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The greetest sorceners of the kingdom have gathered at the heart of the Argos forsst,
where the legendary toumnament of the 12 seasone iz taking place. At the and of the three
year carnpetition. the new frchrmage of the Kingdom of Xidit wil be chosen from amang
the cormpetitors.

Take your place, wizard! Equip your encestral magical items, summon your most
faithiful farniliars to your sde and be ready to face the challange!




There are a total of 20 ssason dice, dvided among four colars. The blue dice are
for winter, the green for spring, the yellow for summer and the red for fall, A the
beginning of each rourd, the dice cormesponding to the current saason are rolled.
Each face of a die offers players ane or mare actions to parform. They also
alkow players to determine how many spaces the ssason marker moves on the
=eason whesl at the end of the round.

Shoaws the mumber of crysfals posssssed by each player.
The crystals allow the players to:

# Summon ard actvate some power cards.

@ win 2= many prestige polnts [victory points) as
crystals owred at the end of the game.

ITS TOKENS

The gama board = divided into three pones:

@ Theyear track, with a token that indioates which year

k= currently being played (1=, 2, ar 3 year). The
game ends at the end of the 3rd game year,

@ The season whesal, with a seasan token that
Irdicates wihat the ssason of the ourrant round is
ithres blue spaces for winter, three green spaces
for spring, three yellow spaces fior summer, and

k2 finally thres red spaces fior fall].
@ The energy ftrarsmutation chart shows

bow mamy crystals each energy type can
be trarsmuted Into with the appropriate

action, depending on the season,

Eadh player has the four sorcerer tokers of thelr color. They
are used o show:

& the number of crystals each player owns, on tha
oystal track,

@ the level of the summaoning gauge of each player on their
iredividual board.

@ the rumbsr of bomuses wsed by each player on thelr

iredfwidual board.

Each player has an individual board, which |s divided into thres distinct zones:

m Tha erergy resarves allow the players to keep the anergy tokens they've
acquired during the game, to a maximum of seven.

EI The summoning gauge Irdicates the measdmum mamber of power cards a
player can have In play.

ﬂ The borus track allows a player to gain advantages during the game.
Hinwewer, that player will lose prestigs points at the end of the game,



There are B0 different power cards, with two
: The and thecard number. The
coples of each. Thay allow players to: E ITEWMII 14 30 are bk
@ win prestige polnts at the and of the game. cards, which are |deal for playing games
with rners; the cards numbered 31
& iz A ghadi ol A mm.;heglﬂlﬂmmemmﬁﬂm'diam

s ara ideal to refresh your games.

They are divided Irto two categories: ot
- magikcal fteme, which have purple top and a mEt’Ft:uf E[!} uf;em'dhﬂmﬂr.g
bottom borders, whose effects only berefit Wt {2 i fent b e,

thair owners

- familiars, which hawe orange top and
bottom border, whiose effects apply to
multple playars,

A power card b5 diided Imto 8 number of manes:

The name of the card.

The summaoning oost In enengy and!
or oystls. When the symbols |
appear, they indcata the cost of the
depending on the mumber of players
ftwa, threa, or four).

ED The ettect(s) of the card, ance it enters
play.

The prestigs polnts the card Is worth at
the and of the gama.

# ERERGY TOEENS

There are four types of energy tokans: air, water, fire, and
garth. They are more ar less rare deperding on the seasan.
Energy tokens allow playars to:

@ summon and activate some power cards.
@ earn crystals through fransmutation.

The library tokens indicate the power cards that refil a . i =
player's hand during the second and third game year. o @ O I
@ @ \ AE ! Werer F:;:E Eag™H |




First, sefoct nine power cards af the same fime
25 your opponenis. Choose them carefully ax they
will heawlly Impact the rest of £he game.

Then ged used to the passing seasons ln arder o make the most of
the sctlons offered by the dice during sach round! Gaiber snergy,
summon famillers and magic $ems, amass enough cryvials, symbals
of prestige, and become the kingdom s most Flusidous mage.

B Flace the board in the middle of the table.

B Place the year token on the space numberad “1" of the year track
and the sesson token on the space numbered "1" of the season
wheel, as ghown.

ll With two players: place thres dice of each coor (chosen randomby) in
the cormesponding spaces.

=,=,= With three players: place four dice of sach color {chossn ran-
durnily] in the corresponding spaces.

nn With four players: place all five dice of sach colar in the cor-
respording spaces,

B Place the crystal track next to the garme board.

W Placa the energy tokens next to the crystal track, this is the energy

stockpile.

[ () CHOOSE THE GAME'S DIFFICULTY LEVEL

Cirze o kenowe the rules for Seexsons, use thizs section in order to customize
the difficulty lavel of your games, depending on whether you're a beginner
ar a weteran.

B Apprentice Wizard level (beginner tevel)

The =tep In which players choose thelr nine cards during the first phasa of
the game [the prelude] can be diffioult during a first gamea,

In order to maka the game eas|er to leam, we'we sat up " pre-corstructed” sats
aof alne power cards. Instead of taking step 1 of the first game phase, eadh player
gets a set of nine predefined cards from those presented below.

- Set pumber one: ke the cards numbered 1.2,7,17,18,20,26,20,30.

Set number two: take the cands numberaed 3.5,9,14, 15,21, 23 25 28,
Set number three: take the cards r:lmh-afedd E7T912 16,22, H,EII'I.
Set number four: takea the cards numbered 1,2,2,11,13,15,18,25 2T,

Return to the box the cards numbered 31 throwgh B0, The malrdn.g cands

farm the draw pil=.
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Each playar then begins the game drecty at the “Constructing your deck”
step of the prefude, The rest of the nales remaln unchanged.

¥4 magician 1evel (intermeaiate level)

Dwring subsequent games, we suggest you anly play with the power cards
numbered 1 to 30 and leave those numbered 31 to B0 in the box. Thesa
cards have easy to grasp effects and will allow you to slowly discover the
world of S=asons.

EI Archmage level (advanced level)

Once you are ssasoned mages, you will b= able to Include,
i addition to the cards numbered 1 through 30, the power
cards numbsred 31 through B0 These cards have more
complex effects than the bask cards, but will allow you to

) A exterd the fun of playing by dscovering new effects and
1 ot :aﬂ'.l combinations.




Each player then chooses an indmvidua board. They place that board in front
of them and take the four sorcerer tokens of the same color 2= thelr indin-
dual beards.

They place:

B one token on the zero space at the bottom of the crystal track.

B one tobken on the second zero space at the top of the crystal track. This

token 18 to indicate hundreds when a player goes over 100 copstals,

B one token on the pero apace of the bonus track of their indnvidual boerd.

B cne token on the zero space of the sumrmoning gauge of their indvidual board,

Each player tekes a Library |1 and Library 111 Token. Take all of the power
cards, shuffle them and ded nine face-down to each player. Place the rernal-
rling cards nest to the game board. These form the draw pile. Keep a space
nent to them for discarded cards. The cards which are discarded or sacrificed
during the game will be placed thers face down.

I &t any point the drew pile is emnpty, reshuffle all the cards in the discard
pile. These cards will form the new draw pile.

The youngest player goes first.

Semenrs takea place ower two distinet garne pheses,

B In the first phess, called the preluds. the players choose nine power
cards. These will determing their strategy for the second garme phass.

B In the second phase, called the tournarment, the players have three

years to acquire &= many prestige poirts a2 they can and thus claim the
title of Archmage of the kingdom of Xdt.

U First game phase — The Prelude

I - Choose your nine powWer cards

Each player looks at the nine power cards which were handed to thern.
From those cards, they chooses one and place it face-down in front of therm.
Thie rermaining cards are placed between them and the plaer to their left, &=
ghicwm in the lustration below

Once all players hane done this, each player picks up the eight cards gven
to thern by the player to their Aght. Onece again, they chooss one, which iz
placed face-down with the first card selected. Players repeat this untl no
more cards are left to be chosen. At the end of this phese, sach ploaper will
have nine face-down power cards in front of them.

IT - Constriciing your deck

Frorn the nine power cards chosen, each player should sssemble thres sets
of three cards each. The first set immmediately forms the player’s hand, as it
corresponds to the cards with which the players will begin their tournament.

The sacond sst iz placed under the Library 11 token and will be added to
the player’s hand during the second year of
the tournarnent. As for the third set of power
cards, it is placed under the Libragy [1] token
and will be added to the players hand during
the third and final year of the tournament. At
any poirt during the game, players can look
at the power cards they've selected.

[P T OT% some power cards hawve effects that are more important
towards the end of the garme. |'s therefiore better to place them under the
Library [l token and not cotter your starting hard with theen. Other cards
have interesting combination effect=. & would thus be better to play thern all
in the sarme year in order to take adwntage of that fact.

U Second game phase - The Tournament

The tournamernt tmkes place over multiple successive rounds. at the end of
wihich the wirmer of the garme i chosen.

I - Beginning of the round

m Aol the season dice

The first player of thie round takes the season dice corresponding to the curret
round's seemon, @ indcated by the sesson token. and nolls theon.

Lo finmie the youngest player should be the first player during the
first round.

Exampie: a two-plaper games begine hetween Fawl and Laa. During the first
rovnd, the ssason tohen is placed on space "1 of the season wiheel, widch

indicates tat the round takes place in winter The first player, Faul, then tafes
the biue dice and rolls them.




m Chooalng your season die

Each face of the dice is made up of one or more symbols. Each symnbal
corresponds to an action that a player will be able to take during their turn.

Frorm among the dice rolled, the first player chooses one and places it in
frant of them.

Then. the player to their left does the same while taking one of the rerna-
ning dice. This {s repeated until sach player has chosen a die. There will be
one die rernaining on the table, which hes not been selected by any player.

The players’ turns rmay now bagin.

B @ 935

Exampie: Fawl has just rolfed the 3 Bue dice comespondng to winter, He
tafves one and places it in font of fim. Lea, fus opponent, cfooses fers from
among the two remaining There's then one dis le=ft, whidy neither of the
[plapers fas diosen,

L i since there's dways o number of dice presant squal to the
nurnber of players plus one, the last player of the round aways hes a cholce
betwesn two season dice.

IT - Players’ iirns
Onice each player has chosen their sesson die, sach player takes their turn in
order, starting with the first player and procesding clockwiss,

A player can take a2 rmany actions &s desired during ks or her turn:

[[] perform the action(s) of their season dis.
] surmmonfactivate one or reore of their power cards.
[] use ore or mors bonuses from their individual board.

m The actions linked to the season dice
On their turn. a player must take the action(s] offered by the season die
they'we presiously chosen:

Q Galn energy tokens: when one of these symbols B present on a die
m chosen by a player, that player gains the type of energy shown. The
ﬂ player takes from the stockpile the number and type of energy shown

on the die and places it [ thern] in their reserve. Depending on the seeamon
@ of the current round, some energy types will be more or less abundant.

[y maisa at no point can a player have more than seven energy
tokens in their reserve. [f a player dready hes seven energy tokers and & new

action would grant thern new ones, they may keep only seven from among
their tokens, and that decision must be made before toking any new actions.

Example: Faw has dusen this die. He thus places in hE resenve two sartlh
energ) tokens from the stodols .

ﬁ Galn crystals: when a numbsr 8 present on a die chosan by a player,
that player gets e many crystals as the mumber on the die. That player
maves their sorcerer token along the crystal track a number of spaces equal
to the number of crystals earned.

Example: Fad fas dwsen e de
He thies phoes i fs nemave two earth
gy tokens from the sodple and
moues fis sorpens tofen one soaceon e
ay=ial tradt of fis it ual board

ﬁ Increass thelr summoning gawge: when this symbal {2 present on the
die chosen by a player. that player increases their surnmoning gauge by one.
Thi= gauge indicates the maxirmurm number of power cards & player may
have in play. The summoning gauge of each players is hrited to 18,

Example: Paul fas dsen this de. He thus
paces In his ressree two sarth eneng) tokens
from the stockpils and mowes fds soncensr

toen one space on the summoning gaugs of fis
indivicial board




O Draw a card: when this syrobal is present on the die chosen by a player,
that player drewe a power card. The player can then keep it in their hand or dis-
card it. Thene iz no kmit to the number of cards a player can have in their hand.

@ Transmute enargy tokens: when this symbol is present on a die chosen
by & player, that player can tramsform one or more of their energy tokers (of
ome or rnore types] present in their reserve into crystals, and they have until
the end of their turn in which to do so.

In order to determine how many crystale sach energy type can be trars-
routed into, the player chedks the transmutation chart present on the game

beard. Thizs shows, depending on the season, how many crystals sach energy
typ= can be transrmuted into.

The transmutation rate for energy tokens depends on the seeson and B
thus separated inbo four zones. One corresponds to the rate of energy tokens
during winter, ona to the rate of energy tokens during spring, another to the
rate of energy tokens during surnmer, and, finally the last one corresponds to
the rate of energy tokens during fall.

The energy symbals present on the outer crcle alweys transmute o
a single crystal, the energy symbol presant on the central circle into two
crystals amd those present on the inner drele into thres crystals,

A player who B using traremutation chooess the snerqy tokens they wish to
tmrarmute from thelr reserve. They then refer to the traremutation chart of
the turn's seemon. in order to decids how marny crystals of each ensrgy token B
trrarmuted. The player then rmowes their sorcerer token an the coyotal track a2
rriary spaces &8 cryetal samed. The tmnarnuted ensrgy tokens ane discardad.

o%%"._' i

Exsrmpile: diringa winter nound, Paw degides totransmute one fine enengy iDken
and two sarth enengy tofens. Durig this smson, fre suengy tofen ransmutss
into two crystals sady, wille @rth sengy tofens taemuies hin thres oysial
aacty, Paw discands fus fires eneng) tofens, gets sipft gysals and moves fis
Sorpener tofen as many spaces on the crystal tradk & opstals samed

mm%‘mﬁnﬂm‘ action iz walid until the end of your
turn. You may therefore transmute energy tokens from your reserve, take
another action, and then perform another trarsmmutation.

m The actions linked to power cards: summoning and effects

1- SUMMONNING & FOWER CARD

The power cards have many effect=s on the procesding of the garme.

In order to use their powers, they rmust be surmmoned, meaning be brought
Irto plag. To do this, & nurnber of critarda must be fulfilad:

B their sumrnoning costs must be paid, meaning a player must discard the
type and amount of energy andior crystals required by the power cards
SurnrnCring oost.

B have an summoning gauge full enough to sumrmon them. Thus, tosum-

rnom a second power card, a player's sumrmoning gauge rmust be set to
ot least two,

Ornice all thess criteria have been met. the power card B summoned and =
considered to be in play. Thie card is placed face-up in front of the players
indmvidual board. The player who has just summoned it then reads e effacts
to hiz or her opponents, so that all players are awars of ite sffects,

B rultiple cards can be surnmoned during a turn. as long a2 the prersqui-
sites presented above are reapected.

B a player can have the same power card in play twice: the card's effect i=
curmiulative.

B there s molimit to the numbsr of power cards & player can have in hand.

W if the effect of & power card breaks ane of the game's rules, the cards
effect takes precedence.

B an appendix detailing the effects of the power cards is at the end of this
booklet.

B A card put irto play for free B not considerad to have been sunmmmoned




Exampie: Faw' wants tosummon fis Hand of Fortune power cand, First, fe
mahes sure that fie has a summoning gauge high enough to summon 8 new
@nd, He curently has three cands in play; fs aummoning gauge (s at four, and
fe can thus summon 3 @rd, He then pays its summaoning oost by dsmrding
e enengy token of sarth, one of fine, one of air, and 3 crystals His Hand of
Fortune is pow summoned, paced fae wp above fe ndvidual boand,

2 - THE TYPES OF EFFECTS OF POWER CARDS
The type of effect of the power cards deterrine ot what time the effect of
the card which hasjust been put into play rust be resclved. There ara thres
different aptions:
The “when entering play” effects: the card’s effect trigger anly whien
the card has just been put into play.
Fermanent effects: the effects of this card last for the remainder of
thie garne, unlesa it is rermoved from play.
Activation effects: the effects of the power card anly trigger when the
card i mctivated by the player who owres it Touse the activation effect
of one of thelr carde. & player rust:

B tum the power card 80°. The card so turned is straightened onby at the
beginning of the next round. A card already turned cannot be turned a
sacond time in a geen turn.

B pay the activation cost of the card. In order to be actheted. some power
cards require a prerequisite, such as the sacrifice of & card. Fyou canmot
pay that activartion coet, you camnot use the effect. either.

Oimice thiesme twn prerequisites are met. the player can apply the cardis effects,

m- The actlons linked to the use of bonuses

During the garne, a player can use up to thres bonuses. Thess actiors offer
etra advantages to the player who, on the other hand. eeea prestige pointa
at the end of the garme.

By using this bonus, you can trade two energy tokens of your choics
frarn your reserve for two enengy tokens of your choice from the

stackpile.

By using this bonus, you can transrmute energy tokens from your
reserve. Hefer to the seesons transrmutation rate and add an
=1 additional crystal for each energy token trarermbed. Thus, an earth
" energy token which would normally turn into three crystals in
winter would transmmute into four crystals with this bonus,

rr‘,..: By using this bonus, you can increase your surmmening gauge by one,

By using this bomus, instead of using the “drew a card” action from
YOLT SEaS0n :hau-,drmrhm power cards. Put one in your hemd
and discard the remaning card.

Each time a player uses a bonus, they must move the sorcerer token on
their bomus trads cne space. This earna themn a penaty on prestige point=,
which 18 factored at the end of the game. Thus, if & player onby uses one of
their bonusss during the Toumamert. they eam a five prestige point pe-
nalty to their total prestige ot the end of the garme. | they use two of their
bonuses, the penalty 2 12 prestige points, and finally. i they use all thres
boniuses, the peralty is 20 prestige points.

Ly cos¥ iy A player can only use a meximum of thres bonusss du-
rng & garne. They can uss the same bonus three times or use differant

bonusea sach time. They can uss all thres dunng the same round or du-
ring differant rounds.

m Resolution order of the actlons of the player’s rounds
The following actions on the Seasora dice must alwaye be resolhved before
|performing any other action: drewing a card. receiving energy tokens or crys-
tals. increaging your Surnrmoning Gauge. Ones thees actions are resalved. the
players can perform their other actions, in the order of their cholce.

IIT - End of the rouwnd
When all of the players have finished their turrs. its the end of the round.

m Moving forward on the season wheel and changing seasons

At the end of the round. the number of pips shown by the de that wasn't
gelected by any of the players should be noted The seeson token will move
that many spaces forward. The distrbution of all of the garme’s dice s iden-
tical: two faces with a one, two faces with & two, and firally two faces with &
thires. Thus, the spead of the game varies depending on the die that hasm't

b picked by the players,




At the end of a round. when the ssason token crosses the 3. 6. 9, and 12
spaces, & change of sseson occurs. The change of seaszon may trigger the
effects of some power cards.

Example: this die wasn't chosen by any player At the end of the
round, the season token will mowe three spaces, singe thres points
are an the die.

mthange of year

When the season token moves from space 12 to space 1 on the season
wheel, a change of year occurs. The year token in the midde of the board
is mioved forward one space. As the players enter the second or third garme
year, they add to their hand the power cards stored under their cormespone-
ding library token. § a player still has power cards in their hand from the
previous year, they keep those cards in hand and add the new cards that they
hiewre just gained

m‘ Choosing a new first player

The player to the left of the first player becornes the new first player.
That player rolls the dice corresponding to the season indicated by the sea-
son token on the season wheel. A new round begins.

IV - End of the game
During the 34 year of the game, if, at the end of & round. the seasom token
18 beyond the 12th space of the sssson wheel. the game ends

B thie total of their cryetals. Each cryetal 2 warth a prestige point.
B the prestige points present on their power cards in play.

Froen this point total, the players subtract:

[l fwe prestige polnts for each power card remaining in their hand
B ary penaties present on their bonus track

TR unused en tokers at the end of the game are worth
175 o FE it 1 Ergy oa
i pregtige poirts.

The player with the most prestige points = narmed new Archrmage of the
kingdarn of Xidit. In case of & tie, the player who hes the most power cards

imi pliy.
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Exampie: Faw has 72 oystals on the crpsial tack at the end of the gams,
wisch equals 72 prestige points. By tofaling the prestige points on fs @rd,
e adds another 85, for a total of 140 prestige points. Howsver, Faul fas wsed
two bonwses during the game [-12) and sl has one power @rd (v fs fand

(-E). His final soone is 123 prestige points.

List of cards and clarifications

EZR Amiriet of Alr
When you put the Amulet of Alr into play, move your sorcersr

token on your surnmoning gauge forward two spaces.

EEEN Am et of Fire

When you put the Armulet of Fire into play, draw four power cards.
M Look at them and put one in your hand, and the other three in the
discard pile.

EEEN Am et of Eanth
When you put the Armulst of Earth info play, rows your sorcerer
token on the crystal track forward nine spaces.

EEN Am e of Watar

B When you put the Amulet of Water into play, get four enengy
tokers of your choies from the stockpile amd place thern on the
Arnulet of Water.

B The energy tokens placed on the Amulet of Water are not
considerad part of your ressrve, howeyer, they may be used
ag such. They are thus not affected by the effects of the
Wondrous Chest. the Beggar's Hom. the Air Elermental. the
Lantern of Xidit. Lewis Greyface, the Potion of Direams, the
Potion of Life, and the Cursed Treatize of Arus.

IEEN Baiance of Ishiar
B Toactivete the Balance of lhtar, discard three identical ensangy
tokera, and transrmuts them into B cryetals. This, of courss,
TiovEs your sorcerer token 9 spaces on the crystal track.
B The Balance of Ehtar can be activated even if you don't have access to
the gain crystals action.
B The Baance of lshtar is affected by the effect of the Purss of lo amd by
the bonus transrmutation.

il IETCH Scaff of Spring
I B Each time you surnmon & power card, move your sorcerer
i token forward thres spaces on the crystal track.



B The effects of the Staff of Spring only affect the power cards summaoned
frarn the playeris hand. Power cands put into play through the use of other
cands such as the Dkine Chalice, the Crystal Orb, or the Potion of Drearma
thus eam no crystals for the owner of the Staff of Spring.

EE Temporal Boois
B The Ternporal Boots do not require any crystals or ensrgy
tokers to be put into play.
B When you put the Ternporal Boots into play. move the season
token forward or back one to three spaces on the sseson wheel.
B I the Temporal Boots mmake the season token move back from winter
o falls
- move back the year counter one year.
- kesp all the power cards you have in your hand.
B I the Temporal Boots causs a change of season (by moving the seasom
token forward or back), cards affected by the change of season such s
the Avaridous or the Hourglass of Time take effect immediatehy.

IEE2] Furse of I'o
B Each time you transmute an energy token. mose your sorcerer
token cne space forward on the crystal track in addition to the
crystals gained through trarsmmutetion.
B The power of the Purse of kb affects the Balance of lshtar amd
the Potion of Life.
B The effects of the Purse of o have no immpact on the Gutton Cauldrom
and the Dragan Shull.

EE Divime Chaiice
B Whien you purt the Dvine chialios into play drow four power canda
chioss ome and put itints plaforfres, without peying tts sctivation
cost. Thie summoned power card doean't trigger the effect of the
Arcann Leech, the Staff of Spring. or of Yjangs Forgotten Vase.
Place the thres remaining cards in the discard.

B You must heve a surnmmoning geuge ligh enough to bs able to put ko
jplay the card drewm. Ctherwise, discard it

EEEED Syilas dhe Falth i
B When you put Gyllae the Faithfull into play, sach opponent
must sacrifice a power card they own which is currently in play.

BIER Figrim the Avariclous

B The surnrmoring cost of Figrim the Avaricious waries, depen-
ding on the number of players.

B Each time the sesson changes, each of your opponents must
giwe you one crystal. They move their sorcerer tokers back one
space on the crystal track. Move your sorcerer token on that
track forward the number of crystals thus geined.

B An opponent with no orystals iz not affected by Figrim the Aaricous” effect.

EE] Narla the Prophetoss

When you put Nara the Prophetess into play, drow as many cards a2
there are playems (nchiding yourself). Choose one and add it to your
hand. Then. frorn the remaining cards, deal one of your choce to each
of your oppanents.

EED Wondrois Chest
B Each tirne you have fiour or miore energy tolens in your reserve
at the end of a round. gain three crystals.

E—=1 8 The effect of the Wondrous Chest ks iriggered by Ehe ey

tokena placed on the Bespelled Grirnoire which B considered
part of your reserve. By contrast. the energy tokers presant
on the Amulet of Water, or the Glutton Cauldron aren’t part of
your resape and thus don’t affiect the Wondrous Chest.

EE] Beggars Horm
B Each tirne you heve ome o less energy token in your ressme at

the end of & round. gain are energy token of your cholos from
the stockpile and place it in your reserve.

W he effect of the Baggars Horn s affected by the energy tokens
placed on the Beepelled Grimoire, which 1a part of your ressne,
Irverasty, the energy tokens present on the Amulet of Weter ar
thie Glutton Cauldron aren't part of your reserve and thus don't
affect the Baggar's horm.

EEE] Die of Maiice
! B The Die of Malice do not require any crystals or ensrgy to b
i put into play

weim | @ Each time you activate the Die of Malice, rerdll the ssason die

you've chosen. before you can use any of it achions. Only teke

irito mocourt the new result to perforn your sctiors for this turm.
W You grin two crystels sach tirne you activate the effect of your Die of Malics.
W If you owen bevo Dice of Malice. you can use both one after another if the

regutts of your firet two dice don't satisfy you.

I thils cesme. you gain four crystals.




EEEE Kairn the Destioyer

B To acthate Hairn the Destroyer, discard an energy token of
your choice from your reserve. Each opponent rmoves their
sorcerer token on the crystal track back four spaces.

EE Ansug Longneck
B When you put Amsug Longneck into play, each player {yoursetf
included) takes back into their hand one of thelr magic hemm
cards already in play
B A player without a summoned magic tern isn't affected the
Amsug Longneck's effect.

EEES] Bespelied Grimoire

B When you put the Bespelled Grirnoire o play. gain two energy
takeans of your choice from the stockpile, which will be placed in

ﬁ your Bespelled Grirmolre.

B Az long = the Bespelled Grirnoire i= in play, it increeses the
lirmitt of your ressrve, allowing it to store up to ten energy
takens instead of ssven.

B The energy tokens placed on the Bespelled Grimoire ls considersd to
b= part of your reserve. They are thus affected by the effect of the
Wondrous Chest. the Beggars Hom, the Air Elernerntal. the Lantern of
Jdit, Lewis Greyface, the Potion of Dreams, the Potion of Life, and the
Cursed Treatise of Arus,

B It is posdible to move the energy tokens pressnt on your Bespelled
Grimoire to your resare and vice-versa at any tirme.

B Chening two Bespalled Grirmoires dosen't allow you to have upto 13 enengy
tokens in your ressrve. The limit = of 10 energy tokens maxdmom. &
player cam therefore not shore more energy tokens on a second Beape]led
Grimnaire.

EEED Ragffeid’s Hekm

At the end of the game, f you hawve rmore power cards in play
than each of your opponents. receive 20 additional crystals. [f you
are tied with one or more plaers for rocst, you do not gain the

additiona crystal=.

EIED Mand of Fortiine
B Each time you summon a power card, the cost of that
card iz reduced by one energy of your choce. The cost of
the summoned cards cannot be reduced to lesa than one
energy. howeyer.
B Under no circurnstances does Hand of Fortune reduce the activation costs
of your power cards (such es the one for the Crystal Orb, for example).
B The Hand of Forture affects the surnrmoning cost of the Elernentsl Armulet.

Thaa B Lewk Greyface

N B When you put Lewis Greyface into play, recehve from the
stockpile exactly the sarme number and type of energy tokens
az owned by the opponent of your choice in their resene. Place
the energy tokens thus received in your resene.

B The energy tokers copled from an opponent aren't stolen; they get to
keep theirs.

B Lewis Greyface doesn't copy the energy tokens on the Armulet of Water
aor the Glutton Cauldron. Howeser, he can copy the energy tokens placed
on the Beapelled Grirnoire.

EZE] Runic Cube of Eolls
& The Runic Cube of Edis has no sffect but is worth 30 prestige
points at the end of the garne.

EE] Potion of PFowar
B To activate the Potion of Power. sacrifice it in order to draw &
poweer card and rnove your sorcerer tolken on your surnrnoning
gauge two spaces forweard.
B You are forced to place the dravwen power card in your hand.
cannot be discarded.

Fotion of Dreams
B Toacthate the Potion of Drearns, sacrifics it and discard al the
energy tokens in your reserve in order to put into play & power
Eﬂ card from your hand for free.
B i & player has no energy token, that player can uss the Potion
of Drearnes.

B i a player activates the Potion of Dreams, the energy tokens placed on
the Arnulet of Water or on the Gutton Cauldron aren't discarded. Enargy
placed on the Bespelled Grimoire, however, is discandead.

W The card surnmoned by the Potion of Drearns Bn't affected by the effects
of the Arcano Leech, the Staff of Spring and of Yjang's Fongotten Vass,

EE] Fotien of Kpowiadge

To activate the Potion of Knowledge, sacrifice it in onder to gein
e five emergy of your cholce from the stockple. Place thess enangy
tiulﬂmymn'm




EZEE Potion of Life
B To activate the Potion of Life, sacrifics it in arder to transmrte
each energy tokens in your reserve into 4 crystals. Mo your sor-
carer token &2 marny spaces &8 necessany on the crystal track.
N The Potion of Life can be actveted without a player having
access o the traremutetion sction.

B The energy tokens placed on the Amulet of Water or the Ghtton Cauldron
mren't affeched by the effect of the Potion of Life, unlike the enengy to-
kens placed on the Beapelled Grirnoire.

W Mo pleyer can continue o trarsrmrte after heving activerted the Potion of Life unles
you poesecs & diswith the tranernote action or are using a bonus trerarmudion.

B The Potion of Lifie = affected by the effect of the Purse of lo.

“TuTH Hourglass of Time
B Each time a season i changed, receive one energy token
of your cholce from the stockpile. Place it in your reserve.

Sceplor of Greatness
B When you put the Scepter of Greatness into play, move your
sorcerer token 3 spaces forward on the crystal track for each
other magic itern you have in play.

EIES 0iafs Blessed Siatie
When you put Qlafs Blessed Statue into play. move your sorcersr
token forward 20 spaces on the crystal track

EES Yjangs Forgotan Vase

B Each tirme you surnmmion & power card. receive one ensngy token of
your chislce from the stockpde. Place itin your reeene.

B The effect of Yjang's Forgotten Vess affects only the power cards
surnrcned frorm & players hand. The power cands put into play
thinough the use of other cande such a2 the Divine Chalice, the Crystal
Crb. or the Potion of Dreams are thus worth no enengqe

EXED Elementdl Amilled

B Each type of energy is associated with a specific sffect which
trigoers if this typs of energy 18 included and paid during the
surnrnoning of the card.

B When you put the Elermental Armulet irto play. if you pay one
wiater energqy. receive two energy tokens of your choles from
the stockpile and place them in your resere,

B When you put the Elernental Armulet into play., if you pay one earth en-
BTy, Frove your sorcerer token B spaces forward on the crystal track
B When you put the Elernerntal Arnulet into play, if you pay one fire enangy.

drenve ome power card and add it to your hamd. You canmot discard this
card after henving drawn it.
W When you put the Elemertal Arnulet into play, if you pay one air enengy.,

Fricve your sorcerer token on your surnrmoning gauge forward one space.
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B Al four types of energy can be included in the Elementa Armulet's cost
if a player wants to have access to all four sffects. However, you canniot
pay multiple tirmes for a given fype of energy to benefit multiple times
from a given effect.

B The Elemnental Armulet benefits frorm the enengy reduction offered by
the Hand of Forture. It is thus possible to obtain two different effects by
paying only one energy token.

B If the Elernental amulet B summoned through the uss of a Dving Cha-

lice, the Potion of Drearns or the Crystal Orb, consider the price to have

included all four types of energy in its surmmoning cost and trigger the
4 correspanding effects.

1 EZE3 Tree of Light

B To activate the Tree of Light. you may either discard thres
crystals to receive one energy token of your choice from the
stockpile or discard one energy token to obtain the action of
transrmutation.

==

B Curing a given activation, you can use onby cne of the two effects.

EEED Arcano Leach
B The surmrmoring cost for the Arcano Lesch varies, depending
on the murnber of players.

2 &
Eﬁ N Before surnmoring a power card, an opponent rmust first give

you one crystal. They rmove their sorcerer token back one space
an the enystal track whils you rmove yours forward one space.
If an opponent cannot pay. then they cannot surnmmon their
power card.

B The effects of the Ancano Leech only affects power cards sumrnoned from
a players hand. Players who put into play for free power cards through the
u=e of other cards guch as the Dvine Chalioe, the Crypstal Orb, or the Potion of
Drearns need not give a crystal to the owner of the Arcamo Leech.

- either look at the first power card from the draw pile, then
alther return it to the top of the draw pie or discard four
energy tokens to put it into play for free if it interesta yow

- or rnove your sorcerer token back three spaces on the copstal track to put
the top power card of the draw pile into the discard pile.
B The surnimoning coet of cards surnrmonsd by the Crystal Orb dioesn't have to
b panid. Homwenver, you still nesd to heve a bigh enough summcning geuge.
W The cards put into play by the Cryetal Orb aren't affected by the effects of
thie Arcanio Leech, the Steff of Spring. or Yjangs Forgotten Ve,
B During a given activation. you can use onby one of the two effects,

EIED Crystal OrD
! B To activate the Crystal Orb, you can:




EED Gurtton Canidron
B The Ghitton Cauldron do not require any crystals or energy to
1 be put into play.
g B On each of your tums, you can place one energy tolken from
your reserve on the Gutton Cauldron.
B As long as enengy tokens 18 on the Qutton Cauldron, i cannot be used.
B When the Glutton Cauldron gains its Tth enemgy. e effects are applied im-
medintely: sacrifics it. place the energy from the Quiton Caddron in your re-
s=rve and move your sarcerer token forward 15 spaces on the crystal tack
B The energy tokens placed on the Glutton Cauldron aren't considered o
b= a part of your reserve. They are therefore not affected by the effects
of the Wondrous Chest, the Beggar's Horn, the Air Elernental. the Lan-
tern of Xidit, Lewis Greyface, the Potion of Drearns, the Potion of Life,
and the Cursed Treatise of Arus.
B Note: at no pairt can a player suceed his resene masirmum capacity

EZE3) Vampiric Crown
B When you put the Varmpine Crown into play. drew or discard &
power canl Receve es much energy tokens from the stodkpie
e the number of prestige points on the drewvn or discarded card
Place thern in your resepve.
W I you decide to drew a card to resclve the effect of the Varnpire Crown,
you must keep the drawn card.
B You rrust reveal to the other players the drewn or discarded card.

| I the drawn or discarded card offers no prestige points or offers nega-
tive prastige points, the player desan’'t get any enengy token.

EE] Dragom Shud
B To acthvate the Dragon Skull, sscrifice three power carde In
order to rmove your sorcerer token 18 spaces forward on the

uarntulhmk_

B The effect of the Dragon Skull lsn't affectesd by the Purss of lo

EEE] Demon of Argos
B When you put the Demon of Arges into play, each opponent
rrioves their sorcerer token back one space on thelr surnrmo-
ring gauge ard drews a power card. Resolve this action in
playing order.
B The power card drawn cannot be discarded.
B After resahing the effect of the Dernon of Argos. the players who heave
too rrary power cards in play comparad to thelr summoning gauges do
not have to sscnfice cards.

E2E) Titis Deepgazo
B The surnrmoring oot for Trtus Despaeee varkes. depending on
the number of players.
B At the end of the round. each opponent must give you one
crystal. Move your sarcersr token forward &= many spaces &

crystals received. Each opponent moves thelr sorcerer token bads one
space on the crystal track.

B I an opponent no longer has any crystals and canmot give you amy, apphy
Titus Despgame's effect only on opponents who can pay. Then, at the end
of the round, sacrifice Trhus Despoaze.

EREED Alr Elemenital

B When you put the &ir Elernental irto play, all of your opponents
trareform &l the enengy tokens in their reserves into air enenge

B The energy tokens placed on the Bespelled Grirmoire are part
of the reserve and are thus affected by the effect of the &ir
Elernental. Imversely, the energy tokens placed on the Amulst
of Water and the Glutbon Cauldron aren’t part of the reserve
and are thus not affected by the sffect.

=0 Thieving Fairles

B The summoring cost for the Thieving Fairkes varies, depending
on the number of playyers,

B The effect of the Thieving Fairies only applies if a player act-
vates I one of their power cards. This dosen't affect power
cards with “when entering play” affects or permanent effects.

B One of the crystals gained comes from the crystals of the player who hes
mctivated a card with an activetion effect.

W The second crystal gained {s not stolen from the opponent.

B I an opponent dosent heve any crystak when they uss an activation
effect card. you do not get any crystals from them; however, that op-
porenit can still activets their power card. You still get one esdra crystal.

EEED Cursed Treaile of Ams
B Whien you put the Cursed Treatise of Srus inbo pley, you receive
two energy tokens of your choice from the stockpile, which
your place in your resepve. Move your soncerer tolen one space
foresrd on your surmnroning gauge. Movs your sorcerer token
forward ten spaces on the crystal track
B Fyou secrifice the Cursed Treatize of Arus, discard all the energy tokens
placed in your reserve. a8 well 2= thioss on the Baapelled Grirmolre [if ary).
B The enerqy placed on the Amulet of Water and the Ghiton Cauldron
aren't affected

® The Cursed Treatise of Arus has negative prestige points.
_l

==]




Idod of the Familiar
B When you activate the [dol of the Familiar, move your sorce-
rer token on the crystal track as meany spaces as you hove
famniliar cards in play.
B When you put the ddd of the Familar into play, move your
sorcerar token ten spaces forward on the crystal track.

EZEC) Necrodic Kriss
N To actvate the Mecrotic Friss, discard one familiar card from
your hand or sacrifice one of your farniliar cards in play. Then
receive and place in your reserve four energy tokens of your
choice from the stockpile.

ESED) Lamtern of Xidid
B At the end of the game. each energy tokens placed in your
reserve earns you three crystals. Mowe your sorcerer token aa
rmany spaces &8 required on the crystal track
B The energy tokens placed on the Bespelled Grimoire are part of
your reserve. They are thus worth thres crystals each.
B The energy tokens placed on the Amulet of Water and the Glutton
Cauldron aren't part of your reserve and will thus not earm you any extra
crystals at the end of the game.

EEED Sealed Chest of Urm
B At the end of the game. rowe your sorcerer toben 20 speaces
farweard on thie crystal trck i you have no farniliar in pla
B Having a familiar power card in your hand does not cancel the
effects of the Ssaled Chest of Unm.

EEER) Mirror of Hhe Seasons

B To activate the Mirmor of the Seemons, rmove your sorcerer to-
ken badk by X" spaces on the crystal track. Then trareform
"X Identical enerqgy tokens from your ressrve (which you dis-
card) into X" identical energy tokens of another type from the
gtockpile.

B X" corresponds to the number of crystals paid by the player to activate
the mirror of the seasons. If the player pays three crystals. that playper
will b= able to trade energy tokens of a single type in their ressrve for 3
identical energy tokens of another fype mailable in the stockpile.

B X must be greater than O

=5 Pendart of Ragnor
B When you put the Pendant of Ragnor into play. receive one

= energy of your choles fror the stockpils for each other rmagic
% It you hienve inplay. Place thermn in your reserve.

= XL 50 Nighishado

B The surnmmoning cost for Sid Mightshade varies, depending on

s | the nurnber of players.

== m When you put 34 Nightzhade intn play, if you are the player

with the sorcerer token the furthest dong the crystal tradk,
gteal five crystals frorn each opponent. Then move your sornce-
rer token forward ss many spaces a= stolen crystals. Each of
your opponents moves their sorcerer token badk five spaces on
the crystal track.

B If ot least one player has at least & many. if not more crystals than you,
you steal no crystals from your opponents.

B If a player owra leas than fve crystals, Sid Mightshade steals all of their
crystals. The player moves their sorcerer token back to the zero space of
the crystal track and you move your sorcerer token as many spaces as
crystals stolen on that same track.

el BT Damaed Soul of Onys
? 8 When you put the Damned Soul of Onys into play, move your sor-
- cerer token ten spaces forward on the crystal track and recelve
ome water enengy from the stockpile. Place it in your reserve.
W Only the player who put the Darmned Soul of Onys indo play gets
ten crystals and one water enengy
B At any point durting their turm, the player who owrs the Damned Soul

of Orys can choose to gve it to the plawer to their left by discarding a
watar enengy. The Damned Soul of Orys therefors changes owners. The

Darninied Soul of Orye can change owners multiple tirmes inoa given round.

W At the end of the round, if & player owre the Darrmed Soul of Onys, thet plaer ees
thires crystals.

B The Darnned Soul of Orye has negative prestige polmts.

B A player can receive the Darmned Soul of Onys from his Aght neighboor
even (f his summoning gauges l8n't high enough.




B Place the game board in the middes of the table. Mace the year token
an space | of the year track and the sseson token on space one of the
season whisal.

B Place &= rarny dice of sach color as there are players phis one.

B Place the crystal track next to the game board

B Place the energy stockpile next to the crystal track.

B Give an indvidual board. two library tokens, and the four matching sor-
carer tokens to sach player. Each player places their sorcerer tolers:

- one on the zero space at the bottom of the crystal track
- ome on the second zero space at the top of the crystal track.
- one on the zero space of your indnvidua beard's bonus track.
- ome on the zero space of your surmrmoning gauge.
Deal nine face-down power cards to each player. Set aside the remaining
cards nent to the game board. These cards will now be the drow, leave a
gpace next to them. for the discard.

m‘ The Prelade

Choose your nlne power cards

- Chieck the nine power cards which were dealt to you. From these cards,
plick one and place it face down in front of ywou.

- Thie rernainirg cards are placsd face down between you and the player to
your beft.

- Once all the players have done so. take the elght cards set aside for you
by thie player to your dght. Once again. chooes one and place it face-down
with the card you've previously selected. This step 1a repearted until thers
are no cards =t to be chosen.

m‘ Bullding your deck

- Prorn the nine cards you've selected, miske thres sete of three cards each.
The first sat goes inko your kand.

- Thie sacond and third sete will go respactively under the Library [ and [1]
tokens, respectively. and will corne into your hand at the beginning of the
sacond and third years.

m The tournament

Beginning of the round
The youngest player 18 chosen to be the first player and takes the sea-

son dice corresponding to the season of the current round. as indicated by
the seemon token. and roll them. Starting with the first player and going
clockwize, sach player in turn will choces a de and place it befors them.

The first player performs thelr actions duning their round:
- perform the action of their season die.

- surnrnonfactivete one or more of their power cards,

- use one or rnore bonus(es) from their indmvidua board
The following actions on the season dice must alweys be rescdved before
performing any other action: drewing a card. receiving energy tokere or
crystals, increasing your summmoning gauge.

m End of the rownd

- When all the players have chosen their die and resohved their actionz, the
saason token is moved foreard a2 many spaces are there are points on
the rernaining die (the de which was not chosen by any player).

- When the season token moves from space 12 to space 1 (fall to winter),
the year token is moved one space on the year trads.

The players get the power cards beneath thelr corresponding lbrany token.

- The player to the left of the first player bacomes the new firgt player.

That player ralls the dice corresponding to the seemon indicated by the sea-

gon token on the seeson wheel. A new round begire.

m End of game and scorlng

On the third year of a game, if. at the end of a mund. the season tolen &
beyond the 12th space of the Season whes, the garme ends. Bach player fotels:

B Thiir crystals.
B Thee prestige points on power carda they have in play.
Frarn this point total, the players subtract:
B five prestige points for each power card rernaining in their kand.
B the penalty pointe present on their bonus tracks.
m The power cards

The power cards with & purple background represent magle terns, whila
thicma with arangs backgrounds are familiars.

Name of the card.

Surnrnoning cost to be paid in
energy andfor crystals.

Effect of the card once i

iz in play

Prestige points given by the
card at the end of the game.
Gamea symbal and numbser of
the card.

Effect type of the cand. which
indicates when to resolve it
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m Rarity of energy types, depending on the season chart

m Dilce symbols:
@' Get for each aymbol an energy tosen of the type indicated in your reserve
eﬂatm rnary crystalks s the number indicerted
) You can transmute during the tum
ﬂ]n:!:ﬂmmmm@g gauge by one

u[}rmra]:ummﬂ

ﬂTha season token mmoves &2 many spaces as the number of points on
the rermaining die.

¥ D EssENTIAL LEXICON

3

[- Activate a card: The sction of turning ore of your cards which has an
activation effect in order to trigger sald effect.

I+ Discard: onewhere the power cards discarded frorm your hand or sacrificed
from play are placed face down.

I+ Discard a power card: place one of your power cards from your hand into
the discard zone.

[- Mecarding energy tokens: place energy tokens from your resene into the
atockpie

[ Draw: stack of power cardswhich hewven't been dealt during the prelude.

[~ Farmiliar: category of power card. They have an orange top and bottom
berders.

I Getting crystals: mowve your sorcerer token on the crystal track as mamy
gp@ces as crystals earmed.

[- Getting energy: putting energy tokens fromn the stockpile onto your
indvidual board’s resere.

THARES

m Card spmbsols

B Water enargy token

ﬂ Earth energy token

G Fire energy token

“ Alr energy token

¥ Coystal

(7 Indicates the activation cost of the powar card, dapending on the number of

"= players [two, thres, ar four].
Effact upon entering play

G Permanent effect

KX Activation effect

@ Prestige paints of the card

[ Wlagpic e cartexgony of povwer card. Thiey hewve a purpile top end bottorn bonders,
[« Prestige polmts: wictory paints,

[ Reserye: zone of your indvidual board which allows you to store up o
seven enangy tokens.

[~ Sacrifice: putting one of your pover cands from play nto the discerd pille.
[+ Stockplle: zonewhere the enemgy tokers not used by the players are shored,

i+ Summon: action to put a power card from your hand into play by paying
its summoning cost, if you have a high enough summoning gaugs

[+ Summoning gauge: zone of your indmidual board which indicated the
miairrurm numbsr of power carde you rmiay hese in play.

[~ Tramsmute: acticn which alows you to traraform your energy tokens into
ek, acconding to the trensmutation rate written on the garme board.

Trewstamion: Ersc HarLawx
Reviston: Egic aip SterHanE FrEnm.
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