Wiz-War Rules Clarifications and Changes

Revision 14, 17-Nov-12

* Outright changes to the rules are prefixed by a *

Obstacles: L.O.S is not possible  into or  out of THORNBUSHES and similar obstacles that block L.O.S. through them. Opponents in the same such obstacle do not have L.O.S. to each other, and are not considered adjacent for purposes of attacks of that type, such as a punch. If the square containing the obstacle is bordered by a barrier (wall, door, or stone block), the opponent is considered to have L.O.S. to that barrier only when attempting to leave the obstacle's square through that side, and any damage incurred from removing or passing through that barrier is applied, regardless of any mitigating effects of the obstacle being left. Those obstacles which fill an entire square may be punched from an adjacent square.

Monsters: Monsters may be created in a home base or space with a player, monster, or movable object, but not in a space with a fixed object. The creator's monsters are not considered opponents of the creator or of each other (exception: see FIRE IMP). Monsters may not attack walls, doors, or other non-opponents unless otherwise noted (e.g., TROLL).

Wands: Wands themselves are not spells, but the attack generated by them is considered a spell with respect to the rules.

Stones: Stones must be played prior to an attack to be used as a defense against that attack, i.e., stones cannot be played as counteractions.  Stones may only be played on the owner's turn, unless they are acquired in a displayed state out of turn (e.g., SWAP MEET, in which case they are not “played”, they simply remain “displayed”). A stone may be displayed the  turn it is picked up off the floor (as it is already “in play”). The principle here is once a stone is played (or dropped) initially, it remains in play (displayed), and its card is never brought back into anyone's hand.  An INTERRUPT cannot be used to play a stone.

Deals: Deals may be made out of turn or during a lost turn, as long as the dealers are in L.O.S. If the VISIONSTONE is required to obtain L.O.S., a deal can still be made even though the player without the stone does not have L.O.S. to the player with the stone.

Opponent: An opponent is defined to be another player, another player's monsters or ALTER EGO, or other similar entities defined as such by these rules or created by future expansions of the game. In many but not all cases, cards in the base game that affect players actually affect opponents, yet cards in subsequent expansion sets that refer to players generally affect only players (subject to common sense and other precedents). Also, in general, damage type spells that affect players or opponents also do damage to obstacles, walls, and similar objects, unless otherwise noted.

Doors:  If a player is holding the door open, another player may attempt to close it on their turn, if they are in the same square.  The odds are 50/50.  Note that at present it is undetermined if STRENGTH et. al. have any effect on these odds.

Targeting: All spells, regardless of whether L.O.S is required for targeting, are considered to have targets, and thus can be counteracted as normal, in accordance with the basic rules on pages 4 and 6.

First Turn Attacks: The rule that prevents attacks on the first round of turns has precedence over any rules written here, and has precedence over any spells that due to their wording appear to allow attacks on the first round, such as OPPORTUNITY FIRE. In other words, one can never attack on the first round of turns. The basis for this is in the original rules, especially the wording “first round of turns” in those rules with regard to the SPEED spell.

Durations: All spells with explicit or implicit durations  (e.g., LIGHTNING BOLT) have their “duration remaining” count decremented at the start of that spell's caster's turn (as stated in the rules). This applies to counteractions as well as spells with duration effects cast out of turn, such as BLIND and LIGHTNING BOLT (e.g., via INTERRUPT). For example, if someone casts an INTERRUPT and a LIGHTNING BOLT, the effect happens immediately (the rest of the target's turn is lost), and that effect expires on the start of the INTERRUPT caster's next turn. Another example: a BLIND is cast that is REFLECTed by the target. The target is BLINDed immediately with a duration count that is decremented on the start of the original caster's next turn, and the original caster is immediately BLINDed with a duration count which is decremented on the start of the REFLECTer's next turn (i.e., the original caster will probably be BLIND for about a half of a turn. An exception to these rules is the EMPATHY counteraction itself, which has special duration rules as stated on its card (although any spell “reflected” as a result of the EMPATHY works as in the example above).

Lost Turns: You may do nothing on a lost turn except cast counteractions and make deals. You may not cast INTERRUPT or draw or discard cards.

*Two Treasure Rule: Contrary to the original rules, a player is not eliminated if both of their treasures are on opposing bases.

Two Treasure Victory: The condition for winning the game with two treasures on your home base is that the instant that two opposing treasures are resting on your home base you have won; i.e., the treasures must be on the floor and  not in motion. 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 your turn.

Discarding & Drawing: You may not discard during the “action” phase of your turn. The only thing you may do after discarding is draw cards. You may not draw then discard. When drawing, you may draw one card and look at it before deciding whether to draw another.

Cards, Objects & Hands: Face up objects that you are carrying are considered part of your hand, as per the basic 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”. Exceptions: due to precedents set and the nature of the cards, CARD ERASURE and THOUGHT STEAL do not include the face up objects in their effects. It is still unclear and undecided whether MENTAL SWAP does, as it has been played both ways. 

Having Too Many Cards: If a player is ever discovered to have too many cards, cards in their hand (not including face up objects), are discarded at random to get down to the proper quota.  In addition, a penalty card is discarded at random.

Nubbins: Nubbins of walls will block L.O.S. Nubbins are destroyed if and when all adjoining sections of walls are destroyed.  Nubbins cannot be targeted.

ARCHITECTURAL SUPPORT FOR HOMEBREW CARDS

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 the TROLL rolls for damage).  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, and a player points this out. Note that Events normally have no effect; they only have meaning if a card in play specifically says they do (e. g. IVY, BLACK HOLE). 

The D4 should always be used in gameplay 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 should be used (i. e., if there are 5 random possibilities, use a D6, rerolling sixes). 

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.  For example, if a card 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).

Layered Edge Alterations:

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

Unless otherwise specified, there is no LOS to the underlying WALL thru a Layered Edge Alteration, though a VISIONSTONE could see thru the first layer to the WALL, but not then thru the wall, unless there is a sort of stone or spell that allows seeing thru two obstacles.  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 was a created WALL) 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.

CARDS

ABSORB: If a spell is both point-based and duration-based, ABSORB will have effect on the point-based part of the spell the one turn it is used, contrary to the language on the card.

ABSORB SPELL: This spell may not be used against spells from wands, but may be used to absorb spells stuck in FILL SQUARE WITH SLIME when they go off (unless they originated from a wand).

ADRENALINE: The first sentence should read: “Allows an extra attack per turn.” This handles the cases of multiple simultaneous ADRENALINE spells, and clarifies what happens when cast in conjunction with other things (such as SLOW) and rules that affect the number of attacks per turn (Exception: ADRENALINE will not allow any attacks during the first round of turns, or while under the effect of such spells that do not allow one to attack such as MIST-BODY and MEDUSA). If cast by an ALTER EGO, its owner may not use the extra attack; if cast by a player, an ALTER EGO may use the extra attack.

ALTER EGO: When in doubt, the overriding principle with this card is that it is considered the same entity as its creator when casting spells (except counteractions), but a separate entity when it is attacked or spells are cast at it (i.e., spells cast at it can never affect its creator, nor can counteractions to those spells), or its spells are counteracted. The following statements are specific cases which are true, regardless of whether they contradict the above or any other rules, and can also be used to adjudicate similar situations.

· It is considered an opponent, but not a monster.

· It can be created on a home base, but not on any space already containing something (except its creator). There is typically L.O.S through it..

· It is considered a movable object, but it is not “resting on the floor.” It is possible for it to move via spells it casts, or for others to move it via various spells.

· It may not attack its creator, nor may it be attacked by its creator. It may attack the turn it is created, assuming its creator is able to attack. Any attacks made by it count against the number of attacks its creator is permitted in a turn (i.e., usually it and its creator can't both attack in the same turn).

· It may not use stones, keys, wands, or any other physical objects, nor may it use cards which are not spells, such as PICK LOCK.

· If it casts or is subject to any spells which result in it acquiring or losing card(s), including counteractions, its creator acquires or loses these card(s), the principle being that it shares the “hand” with its creator.

· If its creator is unable to perform a certain action because of mental restrictions (e.g., BUDDY), it may not perform that action either. Physical restrictions on the creator (e.g., MIST-BODY or MEDUSA) do not affect the ALTER EGO. 

· It may be attacked by monsters, including the FIRE IMP.

· It may not make deals in its creator's stead. 

· It may never acquire life points. 

AMPLIFY: This spell may not be used with WALKING DEAD and SLOW DEATH. The apparent inconsistency between this ruling and that of allowing REVERSE with these spells is that REVERSE is specifically permitted by the wording on the SLOW DEATH card. [This ruling disputed by ERH].

AROUND THE CORNER: This spell does not allow L.O.S around the corner; therefore, when used with a VISIONSTONE, a spell cannot go through a wall that is around the corner, but can go around a corner that is on the other side of a wall from the player with the stone. Also, physical objects may be DRAGed or HEAVE-HOed from around the corner until they reach the corner; they may not be DRAGed or HEAVE-HOed around the corner. SWAP MEET will work around the corner because the player is the target of the spell, whereas TRADER will not, because the target object(s) are not in L.O.S. These examples should be used for future adjudications with AROUND THE CORNER and physical objects.

BIG MAN: An opponent may not be BIG MANned through an ILLUSION WALL unless they don't believe it exists (see ILLUSION WALL). If, when an opponent is being BIG MANned down a corridor (or out of a space), they hit an impassible barrier, 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 an obstacle such as a THORNBUSH that contains an opponent, the opponent is forced out of the obstacle, and any penalties that would have occurred because of the obstacle (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 card being that an opponent may not physically occupy the same square as a BIG MAN, and the BIG MAN has the “right of way”. There is no L.O.S. through a BIG MAN, and physical objects may not be thrown past one. 

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

BLOODSTONE: This stone will not block voluntary damage such as that caused by a POWER RUN, SHADOW, etc. It will block both WALKING DEAD and SLOW DEATH at the same time, but will not allow discard of these curses (if the BLOODSTONE is lost, these curses take effect again).  It will reduce collateral damage, such as from DESTROY WALL. 

*BOOBYTRAP: The tokens are not considered objects and may be placed on any square regardless of occupation, excluding a home base, square with a treasure, or square filled with a stone block. Objects and stone blocks may be created on top of the tokens, once placed. The tokens do not block L.O.S. and may not be manipulated in any way, except that DISPEL CREATION may be used to dispel one token. An opponent is unaffected by a token created on the square they occupy, unless they move off and then back on to that square.

When the BOOBYTRAP is cast, the caster may choose the optional damage scheme. This decision must be made and announced when the spell is cast; the default is to use the original scheme. The damage done under this scheme is 3/4 points per turn since it was cast, up to a maximum of 15 points. This damage count starts at 3/4 points when the spell is cast, and is incremented at the start of the caster's following turns. If the caster dies, it is incremented at the time it would have been if the caster was still alive. The damage is rounded in accordance with the other rules.

*BUDDY: Contrary to the rules, this spell will only affect the single opponent on which it is cast;, it has no effect on monsters under the control of the target or the caster, i.e., the caster's monsters may attack the target, and the target's monsters may attack the caster without breaking the BUDDY. Note that in what may be a point of contention, but the way it is currently played (after a long time of playing it the other way), the BUDDY is considered an attack under the premise in the basic rules that neutral spells played on opponents are considered attacks. This means it may also be counteracted by the target. (As of 2012, we are now playing it the original way; i.e., it is not an attack.  Presumably, it may be counteracted, at least via some means?).

BUTT-HEAD: This spell does not allow “free” movement of any kind. “Number of spaces moved”, as referred to on the card, is the number of spaces moved using normal movement methods and rules, between the time the spell is cast and impact with the target. TELEPORTs and similar unconventional movement methods nullify this spell.

CARD ERASURE: The card to be erased must be named before counteractions occur. The card named may not be a face up card. See also the section on Cards, Objects, and Hands.

CHAOS: No counteractions, except those listed on the card, may be cast in response to this spell. The CHAOS is considered environmental, not an individual targeted attack against every other player, thus the rules and effect of BUDDY do not apply (e.g., a BUDDY can still cast it and affect the original caster of the BUDDY, and it does not break BUDDY.  This principle can possibly be used to adjudicate other situations.  However, it is still an attack, therefore a MIST-BODY (etc) cannot cast it. Also, someone who cannot be attacked, such as a MIST-BODY, someone in a THORNBUSH, etc. simply avoids participation.

CREATE PIT: See the letter from Tom Jolly, which is now considered part of the rules, with the exception that a number card cannot be used for movement on the turn you climb out. This means that you may perform other turn actions after climbing out of the pit, but you have no movement points nor can you gain any.

DEMOCRATIC MONSTER: This monster may not attack its creator, and it may only attack other opponents; it may not attack obstacles or physical objects.

DISEASE: Counteractions not listed on the card work against this as normal. This spell counts as a single attack only when and on the turn it is cast, even if multiple opponents are damaged on the first turn or if damage is caused on subsequent turns (on later turns it is still considered an attack, but it does not count against the attacker's attack quota). This means that in order for the DISEASE to affect a target, the carrier must be able to attack the target (e.g., not be a MIST-BODY or BUDDY), even though it does not count against their quota. A target may only be affected once per turn by the damage from this spell; the carrier may not cause multiple applications of damage by moving back and forth. This spell affects opponents, not just players.

DROP OBJECT: The object to be dropped must be specified by the caster at the time the spell is cast (e.g., before counteractions are cast).

EMPATHY: This card works on non-spell attacks also (e.g., punches and the like). Initiative applies when appropriate (i.e., when it is unclear and it matters which order “reflected” spells occur in, determine this randomly), see MENTAL FORCE.  See also Durations.

*FEAR: Opponents need only to use number cards for movement from their hands to attempt to get out of the radius of the spell; they need not use other cards form their hand (as the card states), if movement and number card play are insufficient to get them out.

*FILL SQUARE WITH SLIME: For any spells cast into the slime which require the decision or action of the caster (e.g., TELEPORT OPPONENT), that decision is made by the caster when the spell goes off (it is undefined what happens if the original caster is dead when this happens). Attack spells put in by the caster do not affect the caster, even when an ALTER EGO is involved. The slime cannot be used in any way to violate the doctrine of “you cannot attack yourself.” These spells simply don’t go off when the original caster enters the slime. Neutral spells put in by the caster affect the caster. The following is a rule change: Caster may elect to hide the spell cast in the SLIME.

FIREBALL: The effects of stones have precedence over the effect of the FIREBALL and can be used to block some or all of the damage before the stones are destroyed, i.e., a BLOODSTONE will block 1 point of damage before it is destroyed. If all damage is blocked, the stones are saved. All points of damage from the FIREBALL must be blocked, i.e., in the case of a 5 point fireball against a player with a SOULSTONE and 3 life points, the stone blocks the 3 points (because the player cannot take magical damage with 3 points or less), but the other 2 must still be blocked by some other means to save the players stone(s).

*FIRE CLOAK:  The card should read any water “contact”, not “damage”. [This was no doubt the intent, but is still marked as a rule change].

FIRE IMP: This creature is considered an opponent and a monster, and can be moved as an ALTER EGO can be moved. Its attack is considered a magical spell attack, and will work on other monsters and the ALTER EGO. After its creator's turn ends, it is considered  not to have a creator.

FOOLS GOLD: This spell may only be cast in response to one of the caster’s own treasures being picked up. 

*FORCE FIELD: This spell can only counteract attacks (both magical and physical) in which the direction they are coming from is obvious (generally L.O.S. attacks only). It can also counteract conventional movement before the mover moves into the caster's square, even if no spells are involved. It may be used to counteract spells cast by someone in the same space, but cannot prevent someone in the same space from casting a spell past that space. It can be used to prevent someone in another space from casting a spell past the FORCE FIELD caster's space, even if that player is not the target of the spell.

The position of the FORCE FIELD in a square is undefined if the opponent is in the same square. It can only be used to prevent direct attacks targeted at that opponent, and it cannot prevent movement through that square. The principle is that once the attacker/mover is in the same square as the FORCE FIELD caster, the FORCE FIELD caster loses all “rights of position” and can only prevent attacks directed at their person. If for some reason the attacker or defender leaves or is forced out of the common square (e.g., BIG MAN), the FORCE FIELD is in force on the boundary between the two occupied squares.

*GIFT FROM ABOVE: This card is considered a neutral spell, but it may be used when drawn, or it may be saved and used later. It may not be cast on an opponent or monster. If used immediately, it may not be replaced by another draw.

GIFT FROM BELOW: This is also a spell, and thus ABSORB SPELL, et. al. apply  If ABSORB SPELLed, it remains inert unless drawn from a hand (e.g., THOUGHT STEAL).

GLUE: The object cannot be moved in any way (e.g. via DRAG, TRADER, BLACK HOLE, etc.), though interaction with HAND OF GOD and CATALYSM may be exceptions are undecided at this point.

GRAVITY: Instantiated objects are dropped immediately upon being instantiated if GRAVITY is in effect.  This is not considered “voluntary”.

HOLY WATER:  After one use for any purpose, it is destroyed.
ILLUSION WALL: The principle with this wall is basically a quantum one; the wall 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. The illusion extends to all senses, so touching it (while BLIND) is an attempt to observe it. If the wall is in a state of existence with respect to a

particular player, that wall is real and all rules for normal walls apply to it with respect to that player, therefore, a player cannot be BIG MANned through the wall if it is real to them, even if it is not real to the BIG MAN. Similarly, a BIG MAN who believes the wall can BIG MAN a non believer through it. Also, therefore, if a STONE TO WATER is applied to the wall (by someone for which the wall is real, of course), the water and its resulting effects are real only to everyone for which the wall is in a current state of existence.

Note that only animate objects (monsters, opponents, and players) can observe it, i.e., water from and indirect neutral source (e.g., WATERWALL or STONE TO WATER on another wall (but not WATERBOLT because of L.O.S)) will always flow through it, regardless of the state of belief of the caster.

IDIOT: “Nearest” is in the judgment of the target. Target may not pick up any treasures while under the effects of this spell. REMOVE CURSE can remove it. Like FEAR, target is not required to use cards to aid his quest.

INTERRUPT: If an L.O.S. 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 L.O.S., 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 L.O.S. 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 unclear whether the THORNBUSH would be affected, as it was not the original target, and spells go the intended distance, but then you could argue that the spell was never cast …)

This spell may not be cast on your turn except for the case where an opponent is performing an action on your turn, out of turn (e.g., OPPORTUNITY FIRE or counteraction).

This spell (and similar), may not be cast during a lost turn.

Note that this spell INTERRUPTs non-spells (e.g., DAGGER) in the same way that it INTERRUPTs spells. The wording on the card is slightly imprecise.

KILLER OOZE: There is L.O.S. through, out of, and into the ooze. If the ooze causes a player to drop a treasure, it may be picked up at the end of the turn as usual. The treasure is not dropped on the subsequent “retry” turns if a player is stuck in it.  If SWATHMORE’S ENCHANTMENT is cast on it, it does exactly one point of magical damage extra per turn in the ooze, no matter what happens to the player in the ooze.

MAGIC MIRROR: You are spooked each instance you are adjacent to either side, even if multiple times in the same turn.  However, if you end your turn adjacent to it, you are not spooked by that instance at the start of your next turn, unless for some reason you have moved or have been moved in the meantime (e.g. MENTAL FORCE).

MENTAL FORCE: The attacker may move the target up to three spaces. The movement is considered physical, so if the target is afflicted by WALKING DEAD, damage from that spell is assessed against the target as if they were moving normally. If for some reason (such as a counteraction) both the defender and attacker are affected, the principle of “initiative” applies (see EMPATHY), and it is randomly decided who uses the spell first (note that movement is not alternated in this case – one player uses the spell first to completion, then the other uses it). If a player is MENTAL FORCEd over their own BOOBYTRAP, the trap is not triggered.

MENTAL SWAP: See note under Cards, Objects, & Hands.

MIST BODY: A MIST BODY cannot pass through a BIG MAN. It can be WATERWALLed, and can pass through KILLER OOZE and over the PIT without effect. A DUST CLOUD will still affect a MIST BODY. A MIST BODY will not trigger a BOOBYTRAP.

*OPPORTUNITY FIRE: Contrary to what the card says, this spell may be cast while someone is moving, but if cast while someone is in the act of playing a spell, that spell happens first even if that spell has not been physically displayed yet. Every effort must be made to allow a player to start their turn before this spell is cast, and to prevent timing mechanics that were never intended to be part of the game.

*PAIN LINK: See REVERSE.

PASS THROUGH WALL: This spell will not allow passage through doors, the principle being that all other wall and door type spells clearly specify either wall or door, and this one specifies only walls.

REDIRECTION: The REDIRECTION applies to the entire sector edge, not just the sector exit (that is, the entire mobius is remapped, the wording on the card is a bit confusing).  RELOCATE SECTOR removes all tokens (in the case where the RELOCATED SECTOR had one), and mobius mapping is handled as in RELOCATE SECTOR (generally natural wrap). It is presently undecided what would happen in the case of a RECONFIGURE SECTOR (though I imagine that this is not a hard question).

REUSE SPELL: This spell may not be used on wands, or cards such as PICK LOCK which are not spells.

*REVERSE: In general, this spell may still be used as a counteraction to reverse any magical damage from Modern Edition cards that say the damage may not be counteracted (e.g., PAIN LINK).  This is an artefact of the fact that REVERSE-type counteractions are not part of the Modern Edition architecture.

SAFE: The SAFE is immobile, but there is L.O.S. through it. It can be instantiated around an object resting on the floor in line of sight of the caster, but not around an object being carried by another player. The MASTER KEY cannot be used to open it, as it is not a ``lock type'' card, and the SAFE has a combination lock. The SAFE may be created on a home base.  A treasure in a SAFE is not “resting on the floor”, therefore it does not count towards victory.

SLOW: The alternation of being unable to attack begins on the turn immediately after the card takes effect. In other words, the recipient of a SLOW of duration 1 cannot attack on their next turn. A duration 3 will prevent attacks on turns 1, 3, etc. This is a change from the way it has been played previous to this revision.

STONE TO WATER: See WATERWALL.

SPEED: This spell may not be used after picking up an object, as the player's turn ends and there is no opportunity to cast it. This is based on the same principle that prevents using the spell on a lost turn, as detailed in the base rules.  Moreover, once played, the next turn immediately begins with the exception of card discard/draw; there is no turn left to pick up objects or do other stuff after it is cast. [This clarification was revisited and upheld on 11/25/06.  The exact logic was not noted, but I believe in hinged on wording on the card that implied the action phase of a turn ends upon its playing].

SPEEDSTONE: This stone, when used in conjunction with a SLOW spell, allows 2 movement points, as the stone is not considered a spell. [Ruling disputed by ERH - intent: wording “or other speed enhancing spells” intending to mean other speed enhancements].

STRETCH: This spell is considered cast on oneself, for the purposes of interactions with other cards.

SWAP: If the target has EMPATHY, the SWAP happens, then happens in reverse.  The point is that the movement technically happens (and if the order of these simultaneous nullifying SWAPs matters for some reason, the principle of initiative would apply). This is significant in that both parties would lose normal movement for that turn, and may also be significant if one of the parties cannot be moved in any way for some reason (though this latter point never came up for discussion at the time of this clarification – it may be the case, or not, that SWAP may not be targeted on an immobile opponent). Note that this is different than with FULL REFLECTION, which simply nullifies the spell. If SWAP is nullified, it does not count as the caster's movement.

SWAP MEET: This spell allows trading of two objects, one from each player involved.

TELEPORT: Movement via this spell is considered instantaneous and the path the TELEPORTer takes is undefined, even if there is only one possible path. A TELEPORTer may not be the target of OPPORTUNITY FIRE while they are moving. This spell may be used as a counteraction to non-L.O.S spells (see targeting, exception: see CHAOS), and may be used normally while BLIND.

TIME WARP:  Rollback reverts to the game state at the end of the caster’s turn in question.  Global effects (e.g. GRAVITY), are rolled back.

TRADER: Will work with VISIONSTONE, but not with AROUND THE CORNER (see AROUND THE CORNER). [ERH 11/27/12: Are we sure about this?  Shouldn’t you be able to use AROUND THE CORNER to at least see one of them; or is the principle that there is no way to see back to the original out of LOS space to place the second one?]. 

UNFINISHED WAND: The NUMBER card is actually optional, defaulting to a 1 charge wand.  The card needs to be reworded to make this clear.

UNIVERSAL SOLVENT: If the target object is being carried by an opponent (e.g., a STONE), such use is a physical attack.

VISIONSTONE: Allows vision through any type of WALL, DOOR, or edge feature introduced by the Modern Edition (and expansions), or edge feature introduced by the Home Brew cards (e.g. IVY).  Only allows vision through one such feature if multiple edge features occupy the same edge.

*WALKING DEAD: All damage is accumulated and assessed at the end of movement, at which time it may be counteracted as a unit, unless enough damage has accumulated, without rounding, to kill the target after partial movement, in which case they are dead unless it is counteracted immediately.

*The strength of the effect has been reduced to 1/3 point per space moved. Also, contrary to the wording on the card, the strength of the effect is reduced on a REFLECTION, to be more consistent with the rest of the rules. In other words, a REFLECTED WALKING DEAD will do 1/6 points per square moved.

WATERBOLT: Only the target of this spell can be forced to move, not the caster. If the target is immobile, the spell has no effect if “the move opponent” option is used. In other words, this spell cannot be used to move the caster by using the backlash of firing it against a wall.

WATERWALL: If a player (or monster, etc) is pushed down a corridor by a WATERWALL or similar effect, they are considered to enter squares slightly ahead of the “wave” of water. This is only relevant in the case where the water has an effect on an object in that square, such as a HANDFUL OF TACKS. In that case, the player would be damaged before (as) the tacks are washed away.


A WATERWALL will destroy a WALL OF FIRE that it washes into, but, as above, any player would encounter the fire first.

WRAITH: The damage from this attack is considered magical, and if all of it is counteracted, a card is not lost (except of course for specific exceptions, e.g. REVERSE).

FOR REFERENCE

BLACK HOLE (neutral/LOS) 

Creates a vicious black hole in the target square that sucks everything in the dungeon toward it. Its initial escape velocity (EV) is 2 plus NUMBER card played. Any non-carried object or creation that makes contact with it, including treasures, is sucked in and removed from the game (before affecting anyone in the square), and its EV is increased by 1 for each. A player in its square has his base movement reduced by its EV (it can go negative), and they take 1 point of magical damage on the start of their turn. Magical damage reduces its EV, but never to below 3. On a Common Event, everything not on an edge (including bushes, etc.) move directly toward it, unless blocked by a wall or door. A CATACLYSM (strength as sum of EVs) occurs if 2 BLACK HOLES collide. There is LOS thru it. 
CATACLYSM (attack) 

A massive CATACLYSM occurs! The strength of the CATACLYSM is equal to the NUMBER card played. All effects at the given strength and below occur, in ascending order. All effects that require choice occur randomly (e.g., which sector, which space). Strength = 1 => reshuffle the deck; 2 => CHAOS; 3 => ROTATE SECTOR; 4 => RECONFIGURE SECTOR; 5=> RELOCATE SECTOR; 6 => HAND OF GOD; 7 => all wizards/monsters teleport to a random space; 8+ => all treasures (carried or not) teleport to a random space. Casters wearing a BRAINSTONE may (at their option, before rolling) add a D4 to the strength. 

GHOST (attack/LOS) 

Creates a GHOST under command of the caster. Moves at a rate of 3, but may move as if under the effect of a MIST-BODY spell, except that it will not cross any water. Punches opponents for two points of magical damage when in the same square. It has no life points (and thus, POWER related spells and other damage spells have no meaning, except for possible side effects). Can only be destroyed by DISPEL CREATION, REMOVE CURSE, or contact with any sort of water (including HOLY WATER). 

HAND OF GOD (attack) 

Allows you to target any non-wall space on the board. 50% of the time, the spell affects the targeted space. 25% of the time, a random one of the 4 spaces adjacent to the target, and 25% of the time it duds. All counters and figures in the affected space are moved a random distance (D$), in a random direction (D4), honoring sector wrap, but ignoring walls and so forth.  Bushes so moved to a player’s space cause the appropriate effect on the player, and so forth.  There is no COUNTERACTION against this spell

ILLUSIONARY CREATION (neutral/LOS) 

Similar to an ILLUSION WALL, allows you to create a fake version of any full-square type creation (e.g. a bush). The first time an opponent has LOS to it, they must roll, and they have a 50% chance of believing it is real for the rest of the game. You know it is fake and move thru it freely. The creation may not be a BLACK HOLE. 

MAGICAL TRAP! 

Sorry bud, you fall into a magical trap. Draw cards from the deck until a spell that can affect you, the space or adjacent edge, or act globally is drawn. The spell then affects the appropriate target (choose randomly among suitable edges if necessary). It is possible to create a creation around you or on a home base (which immediately affects you), but only if there is no other creation in that space (in which case keep drawing). A STONE SQUARE will BIG MAN you out. For spells that have, or require the decision of, a counterparty (e.g. MENTAL FORCE, TELEPATH, SWAP), your left-hand player is the counterparty, though counteractions will not affect them. If a NUMBER card was drawn immediately prior, the spell takes it if it can. Discard if dealt initially. 

RECONFIGURE SECTOR (neutral) 

This spell allows you to swap any two sectors. Objects, monsters, players, treasures, home bases, and so forth remain where they are (that is, in the same absolute spatial location) and are NOT moved when the sector is moved. Wall and edge alterations move with the sector. In other words, you are reconfiguring the walls and doors of two sectors, if in doubt. Wall alterations on the edge of affected sectors are subject to the 50/50 determination as described in other sector manipulation rules/cards. This spell does not affect any REDIRECTIONs in place. Both sectors must be stock sectors. 

SLOW (attack/LOS) 

Reduces opponent’s movement to 1 space per turn (can’t add NUMBER cards or other speed-enhancing spells), and his attacks to every other turn, starting on his next turn.  Duration equals NUMBER card used.

