wording of that card [RH by consensus 12-21-25].



** 20.  Attacks, Damage, and BUDDY

Attacks (all kinds) may never occur on the first round of turns, the provisions of all other Rules, cards, etc., not withstanding, except when the Universe is the Attacker.  This Rule has a Precedence Number of 0, and trumps things like OPPORTUNITY FIRE that seem to allow a loophole.  [E6 base rules; strength of this clause based on WWRCC #21 and game custom, see also Universal Agency Principle].

You May Never Attack Yourself: Attacks (all kinds) may never be cast at or target the caster, the provisions of all other rules, cards, etc., notwithstanding.  This Rule has a Precedence Number of 0.  Objects, Creations, etc., may not be used to “bounce” or “store and fire later” an Attack back to the caster.  (In such cases, e.g. FILL SQUARE WITH SLIME, they simply fail to occur, and await someone else). There are two exceptions: a) a card that specifically mentions and overrides this rule, and b) a Deal with another Wizard where that Wizard agrees to reflect a spell directed at them back to the attacking Wizard.  [E6 base rule, Deal clarification by RH [10-20-24].  Technically, the Deal clarification is not a self-attack].

Attacks that Miss:  Attacks that miss their target generally dissipate harmlessly [E6 base rules, page 5].  Specific exceptions (e.g. DUCK) must explicitly claim otherwise.

Objects as Attacks:  Throwing an Object at an Opponent generally constitutes and Attack (e.g., HOLY WATER) [RH clarification where the rules are silent, 03-09-25].

Damage: Damage from Attack spells is always Magical Damage, unless otherwise specified, or the source of the damage is clearly a Physical Object, including collateral damage from the physical Effects of a spell (e.g. DESTROY WALL).  Damage is either Generic or Elemental.  Unless otherwise specified, or the Elemental source of the damage is obvious (e.g. DESTROY WALL causes Earth damage, FIREBALL generates Fire Damage), the damage is Generic.  If damage is ever transferred or shared with another target (e.g. via various EMPATHY or REFLECTive Counteractions), the type of damage is shared.  For example, if a PAIN LINK is cast in response to a FIREBALL, the effect of which is to share the damage with the Attacker, the type of damage to both the target and the caster is Magical Fire Damage.  [RH clarification where the rules are silent; RH expansion to the Homebrew Elements House Rules].  If the type of damage is mixed, e.g. SWATHMORE’S on a physical object, defender decides the order in which damage is blocked when playing a counteraction [General consensus clarification, 12-30-24].  [The following cards, while can be resolved by this rule, are somewhat ambiguous, and were clarified to one type of damage or the other, based on RH opinion, 03-14-25.  BIG BLACK BAT,  EVIL EYE,  FLAME ON,  FLIGHT,  ROSEBUSH,  WARD].

Neutrals as Attacks:  Broken out as a separate section “Neutrals as Attacks”. 

Targeting Carried Objects: By default, a spell that targets an Object carried by an Opponent is an Attack, unless game custom says otherwise for that specific spell. [RH/  LH / SH clarification where the rules are silent, 09-10-25].

BUDDY:  BUDDY ended up as a full-fledged Attack, after going different ways and being in different versions [consistent with TJc95-FAQ and opinion on BGG].  BUDDY is played as written on the new card [consistent with WWRCC #21, but a rule change from E6.1 page 1, as relates to Monsters].


** 21.  Cards, Objects, and Hands

Face up objects that you are carrying are considered part of your hand [E6 base rules]. This means that, unless otherwise noted, the face up objects are counted as cards when determining how a particular spell affects a player's hand.  For example, WRAITH and CHAOS include the face up objects in the “hand”. 

Over the years there have been exceptions and confusion on this point; for example, it has been decided that CARD ERASURE and THOUGHT STEAL do not include the face up objects in their effects, despite the direct wording on the latter card (note that there is no specific clarification of THOUGHT STEAL in WWRCC #21).  Also note that WWRCC #21 says   “It is still unclear and undecided whether MENTAL SWAP does, as it has been played both ways.”

In an effort to create a general rule, we rule that when the effect on a hand is essentially random, such as CHAOS and WRAITH, among others, displayed cards are included, while when the card is specifically named, as in CARD ERASURE, displayed cards are not included.  We also note that the “Similar Effects Doctrine” would apply when effects are similar to those named here.  Another principle that seems to be at work here, when looking at other cards, is that if cards that are ultimately discarded as result of the effect are random, instantiated objects are included, while if otherwise, they are not.  [Promulgation of a rule change by RH, 10-16-24, no debate or agreement, in order to simplify and abstract the issue.  Note that the E6 base rules, page 4, support this interpretation, specifically mentioning “randomly lost or taken”].

This would mean that THOUGHT STEAL reverts to the wording on the card, which, has been pointed out, was never formally reinterpreted anyway, and MENTAL SWAP includes instantiated objects (as they are part of your “hand”, and not specifically named).  As usual, specific wording on the card trumps these Rules.

Objects thrown at space Features land in front of the feature if it blocks LOS or fills the space (e.g. BUSH), and in the Feature if it does not (e.g. PIT, OOZE).  [This contradicts the E6 base rules, page 2, which asserts the former in all cases, but this is not clarified for E6.1 features like those mentioned.  Moreover, an example in E5.2, as well as the TJ “PIT Letter”,  specifically allows throwing an object into a PIT, even tho it contradicts the rules.  The forgoing is the way we have played it for a long time, so it is a rule change, but an agreed to one and a minor one]. 

When cards are “removed from the game”, all instances are removed from Wizards’ and Creatures’ hands, the draw pile, the discard pile, as well as any displayed cards/objects.  The named card(s) simply do not exist in the game state, if drawn, they are replaced.

“GOD card” is defined as any card with the word GOD in its title.

If a TRAP! is resurrected from the discard pile (e.g., DEJA VU), it is played immediately by the Universe relative to the entity who caused its resurrection.  Thus, a dolt who resurrects a TRAP! loses a turn, tho this is a potential loophole to allow a self-attack.

If playing the “Continual Deck” Mechanic [CP], cards in the “old” deck can be resurrected.  [Does this apply to CATACLYSM? RH 09-17-25].

Objects “carried” are presumed to be “used”.  For example, you may not “unwear” a CLOAK you are carrying to wear another or for any other reason.  You must drop it.  There is no role-playing mechanic or Rule that allows this, so if it says you can’t do X if you are “wearing” or “using” Y, you must drop Y to use X.  Thus, you can’t carry two CLOAKS at once. [RH 09-02-25; promulgated without debate].


22.  Creations & Free Spaces (Definition)

A Creation is any Feature that is Created, Cloned, transformed from another Feature, ELEMENTAL SHIFTED, etc., unless otherwise specified.  Tokens (e.g. DESTROY WALL, BOOBYTRAP), are not Creations.  Instantiated Objects are not Creations, tho Clones of them usually are.  Objects brought into existence by picking up a Vase are not Creations, while other Features brought about by Vases typically are.  When it doubt, it is a Creation, especially if it was brought into existence by a spell, except that Treasures are never Creations under any circumstances, regardless of how they came about.

Targets of Spells such as TRADER and TELEPORT are not Creations.  Therefore, they may end up in spaces occupied by other Features [Overrules TJc95-FAQ; “Teleport Spells”].

By default, Features must be created on a Free Space (defined following), or on empty edges. However, Objects may be dropped or thrown onto most any space.  Objects are instantiated in the possession of the instantiater unless otherwise specified.  Monsters other than IMPs may be created on a Home Base as well as a Free Space -- in the case of a Home Base, it still must be empty [RH 12-21-25; in situ ruling by consensus]. 

A Free Space is defined as a non Home Base space that is either empty or contains only contains Tokens/Counters.  This is possible as Tokens cannot be used to block an empty space from taking a Creation.  Given this, it is possible for multiple Tokens + a Feature to occupy the same space.  If such a space is encountered, Tokens are encountered before Features, and in the case of multiple Tokens, lower Precedence Number Tokens are encountered first [RH 09-25-25; Free Space simplification cosmetic; encounter precedence promulgated without discussion or debate, but consistent with other rules].
  
[E6 base rules interpretation and historical practice].


23.  Damage Blocking Rule; Counteractions Act First

If all Damage from a spell is blocked, all secondary Effects (e.g., BRRR, FIREBALL, LIGHTNING) are also blocked.  The exception is REVERSE, which explicitly states that the secondary effects occur, even if the REVERSE is fully successful.  Blocking all damage will generally block contact with the underlying Element (see Elemental Contact)  [E6 base rules.  RH believes REVERSE should be changed, but we do not make these sort of changes without discussion, and respect TJ Cards (sometimes, anyway).  RH asserts that REVERSE is an anomaly, and is not a precedent for future decisions, and the “Similar Effects Doctrine” does not apply].

Counteractions and counteractive Effects act first, meaning if you have a SOULSTONE and 4 Life Points, and are hit with a 5 point FIREBALL, the SOULSTONE blocks your last 3 points so that you are hit with 2 points of damage, and the SOULSTONE is destroyed due to 2 points of FIRE Damage getting thru (the STONE may still be saved if another Counteraction is used on the remaining 2 points).  [E6 base rules page 3; consistent with historical practice, WWRCC #21, and TJc95-FAQ].

Interrupts also typically act like Counteractions (i,e., before the Attack (exception: OPPORTUNITY FIRE, there may be others)).

If a target has multiple counteractive Effects/Objects, the target chooses the order to apply/use them, including the option to cast another.

** If a spell is determined to “bounce forever” between two parties, (e.g., two parties with HALO), a CATACLYSM occurs with strength equal to the strength of the spell (default of one for spells without numeric strength or duration) and the bouncing spell fizzles.  [promulgated by RH, date unknown, architecture/thematic design decision without discussion].



* 24.  Deck Agency Mechanic

This occurs when the Deck itself “Attacks” or otherwise prickles a Wizard, per another Feature or Effect, such as a Vase, CNAKA, or MAGICAL TRAP! 

This can vary from effect to effect, e.g., the MAGICAL TRAP! requires cards to be drawn until a spell is drawn, while the CNAKA throws the top card regardless of type, but only one.  What is specified on the card always trumps the general Rules here.

The card affects the drawing Wizard, surrounding features, or the global Game State if it possibly can.  If it is an Object, the Wizard must take the Object (generally ending their turn, and possibly requiring an immediate card discard).  If the card or effect generates a Treasure or other Object they may not take, it drops in their space.  Attacks attack with Universal Agency, with the Wizard to the left as the counterparty on any decisions (e.g. TELEPORT OPPONENT), but Counteractions could not be visited on them in this counterparty role; Neutrals will affect the Wizard if legally possible, even a REMOVE CURSE could remove a random effect on the Wizard (even a “good” effect).  Creations and alterations would affect the nearest appropriate feature (choose randomly for equally distant features; do not use the “Precedence Rule”, so a DESTROY WALL would destroy a random wall if more than one is next to the Wizard), while a DISPEL CREATION would DISPEL a random Creation if the same distance from the Wizard (which could be thru a Warp).  See “Orthogonal Radius, Movement, and Infinite Wrap” for rules on measuring distance.  Globals like CHAOS would still act globally.  The effect is always relative to the acting Wizard, even if the source is in another space (e.g., CNAKA) [clarification by consensus 09-13-25 after playing relative to source].

Discussion has recently come up that should not all decisions, such as wall placement, be made by the player to the left, rather than randomly?  The answer is “possibly”.  However, it has been long-standing tradition since the 1990s that it be played this way, that is, if it affects a player/monster directly (TELEPORT OPPONENT, MENTAL FORCE), the decision is made by a counterparty, while other things like creating features that do not directly affect the person are done randomly.  For now, we stand with this distinction.  For historical context, this mechanism has always been done by oral tradition, and the House Rule was only written down recently as part of this project.  Also, CP was the brains behind this mechanism, so he should be involved in any discussion/decision.  We thus keep the status quo until further debate [RH 12-05-25, unilateral decision without debate based on tradition].  Any change here would likely affect the “Universal Agency Principle”.

Features can be created on Home Bases or in the Wizard’s space, but otherwise the “no creations allowed in occupied spaces” rule still holds sway.  (A STONE SQUARE created in the Wizard’s space would generally BIG MAN them out, while other Features such as BUSHes would form around them). The feature will affect the Wizard instantly.  [RH 08-17-24 – these exceptions probably should be eliminated, but they are game custom by now].

NUMBER cards are, in general, instantly added to the movement points of the Wizard, even if they have already used a NUMBER card for movement this turn.  A Flash Energy NUMBER card would not add to movement [RH 12-05-25, clarification without debate or consensus].

As actual cards are being used, they may generally be manipulated by things such as ABSORB SPELL, if otherwise allowed.

A general principle here is that we must be as liberal as possible in finding a way for the drawn card to affect the Wizard, nearby Features, or the overall Game State.

[Codification by RH based historical practice, 08-17-24].


** 25.  Deals

Deals may be made out of turn or during a lost turn, as long as the dealers are in LOS (“transitive” Deals are allowed so long as there is an agreeable middleman in LOS to all parties).  Trading of card and Objects (except Treasures, or Relics in carry-restricted cases), are allowable thru deals.  ALTER EGOs and Minions may not make deals in their creator’s stead, unless the entity in question is specifically granted agency to act on behalf of its creator or in other bizarre situations (at time of writing, [10-16-24], no known such situations exist, except perhaps for an entity under HYPNOSIS [new card, open question. Update: HYPNOSIS card edited to restrict making Deals [RH 10-16-24]; unilateral decision without debate for balance]).  

If a VISIONSTONE or another vision-bending Effect is being used to obtain LOS, a Deal can still be made even though the entity without the effect does not have LOS (assuming the entity with the effect agrees).  Note that based on the current wording of EYE OF GOD, that could not be used, as Deals are not spells.

There is no Rules-based prohibition against reneging on Deals, tho doing so is against historical custom.  Wizards who are victims a renege are encouraged to turn the offending Wizard into a TOAD. 

 [E6 base rules, WWRCC #21; game custom; see also Relics].


** 26.  Death

Upon being killed by a direct Attack from another Wizard (not Monster, DESTROY WALL, and so forth), the Attacking Wizard receives all the cards and Objects of the dead Wizard, (with the exception of things like GHOSTSTONE).  This includes things like the GOLDEN EGG [ruling confirmed 03-05-24 w.r.t. to GOLDEN EGG].  Otherwise, his objects are dropped in the space, and his cards are discarded.

[E6 base rules, clarified by TJc95-FAQ.  However, the E6 base rules say: “if the person is eliminated from the game by being killed, then the last Attacker gets all the dead person’s cards”.  We’ve never played it that way since the 80’s, but this is technically a rule change to not play this, by RH without discussion or agreement, out of custom and practicality].

If a player appears to win and die simultaneously, they die first [E6 base rules, page 6; E9 clarifies this for the case of a spell that kills 2 players “simultaneously”, that the player casting the spell dies first, even if the case of a WATERWALL where the caster slams into the wall last (presumably due to greater distance).  RH rejects the E9 clarification, but the issue remains open and unclarified at time of writing [10-17-24]]


** 27.  Discarding and Drawing, Discard Pile Etiquette

You may not discard during the “action” phase of your turn, in general.  The only thing you may do after discarding is draw cards (or in rare cases, play Counteractions, but not Interrupts).  You may not draw then discard (except for TRAP!s).  When drawing, you may draw one card and look at it before deciding whether to draw another.  [WWRCC #21, extension of new TRAP!, Counteraction, and Interrupt rules [RH 10-16-24]].

Every effort should be made to make sure the discard pile reflects the order in which cards were played and discarded.  The discard pile may be examined at any time (maintaining order). [Codification of existing practice to support various Homebrew discard manipulation spells, as well as things like DEJA-VU].

Cards used as “markers” to display the properties of creations by the game board such as BUSHes and Monsters are considered to be part of the discard pile.  They are on “top of the discard pile” if and only if they would have been so if discarded as the last discard when the card was played as opposed to being used as a marker.  Cards representing Objects, and only Objects, are not markers and not part of the discard pile unless they are destroyed, “turn to dust”, run out of charges, and so forth.

** 28.  Doors

If a Wizard is holding the door open, another Wizard may attempt to close it on their turn, if they are in the same space. The odds are 50/50.  Note that at present it is undetermined if STRENGTH etc. have any effect on these odds.  Note that we ignore the concept of “holding the door open for someone”, as mentioned in the E6 base rules.  You are either holding it open, and anyone can use it, or not.  [WWRCC #21; the 50/50 thing seems to be a rule change.  Where did it come from?].

Opening or manipulating a door without a card or object is considered a low level action akin to movement or being equal to the flow of movement, sort of below a base level action to the extent movement is [I’m not sure why we needed to add this clause, but something came up [RH 09-10-25]]

Creatures may not hold doors open [This is eventually codified in E8.2, and adopting it seems non-controversial].

Creatures may only move through doors that belong to its owner.  This means they generally cannot move through doors, even those with REMOVE LOCK, unless they are being held open. [E6 does not have the concept of door ownership (see note below).  E8.2 added the concept of creatures moving through owned doors, implying they cannot move thru un-onwed doors, which applies to all E6 doors.  The REMOVE LOCK clause is a corollary based on literal reading.  The “being held open” clause is based on game custom].

[E5.2 introduces the optional Rule of Wizards being able to pass doors freely in their home sector.  This is not in the E6 rules, but it is formally added later in the E8 and E9 rules.  We are used to the E6 rules, and since this is an E6 based game, we keep the status quo.  Changing this is untested and would seem to reduce balance or materially change the flow of the game [RH 10-07-24]].


** 29.  Elemental Contact

Contact with a particular underlying Element of an Effect (e.g. FIREBALL) does not occur if all the damage from the source of Element is blocked (except for special cases such as REVERSE).

Contact with non-damaging Elemental effects such as from FIRE or FOG does occur, unless there is a way to specifically block it (at the time of writing, I do not believe that there is, tho it seems possible to discover one, or add one later).

This means that if a WATERBOLT is blocked, there will be no contact with WATER, however, there will be upon contact with a WATERWALL.

Note that ambient dungeon air does not count as contact with AIR, nor does touching the run of the mill stone walls.  However, collateral damage from DESTROY WALL or a FIREWALL would.

[Architectural definition/clarification of “Elements” House Rule (among other rules), without debate or consensus [RH 08-20-24]].



* 30.  Elements

Elements (the 8 classical elements, with ICE counting as WATER, may sometimes be shifted from one to the next (e.g. ELEMENTAL SHIFT), or created/instantiated without a card or specific rule (e.g. WATER IMP, AIR CLOAK).  Note that magic STONES are not of the EARTH/STONE element.

The following is a guideline to make this magic work.  It cannot possibly cover all cases.  Listed here is what the Element basically does, and its strength relative to the reference Element FIRE.  The rest is arcane wizardry.

This information is more or less duplicated on the Element Reference Chart.

FIRE: 1x strength.  Causes FIRE damage.  Destroys STONES if the original strength of the FIRE damage is 5+, or as specified by a particular effect.  Destroys PAPER objects and features on any contact, unless otherwise specified (e. g. SPELL BOOK).

LIGHTNING: 0.5x strength.  Target Wizard or Creature loses turn if any damage gets thru.  See the IMP rule for cases where a target starts their turn immediately subject to this effect.

AIR: 2x strength.  Acts as a PUSH or GUST OF WIND.   For features such as walls, FIREWALLS, or effects such as WATERWALLs, would double the “push away” for anyone trying to pass it, ie, a wall or FIREWALL would push 8 spaces, starting in the adjacent space, while a WATERWALL for 4 (or its remaining distance).  An AIR CLOAK would allow 4 points of PUSH distance on a Punch.

FOG: 1x duration, 0x damage.  Still does WATER damage on contact.  Wizards and Creatures become INVISIBLE, general features become FOGged (no LOS thru it) but may be passed.  FOG CLOAK will make wearer INVISIBLE and also allow a half strength AIR Punch (usually a distance of 2).

WATER: 1x strength or PUSH.  Basically see WATERBOLT or WATERWALL, tho there would be a damage option on WATERWALL.  WATER damage.  As in WATERBOLT, a mix of damage and distance can be specified.

MUD: 1.5x strength. Also a SLOW spell on the target with a duration of the actual damage taken (rounded up).
 
EARTH/STONE: 2x strength.  

LAVA: 1.5x strength.  Causes FIRE damage and transforms STONE to LAVA, creating a LAVA ZONE, LAVA WALL, and so forth (see HOT LAVA).  Any FOG will destroy LAVA.

What is written on the card always trumps these Rules.

CLOAKS are always destroyed by contact with their opposing Element; see “Elemental Contact”, unless the CLOAK is specifically destroyed by a different element.

Always go thru the FIRE reference element.  For example, to SHIFT a 10 point DIRTBALL to a MUDBALL, 10/2 = 5; 5 * 1.5 = 7.5 damage (rounded up to 8) + SLOW for 8 turns unless some of the damage is blocked.

If the strength of the source element is unknown, or cannot reasonably be determined, it defaults to 1.

[Historical House Rule created c2012 to support Elemental magic and Architecture].




31.  Events

Some cards may specify the occurrence of something (e.g. IVY will creep), on a Common Event or Uncommon Event. 

Events can occur when the die is rolled in the normal course of gameplay (e.g. when rolling to hit an INVISIBLE opponent, or when damage is rolled for the TROLL’s punch).  A Common Event will occur when an odd number is rolled, and a player points this out; an Uncommon Event will occur when a 4 is rolled (regardless of how many sides the die has), and a player points this out.  Note that Events normally have no effect; they only have meaning if an Effect or Feature in play specifically says they do (e. g. IVY, BLACK HOLE). 

The D4 is always used when a die roll is required, unless a larger die is necessary for the situation, in which case the smallest die that will handle the situation is used (i.e., if there are 5 random possibilities, use a D6, rerolling sixes, except see foollowing). [Given the addition of the D3 to the game equipment, the D4 must still be rolled as a minimum if potentially Event-triggered effects are in play.  Odd dice (e.g., D5) must be used if the game equipment has tem, and the die in question is the smallest to get the job done.  RH 12-27-25 promulgated without discussion]. 

Events will not occur on rerolls.  For example, if there are 3 possibilities, you would use the D4, rerolling fours.  An Event could occur if a 4 is rolled on the first roll, but not on any rerolls. 

Events will not occur recursively (i.e., when already processing an Event). For example, if a Feature requires something to occur on an Event, and handling that occurrence requires rolling the die, that rolling will not generate further Events (e.g. IVY creeping to random edges).

The occurrence that precipitated the Event is fully resolved before the Event is resolved.  For example, if a roll is made to hit an INVISIBLE Opponent, the outcome of that Attack, including all Counteractions, is resolved first.  If a further Event occurs during the Attack resolution, it is ignored.  [RH 08-17-24; clarification where the Rule and history are silent.  I could go either way on this; this is simpler but seems less natural.  Do we need to discuss?].

If multiple features are subject to an Event, and the Event affects more than one, they occur in Precedence order.

[Historical House Rule created c2012 to support BLACK HOLE, etc., some minor clarifications added].


32.  Flash Energy

FLASH ENERGY is a concept introduced in the E8.x architecture, which we add as an optional rule.  All players must agree to play it before the start of the game.  The intent is to slightly devalue NUMBER cards for movement, and slightly enable them for spells/objects which take NUMBER cards for duration, points, charges, etc.

FLASH ENERGY Cards are NUMBER cards in green.  Approximately 8% of the NUMBER cards are FLASH (as of 11-03-25; this percentage may or may not be updated here, if it changes after playtesting).

If players choose to not to play this optional rule, these cards revert to normal NUMBER cards as in the old days.

Otherwise, FLASH cards are the same as NUMBER cards for all rules, except that they may not be used directly for movement.  This is the only restriction on their use.  They can be attached to spells which are used for movement; that is, for example, they may be attached to an ADD, even if the ADD is used for movement.  They could also be be attached to a TELEPORT X and so forth.

[RH 11-03-25; port of the E8.x Flash Energy concept as an optional House Rule].



* 33. Having Too Many Cards

If a player is ever discovered to have too many cards, cards in their hand (not including instantiated Objects), are discarded at random to get down to the proper quota.  In addition, a penalty card is discarded at random.  This does not include situations where extra cards are due to an Effect, Vase or receiving cards via Death of an opponent, and so forth (in those cases, cards are discarded at will, but immediately).  This rule has precedence over “Cards, Objects, and Hands”  [WWRCC #21].

No penalty is assessed if the player themselves discovers and fixes the situation.  They must make a good faith effort to replaces the last card(s) they received back in the draw pile.


* 34.  Interrupts

Interrupts may not be used to Interrupt your own turn, unless another Wizard or Creature is attacking you or currently Interrupting it themselves [Consensus interpretation of the card, WWRCC #21].

Attacks used during an Interrupt do not count against the caster’s Attack quota.  However, the Interrupter must still be able to Attack per the rest of the rules, cards, and current effects.  [Consensus interpretation of the card, WWRCC #21].

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, and then play the specific card (SHHH! does not suppress the ability to say “interrupt”, tho it likely suppresses ability to cast the spell).  A good faith effort must be made to Interrupt as quickly as possible, without knowledge of the other party’s actions after the Interrupt point. Action is set to the specified Interrupt point, not necessarily when and where the word was said [Rule change by consensus – augmentation – adding a clarifying mechanic for better game play]. 

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.  A Counteraction context is when being directly Attacked (or subject to a Global Attack such as CHAOS).  In this case, you could play INTERRUPT to cast NO SPELL on the attacker, or MIST-BODY on yourself, or PARDON ME to move out of LOS, but not randomly put up a THORNBUSH that has no chance to affect the Attack.  The principle being promulgated here is that the combination of the Interrupt and the add on action amount to a Counteraction in a direct defensive context, and the action directly addresses the Attack.  [Consensus interpretation of the card, WWRCC #21.  Is this correct?  You should not be able to use an Interrupt if restricted to only Counteractions, even in a defensive context, unless the card also is a Counteraction; this is how it should work IMHO, tho many cards have dual labels rendering the point moot [RH 10-20-24]].

Examples: If an LOS or Adjacent Attack is Interrupted, and as a result of the Interrupt the target is moved, the Attack misses (fails). If the Attack was not LOS, moving the target will have no effect on the success of the Attack, unless a Counteraction was used that would have prevented the Attack anyway.  If you are Interrupting a spell in progress, you can negate either the ability of the caster to cast the spell, or to deliver the spell to the target.  An example of the former is Interrupting and casting MEDUSA on the caster; the caster cannot cast the spell and is considered not to have cast it, and they keep the card. An example of the latter would be to Interrupt and cast MIST-BODY on the target, or Interrupt and put a THORNBUSH between the caster and the target to block LOS.  In this case, the spell is considered to have been cast, and the target is unaffected (or affected differently), and the spell card is lost.  (In the above example, it is unlikely that the THORNBUSH would be affected, as it was not the original target, and spells go the intended distance, and those that miss their target dissipate harmlessly).  [Consensus interpretation of the card, WWRCC #21; harmless dissipation: E6 base rules, page 5].

Interrupts may not be used to instantiate Objects, unless the object is also explicitly labeled as an Interrupt as well.  At time of writing [09-17-24], there is exactly one card that works like this.

Interrupts may not be used on lost turns, while Counteractions may be [Consensus interpretation of the card, WWRCC #21].


* 34.  Layered Edge Features

A Layered Edge Feature sits on top of another edge Feature such as a wall or a door, rather than replacing it (thought it is possible these features could occupy an edge all by themselves, either because they were created in an empty edge, or because the underlying feature was destroyed).  It sits on either one side or the other of the wall/feature, and two separate instances could sit on each side. 

Unless otherwise specified, there is no LOS to the underlying wall/feature thru a Layered Edge Feature, though a VISIONSTONE could see thru the first layer to the underlying feature, but not then thru it, unless there an Effect that allows seeing thru two edge features.  When passing thru or destroying edge features, each one must be dealt with separately, e. g. if IVY is covering the side of a wall, a MIST BODY could get thru the IVY, then a PASS THRU WALL, DESTROY WALL (just as you are passing thru the IVY, and see the wall), or DISPEL CREATION (assuming the wall is a Creation) could be used. 

When damaging layered edge features, there is no damage carryover, e.g. a 10 point SUDDEN DEATH on a 7 point IVY would remove the IVY, but the underlying WALL would still have 20 points, and the remaining 3 points would be lost. [E6 base rules; typically spells apply to only one target].

[Historical House Rule created c2012 to support IVY, etc.].


36.  Neutrals as Attacks

The E6 Rules promulgate the Rule that if a Neutral is cast on an Opponent, it is an Attack, assuming the Opponent can be targeted with the spell.  Consider it as an Attack card for the purposes of all other rules.  These really should be labeled as Neutral/Attack.  Neutrals reclassified as SELF may not be used as Attacks, in general.  It is possible, but unlikely, that this changes the behavior of a couple of cards.  

While the use cases for this seem rare, we keep it, as it is a Jollyism.  The goal of this project is to not sterilize the rules and keep it pure Jolly as much as possible.  Possible use cases of this Rule include casting a MIST-BODY on an opponent so they can’t attack, or to give them more mobility in the Loser’s Game.  

That said, some E6.x Neutrals have been reclassified as “Self”, when, in my judgment, that made sense.  More discussion of this may be elsewhere.

The rub on this is things like DRAG.  DRAG has been played as a Neutral that affects an opponent without being an Attack, in my case, since 1985, and every year since.  TINY SWAP was played this way recently [09-13-25] based on the Similar Effects Doctrine.  That doesn’t make it right, but the DRAG precedence is very strong, and the DRAG card in the original TJ writing specifically applied to Wizards as a Neutral.

The right thing to do is to make DRAG, TINY SWAP, and so forth attacks if they affect an opponent.  But, reversing very old tradition is hard.  Therefore we promulgate the following clarification (which is a hack) --

If the Neural treats the target as an Object, it is a Neutral, otherwise it is an Attack [promulgated by RH 09-17-25 based on the Similar Effects Doctrine and historical play of DRAG and modern play of TINY SWAP, without debate].

Note that BUDDY and its history are not relevant here.  It is its own class of thing (discussed elsewhere), and it is not a precedent. [RH Judgment 09-17-25 without discussion or debate].

[E6 base rules, game custom, see also the “Scope Modifiers Rule”].


37.  Obstacles, LOS, and Adjacency

LOS is not possible into or out of BUSHes and similar obstacles (now generally called Features) that block LOS through them.  Opponents in the same such obstacle do not have LOS to each other, and are not considered Adjacent for purposes of Attacks of that type, such as a Punch.  If the space containing the obstacle is bordered by an edge feature or other space feature that fills the Adjacent space, such as a STONE SQUARE, the Wizard or Creature is considered to have LOS to that feature only when attempting to leave the obstacle's space through that side, and any damage incurred from moving or passing through that feature is applied, regardless of any mitigating effects of the obstacle being left.  Obstacles which fill an entire space may be punched from an Adjacent space.  [WWRCC #21].  [Note that there is a potential bug here – we allow Punch of BUSHes etc., when adjacent, but claim they do not fill the space per the FLIGHT effect.  This may be nothing but may be something, and needs to be looked at.  Such will require an Architecture-level Rule.  For now, we play it as we always have (per this Rule, with FLIGHT as a putative exception), and probably always will.  RH 12-27-25].

See also “Scope Modifiers (LOS etc.)”.


** 38.  Orthogonal Radius, Movement, and Infinite Wrap

A Radius is always defined orthogonally, from the center point to the outside point – that is, the number of spaces that could be moved orthogonally, as is normal movement.  Diagonals and square roots are never used unless the rule or card explicitly says otherwise.  Things like HEAVE-HO implicitly count spaces orthogonally, as a Wizard would move, even if thrown diagonally, while things like TREASURE MAP explicitly overrule this rule.

A radius of 0 typically means the target space only (or space in question); a Radius of N generally means the number of spaces needed to orthogonally move normally to the Target space.

Radii typically follow Sector Wrap, WORMHOLEs, TRAPDOORs (Warp sources), and the like, tho any Attack/Effect/etc that hits a target more than once will not “double dip” on that target.  Generally it is “plus one” to the radius to extend thru a feature such as a WORMHOLE or TRAPDOOR.

[TJc95-FAQ clarification of FEAR, HEAVE-HO, and PERMAWARP, as well as general historical practice; RH introduces diagonal movement into the architecture with TREASURE MAP.  RH adds the double dip clause – clarification where the rules are silent [08-16-24]; adds “plus one” clause thru extra-dimensional Features [09-28-24]; consistent with TJc95-FAQ.   E8 introduces the concept of diagonal adjacency, see “Scope Modifiers (LOS etc)”, ignored in our Architecture].

Infinite Wrap:  In the case where infinite wrap occurs, such as throwing a HEAVE-HO down a passage that loops on itself, or a weird combination of WORMHOLEs, the maximum number of spaces that can be moved is limited to a return to the space where the movement started.  [RH clarification change without discussion or agreement [10-10-24].  TJ suggests a limit of 10 spaces in TJc95-FAQ; that seems arbitrary and limited, lets see if this works, in the unlikely case it comes up].

Adjacent edge features are generally closer than Adjacent space features (those in the next space), and so on, for cases where measuring distance matters.  Distance is generally measured per above.  One would think that a HEAVE-HO thrown at an Adjacent Edge Feature would do ½ a point of damage, tho the rules are silent on this issue.  Since the damage would round up and be 1 anyway, the point is moot, but this should be clarified that such distance is counted as ½ when it matters. 

[Clarified, by agreement ,12-30-24].


** 39.  Precedence Rule

The Precedence Number is used if and only if there is an unresolvable Rules argument or Precedence issue, between, for example, spells cast at the same time, stuff in the same space, objects colliding, seemingly contradictory effects, which spell “wins”, and so forth.  Low number has higher precedence unless otherwise specified; ties in Precedence Number are resolved alphabetically (low winning); if still ambiguous, then randomly.  This should only occur due to clerical errors.

Think of it as a tie-breaker. All effort should be used to resolve the conflict logically, without using this; this should rarely, if ever, be used.

Example: ILLUSIONARY STONE vs ILLUSIONARY SHIFT.  The STONE claims the STONE type can never be changed, while the SHIFT claims it can, yet the STONE has a lower Precedence Number.  The SHIFT still wins because it is specific and STONE is general. The word “general” was added, but this principle applies even if that word is missing.  This is a general principle of Precedence; specific rules and cards usually trump general ones in a conflict, unless Precedence is explicitly claimed.

Another Example: MONSTER MAGNET claims it can take control of any monster, while VARGA PLANT claims it can never be owned.  VARGA is more specific than “any monster”, therefore it wins, regardless of Precedence Number.

Elements with no Precedence Number such as Treasures, Vases, and Wizards, have it default to 0.  The Rules themselves generally have it default to 1000.

If a Wizard or Creature has multiple effects on them, and the effects have conflicting provisions that can’t logically co-exist, or sorted out by averaging or a similar remedy, the provision from the effect with the lowest precedence wins [E8, page 1, promulgates a Rule that more than one Effect may not be active at any one time on a single entity.  This rule is reasonable, but it is not part of the E6 architecture, and porting at this time is out of the scope of this project, especially without debate, and especially as E6 does not have this prohibition, and likely will lead to unintended consequences, or break the “coolness” factor.  For now, we use Precedence to adjudicate conflicts, and will sort this out in a future revision.  RH without debate or agreement, [10-17-24]].

See also “Collision Principle” and “Simultaneous Movement Principle”.

[Clarification mechanic introduced by RH for new card print/architecture, 08-17-24].

A question of Architecture/Game Design/Balance has come up regarding the conflict between Effects that claim to remove Effects (e.g., REMOVE CURSE), vs Effects that claim they cannot be removed (e.g. MIST-BODY on an opponent (requiring REMOVE CURSE as an attack, when attacks are not allowed).  REMOVE CURSE, in this case, claims precedence, based on the wording of that card (TJ wording), that is, someone who has a NO SPELL on them could still cast a REMOVE CURSE spell to remove it, based on my reading.  

Moreover, REMOVE CURSE would seem to be able to remove the MIST-BODY on the opponent, based on its claim to scope to opponents.  However, the last sentence throws in a muddle (“Has to hit to affect SHRINK and INVISIBLE”), giving effectiveness to the defensive properties of those Effects, while disclaiming in the earlier part of the spell the effectiveness of the defensive prohibition of casting spells such as REMOVE CURSE in the first place.

I am not making a ruling here, but suggesting one.  That is, REMOVE CURSE can generally remove effects that disclaim the ability to cast it in the first place, but the specific details must be respected (e.g. INVISIBLE).  An obvious muddle is if you try to throw a REMOVE CURSE at a HALO.  I will argue that the REMOVE CURSE wins in that case, as HALO seems generic, but I make that argument out of game design/balance issues, not necessarily logical argument.

This is a bug in the “kernel” of the Architecture, and needs to be resolved.  As an aside, things like FOIST likely go along for the ride via the “Similar Effects Doctrine”.  Also, I put it in this section, but the “Precedence Rule” should not be used to resolve this unless absolutely necessary.  An obvious hack is to drop the Precedence Number low for these things.

[Documentation only, no promulgation of a Rule at this time, RH 11-09-25; see also e-mail to SH 10-08-25]
* 40. Random Initiative Rule

Firstly, in the simple case of Attacker → Defender → REFLECTION, on something like MENTAL FORCE, the Counteractive Action occurs to completion first [E6 base rules].

If multiple instances of the same spell occur at the same time, due to things such as EMPATHY, MASS EMPHATHY, and so forth, and the order of execution of each instance of the spell matters and cannot be determined by the rule above, initiative is determined randomly, and the entire execution of one instance of the spell occurs before another can start.  That is, if multiple instances of MENTAL FORCE are created due to a MASS EMPATHY, the order of which target is moved is determined randomly, and that target is moved completely (ie, no alternation between each instance), before the next instance starts. 

Due to the Counteractions Act First rule, simultaneous spell instances may be rare in practice.  See also the “Spell Splitting Principle” and “Turns, Durations, and Timing”.

[Consensus clarification where the rules are silent based on WWRCC #21 interpretations of MENTAL FORCE and EMPATHY.  RH 08-17-24 – should we change this?  Shouldn’t the newest instance(s) be resolved first, and only instances of the same age be resolved randomly?  Based on Counteractions Act First, WWRCC #21 is likely wrong.  I am marking this as a consensus Rule change until we look at this, but on 10-28-24, I reworded this closer to reflect the E6 rule].


** 41.  Relics

Relics are powerful magic Objects.  Relics must be instantiated immediately when drawn/dealt.  A Relic may not be voluntarily carried/picked up while a Treasure or another Relic is being carried (and vice versa), nor may multiple Relics be carried at the same time (if any such of these occasions ever occurs, object(s) must be immediately dropped (not discarded), to remedy the situation, at the affected’s option). 

[Relics were introduced as Artifacts in E5.2, with a different balancing mechanic, but then were never further developed.  They were reintroduced in E8.2 with the current mechanic, with the immediate instantiation requirement a holdover from E5.2 by RH.  Further balancing rule of prohibition on holding multiple Relics added by RH [10-04-24]; this was likely intended and left out by mistake].


* 42.  Scope Modifiers (LOS etc.)

LOS:  Must be able trace straight line Line of Sight from center of source space to center of target space.  Nubbins in the artwork can block LOS.  Nubbins need at least one supporting edge Feature or they collapse if they become free standing [Nubbin Rule majority agreement from  WWRCC #21, also TJc95-FAQ affirms Nubbins; E8 explicitly codifies the collapse point].  You always have LOS to yourself, even if BLIND, etc., unless another card or effect claims otherwise [TJc95-FAQ].

If LOS cannot easily, obviously, and clearly be determined, then there is no LOS to the target.  “Tie goes to the target rule” [RH / SH / LH 12-23-24].  Note that for things the the WEEPING ANGEL, the LOS line must trace directly thru the ANGEL’s space [RH 12-27-25].

Note that by default, fixed features block LOS, while mobile features generally do not.  [E6 base rules, page 2].  We tend to make a decision for each feature, but this is the fallback default.  Also note that features that claim to “fill the entire square/space” generally block LOS, tho not necessarily all the time (e.g. BLOCK OF ICE).  [This is explicitly codified in E8, page 10].

SELF:  Spell may only be cast on oneself (unless cast by the Universe via the “Deck Agency Mechanic”).  [The SELF modifier is in E5 and E8+, but not in E6, E6.1, tho it is explicitly used in certain spells such as HEAVE-HO and DISEASE.  This is simply a port of the concept.  Spells such as PASS THRU WALL were ported as the TJ E6 version had no SELF Modifier, while others with the LOS modifier were not, tho probably should be.  This is an inexact and incomplete process, and likely does not make a difference in practice.  Confirmed by TJc95-FAQ].

GLOBAL:  Spell affects everyone and everything and/or is a Global ambient effect.  For Global Attacks, see the “Global Attacks Principle” [The Global modifier was introduced in E8, but E6.1 introduced things such as CHAOS.  This is simply a port of the concept to abstract this out of the cards].

ADJACENT:  Target must be in the same space unless the target fills the entire space or is a bordering edge feature.  Punch is considered an Adjacent Attack.  [WWRCC #21 makes explicit the concept of non-same space Adjacency where the E6 rules are silent, tho on review, E6 is consistent with this].  Adjacency is defined to be orthogonal [The E6 rules are silent on this point, while the E8 rules define Adjacency to include the diagonal.  We remain with game custom where the E6 rules are silent on this point, and where game culture and history is always orthogonal].  LOS is required for Adjacency, that is, you must be able to see the target.  This only seems to matter if effects such as BLIND are in play or if you and your opponent are both in a BUSH or DUST CLOUD.  [It is unclear were game custom is on this point; all source documents are silent on this issue, in particular, whether opponents have LOS to each other in LOS blocking obstacles.  It seems reasonable that they would not.  Note that the E8 rules, page 10 explicitly require LOS for Adjacency, but don’t clarify the “BUSH issue”.  Seems fine to me; arbitrary ruling by RH without debate or agreement, [10-17-24], based on E8 rules and probable game custom].  This is clarified under “Obstacles, LOS, and Adjacency”, which is from previous House Rules, so this is not a change or controversial, but the note remains if we choose to revisit it.

(NONE): Cards with no modifier generally affect a single Target anywhere in the dungeon (e.g. TELEPATH).  Neutrals with no modifier generally are used on oneself, but the option exists to use such Neutrals as Attacks, with LOS to the Target required. [E6 base rules; it makes sense to put either LOS or SELF on these going forward, to the extent that there are any left].

SECTOR:  LOS is allowed to any wizard or creature in the sector, or affects all such in the sector.  This is not used at present, but it may be in the future. [The Sector scope modifier was introduced in E8; we have ported it to either LOS or Global based on judgment to keep the feel of the E6 architecture].


** 43.  Totems

Totems are fixed space creations owned by the caster who created them, which will give benefits to their owner as described on the card.  Totems are not Monsters nor Minions so Monster related cards such as MONSTER MAGNET will not work on them.  Casters of things like CLONE CREATION would own the clone.  Totems are standardized to take 2 points of magical damage to destroy, and may be created in LOS, and do not block LOS.   

[Totems were introduced in E8.2, but with no general rule, although each specific card works the same way; one point of damage or one crack (4 points in our port) of generic damage.  I believe the mechanic/concept is cool, but that the implementation is weak, thus I have changed from one hit of generic damage to 2 points of magical damage (durability/playability/thematic), and allow creation in LOS (strategic); RH 09-23-25].




** 44.  Treasures and Victory

Contrary to the Rules, a player is not eliminated if all of their Treasures are on opposing bases. [WWRCC #21; long standing House Rule change].

The condition for winning the game with X Treasures on your Home Base is that the instant that Treasures other than your color are resting on your home base, you have won; i.e., the Treasures must be on the floor and not in motion.  (Note the distinction between “floor” and “Home Base”, e.g. if ANTI GRAVITY is in effect).  Simply getting to your Home Base with a Treasure is not sufficient; the Treasure must be dropped, and in general, you may only drop objects during the action phase of your turn. [TODO: where does “resting” come from, prolly E6.  WWRCC #21.  Rule edited to replace “opposing treasures” to “other than your color” to fix a bug in Vases that we never noticed, and handle things like COLOR OF GOD nee PUBLIC FUNDS from E5.2].  An object in a SAFE is not resting on the floor [WWRCC #21,  TJc95-FAQ].


** 45.  Turns, Durations, and Timing

Summary:  All spells expire at the start of the Wizard or Creature’s nominal turn in which the spell was cast. [Accepted House Rule].

Counteractions with durations expire on the start of the Attacker’s turn (or, more generally, the start of the turn of the agent initiating the event being Counteracted), not the start of the caster’s turn. [Rule change by agreement overriding the E6 Rules and “start of the caster’s turn” principle.  Based on the EMPATHY card (E6.1) and the way it should work.  Also supersedes “Durations” in WWRCC #21.  TJ reaffirms this interpretation for EMPATHY in TJx95-FAQ.  Consistent practice for several years as of 08-23-24].  This rule also applies to durational Interrupts, that is, they expire at the start of the “Nominal Turn” of the Wizard who’s nominal turn is being interrupted, regardless of who is acting or what action is being interrupted (due to a chain of interrupts and so forth, or multiple simultaneous interruptable actions, e.g. SHHH!) [RH / SH clarification 11-24-24]

Counteractions occur before the spell they are Counteracting. [E6 base rules, page 3.  This has undefined implications in the case of things like EMPATHY, where the copy of the Attack disables or kills the Attacker, does the original Attack succeed?  Ruling RH 08-23-24, without debate or discussion: it does.  This is inconsistent with INTERRUPT.  This is ok, as Interrupts are a different class of magic, but this ruling should be discussed, debated, and agreed to].

Effects that expire at “the start of the caster’s turn” [general principal per E6 rules] or “start of the attacker’s turn” [per this Rule] expire before any Effects occur.  Exceptions are noted on specific cards, and are generally anomalies (e.g. ACID BATH, FUNGUS).  The overriding principle is that one round of effect should occur for each round of Duration, consistent with the actual wording on the cards. [RH clarification 08-23-24 upon silence of the rules.  Not previously debated or agreed to.  Presumably non-controversial].

The forgoing also applies to durational Features, that is, they are removed at the start of the caster’s turn before they affect anything.  [Resolves QUICK HOLE question in WWRCC #21 without debate, but consistent with these rules].

Durations are based on a “Universal Clock”, and decrement per round, not player turn.  [Overrides E6 rules, consistent with WWRCC #21].  This means that if you have FEAR or FUNGUS on yourself, and later lose a turn to LIGHTNING BLAST, the FEAR duration decrements, and the FUNGUS does its thing,  even as you lose the LIGHTNING BLAST turn.

Lost turns stack.  That means that if you are hit with two separate LIGHTNING BLASTS at once, or serving a lost turn due to TRAP! and then get zapped for another, you lose two turns [TJc95-FAQ, no precedent in memory].

Reflected lost turns are lost immediately in the case of Counteractions.  That means LIGHTING BLAST → FULL REFLECTION → no further Counteractions, the LIGHTING BLAST caster loses the entirety of their current turn, and that’s that (assuming 1 lost turn).  So, its generally a loss of half a turn, meaning that caster can’t further act that turn, or cycle cards.  This also applies in the case of INTERRUPT → cast durational spell at the entity whose turn it is.  [TJc95-FAQ, WWRCC #21; historical practice/unwritten house clarification]. 

Lost turns loop escape: A Wizard or Creature who starts their turn under a recurring “lose turn effect”, such as from a LIGHTNING IMP, may perform one action before being affected and thus losing another turn.  Possible actions are: move, play a card, cycle cards [RH bug fix from playtesting with agreement, yeah an inelegant hack; got a better idea than eliminating the IMP?  Yeah, I know, replace Lost Turn with STUN as they did in E8+.  I’m too stubborn to do that].

Lost turns restrictions:  You may do nothing on a lost turn other than cast Counteractions or make Deals [Making Deals is a House Rule and overrides the base rules which only allow Counteractions].  You may not cast Interrupts or cycle cards [WWRCC #21], see also “Interrupts”.  You may not move or otherwise use the abilities of a Minion or a Democratic Monster-style Monster on a lost turn [E6.1 rules, page 1].  Monsters that require maintenance (e.g. SHADOW) must be maintained during a lost turn [Ibid].

Lost turns, architecturally, are “Warps”.  These are affects that generally cannot be manipulated, including by things like REMOVE CURSE.  This is very long-standing custom, but was misplayed Fall of 2025.  It was agreed that they would be architecturally reclassified as non-effects, but the Rule was already in place on the Architectuer document, so no rule change at this time.  RTFR.  You can’t manipulates Lost Turns as usual for Effects.  [RH 12-05-25].

Spells cast during an Interrupt expire at the start of the player’s nominal turn who was interrupted.  This allows us to generalize the Rules for all spell types under the catchall “Spells expire at the start of the player’s turn in which they were cast”, which already applies to everything but Interrupts [RH clarification 10-14-24 upon silence of the rules.  Not previously debated or agreed to.  Presumably non-controversial.  This is already the case, either by rule or agreement, for everything but Interrupts.  Attempt to provide a simple, consistent rule.  UPDATE: More or less addressed and agreed to first paragraph of this section].


* 46.  Vases and Setup

This is an optional House Rule.

The number of Treasures need to win is increased by one over the base game (usually an increase from 2 to 3).  Quasi Treasures are added to the board in a deflationary manner, that is, if there are N players/sectors, the number of Quasi Treasures added is N-1.  Quasi Treasures are hereafter referred to “Vases”, in this and in the rest of the Rules.

The Vases are placed in a radially symmetric manner on each home sector opposite the real Treasure placement.  That is, the real Treasures and the Vases will form a square around the Home Base.  The Vases are deemed to be the same color as the real Treasures in their home sector.  

A mechanism will be provided to randomly determine if a Vase is a real Treasure or a “whammy”, respecting the probabilities above.  For example, in a 4 player game, 3 real unused Treasure counters and 5 unused blank counters can be used, placed randomly per the scheme above.  In our game, we use literal miniature vase figures and take 3 gold beads for Treasures and 5 black beads for whammies, put one in each at random and in secret, then place them as above.  (To clarify, despite the use of the word “counter” here, architecturally, these are Objects).

Picking up a Vase is like picking up an object, except that it is possible your turn won’t end.  Vases may not be picked up if a Treasure or Relic is being carried, or there are other restrictions on picking up Treasures, nor may Vases of the Wizard’s color be picked up.  This restriction also applies to the Minions of a Wizard as well.

Upon pickup, it is randomly determined if the Vase is a Treasure or a whammy, per the setup mechanism above.  If it is a Treasure, the taker’s turn ends, and it becomes a Treasure of neutral color.  If it is a whammy, a card is drawn, and processed per the “Deck Agency Mechanic”.

Except as noted here, Vases are otherwise Objects per the cards and Rules.

[Documentation of a long standing House Rule (circa 2005?), mostly the idea of CP.  Further developed by CP/RH over the years].

47.  Voluntary Damage

Some effects, such as FLAME ON, POWER RUN, and SHADOW allow for voluntary damage.  Voluntary damage may not be blocked, counteracted, or evaded in any way [RH promulgation 11-07-24 consolidating this rule from various cards in one place.  TODO: Reword the cards affected if we do a next printing].  


48.  X-Errata

Placeholder from adding new rules/errata after printing this document to avoid reprint/renumbering.

When porting from the E8.x series, a “crack” is 5 points when done to STONE (elemental, e.g. WALL), and 4 points otherwise.

Bugs:  If a bug is found in a Card or Rule, the bug is grandfathered into the current game, unless, by consensus, the bug is so egregious that a fix is needed immediately.  The fix is then applied to the next game, ether via a change to the Rules, the upcc mechanism, or actual newly printed cards [RH 12-21-25 by consensus; the “WATER CLOAK doctrine”].

49.  Big Man Effect

If, when an Opponent is being BIG MANned down a corridor (or out of a space), they hit an impassible obstacle, and there is more than one direction for them to go (excluding the one from which they came), the direction they go is chosen randomly. 

If a BIG MAN enters a Feature such as a THORNBUSH, that contains an opponent, the opponent is forced out of the feature, and any penalties that would have occurred due to entering or remaining in the feature (e.g., lose a turn) do not occur to the opponent.

If an opponent is BIG MANned into a dead end, they are forced out of the dead end, the principle with this effect being that an opponent may not physically occupy the same space as a BIG MAN, and the BIG MAN has the “right of way”.

There is no LOS through a BIG MAN, and objects may not be thrown past one.  In general, no part of an opponent may enter a BIG MAN's space (e.g. REACH THRU WALL).

Special Case:  If a BIG MAN and an opponent are in the same space with impassable obstacles on all 4 sides, the opponent is considered to have LOS to all the obstacles, and any other feature in that space, but is forced out of the space the moment one of those obstacles disappears or becomes passable.

Change: A BIG MAN is allowed to step over floor space features other than those listed.  BIG MAN will nullify SHRINK. [Consistent with TJc95-FAQ].  

See also the “Quantum Illusion Principle”.

[Overall consensus from WWRCC #21.  Language cleaned up to be consistent with Architecture [07-26-24]. Overrules TJc95-FAQ regarding random choice in paragraph 1.  Should we change this to be consistent with TJ?].


50.  Force Field Effect

This Effect can only counter Attacks or movement in which the direction they are coming from is obvious (generally LOS or in the same space).  It can be used in an Interrupt context to prevent spells being cast past you, or to prevent conventional movement into your space.  The position of the Field is undefined if the Opponent is in the same space, and can only be used to defend direct Attacks, as the defender has lost “rights of position”.  If one of the parties in a common space is forced out, the Field becomes in force on the boundary of the 2 spaces.

[Overall consensus from WWRCC #21].


51.  Flight Effect

This Effect applies to all Wizards and Creatures that can fly, either naturally or via the FLIGHT spell or similar.  In addition to the details on the FLIGHT card, flying entities can pass over Features on the floor that do not fill the entire space from top to bottom (e.g. TACKS, OOZE).  Space features with “fill” or “entire” in their title or description cannot be flown over.  

This rule will be strictly followed to adjudicate future situations (except obvious oversights), as it is impossible to list or anticipate all features and effects.  Note that DUST CLOUD was previously adjudicated to be passable by ANTI GRAVITY,  [WWRCC #21], and is passable here. [RH attempt to provide an architectural clarifying mechanic where the rules are silent;  without discussion or debate.  Consistent with ANTI GRAVITY ruling, which has also been abstracted.  Overrules previous ruling that a BUSH may be passed.  This looks like a bug or typo in wording.  We’ve allowed the BAT to fly over a THORNBUSH.  This was a bum ruling.  Needed to be fixed in the Changes document?].

Edge features are generally assumed to span from floor to ceiling (and thus may not be avoided by FLIGHT) if there normally is no LOS thru them.  [RH clarifying where the rules are silent].

Flight is not possible during an abnormal Gravity Effect such as GRAVITY or ANTI GRAVITY, and flying entities are rendered immobile unless they have another way to move (e.g., a Wizard could walk normally walk while GRAVITY temporarily cancels their Flight)

[Flight Effect introduced in E5.2, ported to E6.  Clarifying ruling of GRAVITY having precedence by RH without discussion or consensus [10-02-24]].


52.  Bad Luck and Good Luck Effects

A Wizard or Minion under the effect of Bad Luck has the Wizard to their left call out the result of any die rolls they make (before they are made) while under this effect.  In the case of Minions, this means the Wizard to the left of the Minion’s controller.  

A Wizard or Minion under the effect of Good Luck may call out the result of any die rolls (before they are made) while under this effect.  In the case of Minions, the Minion’s controller makes the call.

An ASTROLABE or the like may not be used for this roll.

[Created by RH, generalized out of MAGIC MIRROR, as this a general principle that may be reused [04-27-25]].




Appendix A:  Statistics

T25a Statistics

805 → Total number of Cards in the deck.
604 → Total non-number.
201 → Total NUMBER Cards. 

22 → Total new non-NUMBER cards added this tranche (T25a, excludes RELICS, 1 total in T25a).
17 → Total new Homebrew Cards (excludes RELICS, 1 RELICS in this Homebrew tranche).
5 → Total duplicates added (a new copy of an existing card to maintain balance, e.g. FULL REFLECTION).

(things don’t balance by a few sometimes to to the out of band mechanisms to add RELICS)

T25 Statistics

772 → Total number of Cards in the deck.
579 → Total non-number.
193 → Total NUMBER Cards.

118 → Total new non-NUMBER cards added this tranche (T25, excludes RELICS, 5 total in T25).
33 → Total new E8.1 Cards (excludes RELICS, 0 RELICS in E8.1).
34 → Total new E8.2 Cards (excludes RELICS, 3 RELICS in E8.2).
26 → Total new Homebrew Cards (excludes RELICS, 2 RELICS in this Homebrew tranche).
25 → Total duplicates added (a new copy of an existing card to maintain balance, e.g. FULL REFLECTION).

(things don’t balance by a few sometimes to to the out of band mechanisms to add RELICS)

T24 Statistics

577 → Total number of Cards in the deck.
433 → Total non-number.
144 → Total NUMBER Cards.

96 → Total new non-NUMBER cards added this tranche (T24).
60 → Total new E5.2 Cards (excludes RELICS, 16 RELICS in E5.2).
36 → Total new Homebrew Cards.
20 → Total duplicates added (a new copy of an existing card to maintain balance, e.g. FULL REFLECTION).

(things don’t balance by a few sometimes to to the out of band mechanisms to add RELICS)

Reference Note (update this one each new tranche):

For reference, there where about 410 cards in the T12/E8 port (first homebrew printing), so about 390 cards have been added in total since then (T21, T24, T25, T25a).

Process Notes:

NUMBER cards are added to keep the ratio of NUMBER to total cards at about 25%, and a weighted average of about 3.29, which are the historical E6 averages.  It is noted, that starting in E6.1 and continuing, these ratios have skewed.  Each time I have added stuff have made it a point to maintain these ratios, and have done so again here.

Each non-NUMBER Card is classified into one of 16 categories (a RELIC is classified when added to the game via the JOKER mechanic).  The goal is to add cards while maintaining these ratios to historical norms.  This is so we don’t get too much clutter and not enough ways to remove it, or vise versa; Attacks, Counteractions, STONES, mobility, and so forth.  This can be hard, especially when we have too many of a type, as the remedy is to either remove cards, or add tons of cards in other categories to balance it, neither of which I want to do.  A NUMBER card is added for every 4 RELICS added.  

On this point, I shoot for a variance of less than 50 basis points.  When some categories are 3% or less, even a 30 basis point variance seems large to a purist.  I’m optimistic that this will not change the feel of the game too much.  In this case, I hit this target in 15 of 16 categories (for T24).  The one I missed on is TRAP!, given the large number of traps added by E5.2.  My remedy, in this case (T24), was to weaken some of the TRAP!s in the E5.2 set.  I did this for 2 or 3 of them.  These will be marked with a ** code.  For T25, I again hit 15 of 16, with Monsters being high (variance of 1.23%), and while Counteractions hit in both categories (major and minor), in aggregate they were a bit high.  Monsters were high due to E8.2 being Monster themed.  I did not apply a remedy for T25; I think this will be fine,  but we’ll see.

I also classify some cards as “insta win”, meaning you can use them quickly to win and no one will see them coming.  For example, POWER RUN.  The historical ratio is 2.37%, while T24 pushed this to 3.00%.  The nominal goal for this is 2%, so this is high.  This arises from the decision to add the E6 era SWAP HOME BASES card, as well as some of the E5.2 cards being powerful.  T25 drops this to 2.68%.  Next tranche (which will be small), will not add insta win cards.

I also specifically track door manipulation stuff, DISPEL CREATION, and REMOVE CURSE like stuff.  These ratios did not change materially in T24 and T25 (cards were added to make it work in these tranches).


Appendix B:  Resolution of TJc95-FAQ

The following resolves the Rules clarification by TJ in the ‘95 FAQ with what we do where there are differences.  This is an 11 page document, most of which we agree with, but it is important to document where our Architecture and Rules varies with these clarifications.  Note that TJc95-FAQ does not have the force of Rules.

Rules Clarifications

Creating Objects: This clarification correctly reiterates that Creations may not be created on a home base [E6 base rules].  However, it goes on to claim that that feature may not be moved or swapped into a Home Base (such as via things like TRADER, TELEPORT, and SWAP), as doing so is “tantamount to a creation”.  We reject this clarification on both interpretive, common sense, and historical practice grounds [RH 10-09-24].

Teleporting into Obstacles: Not a specific clarification point in the document, but several cards’ clarifications suggest that TELEPORTation and similar into extant features is disallowed by the same principle as above.  We reject this interpretation for similar reasons, and do not note our override in each card resolution below.  That is, it is fine to TELEPORT and so forth into extant Features unless otherwise specified.  [RH 10-10-24].

Dumping Cards and Physical Objects: This clarification suggests that you can discard physical Objects.  It is not clear whether this means before or after instantiation, or both.  Our mechanic allows discard before instantiation (from your hand), but not after.  I believe that this is consistent with informal historical practice, and it has been codified here.  Also note that our mechanic formally introduces the concept of instantiation.  It is unclear whether or not this is a technically a rule change, but it probably is.  We believe that this mechanic is in the interest of common sense and playability.  [RH 10-09-24].  I also believe our mechanic is consistent with the E4 Rules (which is actually the edition where I learned the game).

Magic Sticks [Wands]: This clarification suggests that “these don’t have to be displayed”.  We reject this interpretation based on our instantiation rules.  [RH 10-09-24].

Magic Stones: This clarification suggests that “they may be discarded as cards even after used and displayed”.  We reject this interpretation per above: “Dumping Cards and Physical Objects”.  It also suggests that they may be displayed out of turn.  We reject this interpretation on playability/architectural grounds. [RH 10-09-24].

Monsters: This clarification suggests a definition of “Monster”, and clarifies certain features as Monsters or not.  We reject the clarifying definition in favor of our own, tho the differences matter little in practice.  We reject 2 classifications, ALTER EGO and KILLER OOZE.  These are not Monsters by our historical custom, (tho making ALTER EGO a Monster may make sense, the reason not to do so is that all Monster creations are an Attack, which they should be, while ALTER EGO is a Neutral, as is KILLER OOZE).  In our architecture, all Monsters will be explicitly labeled as such on the card, and subject to our architecture.  [RH 10-09-24].

Players as Objects: This clarification suggests that there is confusion as to whether Players (Wizards) and Monsters are Objects, and that this is ill-defined in the rules and will be defined going forward.  The clarification asks us to “use common sense and house rules”.  Our architecture clarifies this – Wizards and Creatures are not Objects, tho cards like DRAG and others may specify object-like behavior.  While these cards add to the confusion, they shouldn’t, as the overriding principle is that specific cards override general rules and architecture. [RH 10-09-24].

Card Clarifications

ADRENALINE:  This clarification suggests that ADRENALINE does not allow multiple attacks from Objects that say may only be used once per turn.  This is a conflict with general architecture and a “wart”.  I would overrule this, but respect the warts.  This will remain an open issue.  I don’t recall this coming up in practice.  [RH 10-09-24].

AMPLIFY:  This clarification suggests that AMPLIFY can double the damage from effects such as SLOW DEATH.  We reject this interpretation to remain consistent with our house rules, which were codified before this clarification.  It may make sense to adopt this clarification, but not now.  [RH 10-09-24].

BIG MAN:  This clarification works on the BIG MAN rules, and is mostly consistent with our “Big Man Effect”.  There is nothing major here, and our house rules overrule this clarification.  [RH 10-09-24].

BLIND:  This clarification suggests, among other things, that if the spell goes the wrong direction but the intended distance, that it does not affect any target it may hit.  We reject this clarification, as it is inconsistent with the plain language of the card.  [RH 10-09-24].

BRAINSTONE:  This clarification points out a loophole that we have never exploited (tho I have thought of doing so many times).  TJ allows the loophole to stand.  I added wording to the card to close it, to remain consistent with historical practice.  [RH 10-09-24].

CLAW OF MARS:  Same situation as AMPLIFY (qv).  [RH 10-09-24].

DISEASE:  This clarification suggests that DISEASE is a Self Neutral while moving into an Opponent while being the carrier is an Attack.  TJ admits that this card is “confusing”, and problematic with core base rules (and I can think of other examples).  He suggests that it is “supposed to be that way”.  Making this change, while it would be in keeping with TJ’s intent, is too material after we have made and codified our own interpretation and played it for a long time (and is also cleaner w.r.t. to the base rules/architecture).  Multiple exceptions to the very core rules should be made with a compelling reason.  I table this for now.  [RH 10-10-24].

DOOR-TO-DOOR:  This clarification suggests that the FEAR radius goes thru one door and out the other end of the Warp.  This clarification has been abstracted into the Architecture for all Warps and all radii via the “Orthogonal Radius, Movement, and Infinite Wrap” Rule.  I don’t recall this ever coming up in actual play, but with more Warps and more radius effects being added, it might.  [RH 10-10-24].

FEAR:  This clarification makes 2 suggestions: 1) that FEAR trumps GO AWAY and UGLY, and 2) that cards such as TELEPORT must be used to escape the radius if simple movement does not.  We reject the second clarification via the “Quest Presumption Principle”, for reasons given there.  I reject the first suggestion given that no reason is given for FEAR to win, and that such a suggestion should be implemented in the Architecture if possible, not by hardcoding lists of cards (tho there is plenty of other hardcoding going on, from us and TJ).   I believe that this is a case where the Precedence Rule would handle all and future cards in this situation.  That said, we will give FEAR a low precedence number by hand to honor TJ’s interpretation architecturally. [RH 10-10-24].

FIRE IMP:  See KILLER OOZE.

IDIOT:  Several clarifications are offered with this spell.  We stick with our own, as they are time-tested and known.  [RH 10-10-24].

ILLUSION WALL:  This offers several clarifications, most of which are consistent with our Rules.  However, it also suggests that there is no LOS thru an ILLUSION WALL, even if you believe it is fake.  We reject this clarification on the grounds, per the “Quantum Illusion Principle”, that the wall does not exist for non-believers, therefore there is LOS thru it.    [RH 10-10-24].

KILLER OOZE:  We reject the interpretation that this is a Monster, for reasons stated above (we are consistent with the other clarifications).  Therefore it is not an Opponent.  Therefore IMPs and so forth cannot attack it.  [RH 10-10-24].

LOADSTONE:  This offers an interpretation that TELEPORT OBJECT may not be used on LOADSTONE.  This makes no sense, and the reason given makes no sense.  We therefore reject this interpretation.  [RH 10-10-24].

PSYCHIC STORM:  We use the FF (E8) version of this card, and the suggested clarifications do not apply.  [RH 10-10-24].

SLOW DEATH:  The clarification that the effect of each card drawn is a separate Attack instance is rejected.  See “Damage and Attack Aggregation Principle”.  [RH 10-12-24].

** TELEPORT OPPONENT:  The clarification suggests how to handle REFLECTION, tho in my judgment the clarification is incomplete.  [I have made it complete on the card, without debate, tho it is expected that this Rule change would be non-controversial.  While TJc95-FAQ does not have the force of Rules, this change is a Rule change inspired therefrom.  RH 10-12-24].

TINY SWAP:  For reasons and principles articulated above, we reject the clarification that swapped Objects cannot occupy the space of extant Objects in a destination space.  [RH 10-12-24].

WATERWALL:  Several clarifications are offered.  We agree with some, while rejecting others, based on historical practice.  We retain our interpretation as written on the card.  [RH 10-12-24].


Appendix C:  Wiz-War Editions

List of known Wiz-War editions, what we have, what we used, what we need.  “Cards in Edition” and “Cards Used” do not include NUMBER/Energy cards.  “Cards is Edition” is unique/total; “Cards Used” is unique count used in our game.  Cards in multiple editions are double counted if used in later editions (e.g. ANTI-ANTI in E8.2).  Note that starting with E8, there is no evidence TJ wrote the cards, tho it is likely that he wrote some of the E8 cards, and likely not for the new E8.1, E8.2 and E9 cards, tho some of the E9 cards are originals.  We use that identifier TJ for E8.0, and FF for E8.1 and E8.2.
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  Edition:  E1-3;    Card ID Code:  NA;    Year:  1985

 Cards in Edition:  NA;    Cards Used in our Game:  NA

 Usage:  We don’t have this, and did not use anything from it

 We want some of this for completeness, and one card (MAD
 WIZARD), which we believe is here.  These are very rare
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  Edition:  E4;    Card ID Code:  NA;    Year:  1985

 Cards in Edition:  68/90;    Cards Used in our Game:  NA

 Usage:  We cite a few rules; all cards superseded/accounted for

 We have a complete set of this edition


[image: ]
  Edition:  E5/E5.1;    Card ID Code:  NA;    Year:  1988/1991

 Cards in Edition:  ??;    Cards Used in our Game:  NA

 Usage:  We don’t have this, and did not use anything from it

 We don’t need this, all cards accounted for one way or another; some cards had a different name in these editions, and are listed in the manifest as E5/E5.1; all renaming by TJ based on photo evidence on Ebay; see the manifest -- look for E5/E5.1 




[image: ]  Edition:  E5.2;    Card ID Code:  E5.2;    Year:  1993

 Cards in Edition:  88/88;    Cards Used in our Game:  68

 Usage:  Most cards and some rules, but not the 16 Relics in this cut

 We have this, and it is rare, only 500 copies produced.  Produced 
 without a box
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  Edition:  E6;    Card ID Code:  E6;    Year:  1993

 Cards in Edition:  70/91;    Cards Used in our Game:  70

 Usage:  E6 rules and cards are the core of our game

 We have a complete mint set of E6 cards and other components, as
 well as the used components.  
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  Edition:  E6.1;    Card ID Code:  E6.1;    Year:  1993

 Cards in Edition:  59/61;    Cards Used in our Game:  57

 Usage:  See above

 We have a complete mint set of E6.1 and components as above

[image: ]
  Edition:  E7;    Card ID Code:  NA;    Year:  1997

 Cards in Edition:  ??;    Cards Used in our Game:  NA

 Usage:  Not used, E7 seems the same as E6 except for artwork

 We have a complete mint set of E7 cards and components, but the
 boards are warped.  Box claims E7.1/E7.2 exist; never seen them
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   Edition:  E8;    Card ID Code:  FF;    Year:  2012

  Cards in Edition:  89/152;    Cards Used in our Game:  85

  Usage:  Mostly cards, ported, few rules cited

  We have a complete unplayed set
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   Edition:  E8.1;    Card ID Code:  MC;    Year:  2013

  Cards in Edition:  34/61;    Cards Used in our Game:  33

  Usage:  Cards ported and printed, card count is uniques

  We have a complete unplayed set

[image: ]
   Edition:  E8.2;    Card ID Code:  BF;    Year:  2014

  Cards in Edition:  40/65;    Cards Used in our Game:  37

  Usage:  Cards ported and printed, RELIC rule imported;
  TOTEM Feature ported and imported, ENERGY Cards 
  (E8.1 actually) ported and imported

  			  We have a complete unplayed set


[image: ]  Edition:  E9;    Card ID Code:  SJ;    Year:  2023

  Cards in Edition:  78/106;    Cards Used in our Game:  1.5

  Usage:  Almost all cards are E6 rewrites/renames or unportable;
  some rules color interpretations; it changes ROTATE SECTOR
  to allow 180 degrees, we merge this in under code M

                                We have a complete unplayed set




Appendix D:  Inventory by Box We Own

· E4 Box → seems complete, tho box has badnesses

· E6.1 Box (1) → E5.2 + TJc95-FAQ + TJ writeup of revision history

· E6 Box → complete mint E6 + E6.1

· E6.1 Box (2) → cardboard parts, used E6 & E6.1 cards from old playing days + some homebrew prints

· E7 Box → mint cards and boards, counters used in current game, may bring them back if we buy E6 version counters.  Has unused tokens we may repurpose.  Warped boards offer limited resale value.

· FF Base → complete mint

· FFMC → complete mint

· FFBF → complete mint

· SJ Base → complete mint except life wheels are used in our game


Appendix E:  My Wiz-War Journey

· 1985/1986: I first played Wiz-War with a group known as the DAM Gamers, named after its founder, Dave.  We played the edition in the little brown box (E4), and rotated between this and mostly Avalon Hill games in those days.

· c1989: DAM Gamers collapsed, and me and a couple alums (Ray and Jim), formed a new group, where we alternated between board games and role-playing.  Jim was more of a war gamer and not much into role playing, and he is the one that kept Wiz-War in the rotation on the board game night.  Towards the end of this group’s run (1993), he brought in the E6 edition.  I will forever thank Jim for keeping this beautiful game alive in my life.

· 1993: I introduced the game to my wife (LH), and my best friend from work (CP), and they both loved it.  I remember playing at work after hours with CP when we were both on call for technical support, where we also played forgotten games such as Cosmic Wimpout.  We also played in flight on business trips where we would fold down those seat back trays to hold the boards.  Some of my best Wiz-War memories.

· 1993+:  LH, CP, and I would play once a month for years.  Alot happened over this time.  I bought the E6.1 expansion and merged it in, but noted that the ratio of new cards, powerful cards, and NUMBER cards was different than the base E6 game.  While obviously not a stroke of genius, I started tracking ratios of the these things so as to keep the flavor of the base E6 game, a process that continues to this day and now has become complex.

Also at this time it became a “rules debate” game, something virtually no gamers want to deal with.  But we collectively decided that the cards and rules would be interpreted literally, rather than based on “common sense” or “intent”.  The rules debates became a source of unending fun, as they represented logical thinking and really, true wizardry, as to how to combine the cards to get the effect you wanted.  We started documenting the outcome of our decisions in a document known as WWRCC #X, and created an ecosystem of precedents for future debates.  (I was also playing a game called “Nomic”, at the time, an online game which is 100% rules debate, and I was considered one of the best players in the world (an admittedly very small field), so this was right up my alley).

· ~2000s: The game started to get stale among the 3 of us, as the years rolled by.  Nothing new was coming out of TJ, at least that we were aware of.  I’m generally a traditionalist and was fine with it, but CP came up with all sorts of ideas to inject life into it.  He came up with fan sectors, including a triangular sector and a field sector with a dragon in the middle, which would throw the top card of the deck at whomever came into LOS with it (from which our Deck Agency Mechanic house rule comes from).  He came up with the Treasure/Whammy concept (from which our Vases and Setup house rule comes from), and bizarre sector configurations such as a line with only natural mobius and a “one” where all wizards played on a single sector and had to get their own treasures to the middle.  I loved this idea, but LH hated it, so me never played it so much.  I felt it injected a cool and different tactic into the game.  In any case, CP was the creative force that kept things going.

· 2006: SH started playing with us at the age of 8.  He took to it, and brought a different approach to playing, and also took to the rules argument aspect, challenging, correctly so in some cases, the assumptions of our ecosystem and interpretations.

· 2012:  CP bought me the Fantasy Fight reboot (E8/TJ12FF).  This was the first new thing since the 90s.  I had to sort out how to deal with it.  My impression of this game was that the artwork, design, production was absolutely beautiful (and I still feel this way), but that it sterilized the game, taking out all of the quirky Jollyisms and his more offbeat ideas (Interrupts, Traps), that made it cool.  I could not see this game being fun, in and of itself, being so used to playing E6 and its ancestors, the pure Jolly stuff.

I decided to merge the 2 card sets, but keep it based on the E6 architecture.  This presented a number of challenges, the most obvious being reprinting all the cards on common stock.  I decided on using business cards with a parchment style, while putting all of the cards into MS Word.  I handled the porting of the E8 cards to the E6 rules, and set up a database of all the cards (with 16 classifications of card type, so when new cards were added, the ratios in E6 of these factors were maintained) while SH handled the printing and production of the cards in MS Word.  I also came up with a mountain of homebrew cards, written as best as I could, in the Jolly tradition, and added them.  This became the tranche known as RH12.

· This went really well.  All the new cards, and all the new combinations, and all the new interacting effects really injected life into the game for us.

· 2021:  I had forgotten about this project for a while, as the game was doing fine over the years, but I wanted to revive and document better the production process.  I had written only about 10 new homebrew cards over this 9 year span, and was not paying much attention to what was going on in Wiz-War land.  So SH and I revived to print these 10 new cards, just as an exercise really.  We could not get the card backs to come out quite right, and that was the end of it.  This small tranche became known as RH21.

· 2024:  The business card stock we were using began to fail.  Moreover, the provider of the stock was out of business, so the project had to be redone from scratch.  Also, the rules clarification document was starting to get out of control, with many general concepts being repeated on specific cards.  I had also written a ton more homebrew cards.
  
· I decided the reboot of the project would have the following goals – a) a new, more artistic layout of the cards, using icons and stuff, b) the cards professionally printed, c) a documentation of every known version, and every known official card, d) an architecture document (this beast) that separates the generic from the specific, with the specific being inline on the cards, e) keeping historical card type ratios, f) easily repeatable and documented process, and f) most importantly, keeping the Jolly vibe of the E6 game, while being a completest trying to bring every known card in to our game.

· And, I think it ended up reasonable, except for my dodgy artwork and design.  In researching the versions, I came across the very rare E5.2 expansion, which has cards that are in no other versions (Jolly only made 500 of these). So, the tranche known as T24 became a port of the E5.2 cards and a mountain of homebrew cards to the deck.  CP also bought me E9 (SJ23) for Christmas; this was such a disappointment, in terms of artwork and moving things forward, I think I only used one or two cards/ideas from this set.

· I handled the artwork, design, writing, and database, while SH handled the production and generating printer ready images (the hardest part), while LH handled the copy editing of all non TJ cards, all tranches.  It was a really fun family effort.

· 2025:  All that was left to do was port the E8.1 (FF Malefic Curses), and E8.2 (FF Bestial Forces) to our E6 game. Plus, another mountain of homebrew cards and bug fixes to the cards and architecture after a year of playtesting and rules debates.  So, that became T25.
  
· It is believed, that in our game as of T25, only one official card is not accounted for.  Our deck now has 504 unique cards, or 772 cards if you count duplicates and NUMBER cards, but more importantly, represents a history of Wiz-War in the Jolly tradition, and each game, if you play only 10% of the deck in a sitting, represents brand new experience each time.  Stats as of 11-09-25.

· 2025a:  Late Fall of 2025, we created T25a, which was a handful of new homebrew cards, bug fixes, and edits.  The main purpose of this tranche was to document/clean up the production process further before forgetting it.

· 2026+:  I have a lot of ideas and further goals, including a full re-edit, professional design and card artwork and other pipe dreams, and a handful of homebrew cards that did not make the last print cut.  My real goal is to keep our game moving towards a modern design, while keeping all the nooks and crannies, Jolly coolness, and overall wizardry.  Stay tuned.
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