If one or more assets would be destroyed
and Sir Bedivere is active, you may prevent
any one asset from being destroyed. If you
do, Sir Bedivere becomes inactive.

@: Destroy target inactive character.

| UNIQUE EpIC CHARACTER — PERSON |

Myths & Magic is a fantasy card game that focuses
on having multiple win conditions, one per color.

The game is made to be a cube—a large collection
of cards that can be drafted or used for
constructed deck building.

Players take turns playing up to two cards from
their hand, and they may only play one “epic”
card each turn. Most cards don’t have a cost, and
the cost can be paid by banishing cards you own
from your discard pile to the bottom of your draw
pile.

More information: recoculous.com/myths-magic/

f

MAIN RULES TURN ORDER

WIN CONDITION

Whenever a player’s
draw pile has zero
cards, that player loses
the game.

LN

KING ARTHUR
Whenever another
under your contro],
more characters, you win the game,

ELVEN ScouT

@: Foresee 1. (Look at the top card of your

4 character comes int,
draw pile, put it back on top or discard it.) nto play

, if you control five or _—
Some card abilities
have other win or lose
conditions.

Whenever you have zero cards in hand, you

win the game. @:Destroy target character that's in play.

| UNIQUE Epic C
ARACTER ~ PERSON |
SETUP

1. Each player shuffles
their draw pile.

2. Each player draws
seven cards.

3. Randomly determine
who takes the first

PLAYING CARDS

You can play up to two
cards from your hand
during your main
phase. When you play
a card, reveal it.

When you play an
event card, you make
any needed decisions
for it and the card’s
ability is used. After it
resolves, put it on top
of your discard pile.

Assets are non-event
cards. When you play

Red focuses on winning by controlling enough

turn.

characters. Purple focuses on winning by
discarding an opponent’s discard pile. Blue
focuses on winning by controlling enough
realms. Green focuses on winning by getting
zero cards in hand.

When you play a draft, you are required to
only use cards from two colors. Multicolor
cards can be played as long as one of the
colors is correct.

This game was originally invented in 2020.

© James Wallace Gray

an asset card, put into

. Pla_){ers then take turns, 8oing clockwise.
During your turn, you have four phases: '

1. Beginning phase
(a) !)urir!g your beginning phase, al|
inactive (sideways) assets you control
become active (right side up).
(b) Beginning of turn a
2. Draw phase - Yo,
draw pile. In a tw
first draw phase,
3. :;ladlntphase = You may play up to two
rds from your hand and acti i
assets you control, M
4. End phase
(a) End.oftum abilities occur,
(b) “This turn” abilities end.

bilities occur,
udraw a card from your
o player game, skip the

Version B 0.6 © 2022 James Wallage Gray
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WiIN CONDITION

‘Whenever a player
lifi

lose ga ]
ast player left is the
winner.

SETUP
Each player starts
with seven cards in
hand and 20 life.
Randomly determine | . ¢
who takes the fi it with either

energy.

turns, going ) V.4
clockwise. wild costs any

VERSION 05

Battle of Wits: Atlantis has a Greek mythology

TURN! ORDER

your turn, each phase determines
you may or must do:

f1. Beginning of turn — Remove al| damage
rom all characters, and your inactive asséts
become active., ]

2. Start phase — Some

S assets do somethin
during the start phase. %

[3. Dr?w Phase — You may draw a card. Ina
WO player game, skip the first draw se
o g p irst draw phase of
4. Main phase — Play cards.

;1 ,Bam Phase— Attack with any characters
that you controlled as You started your turn,

6. Post-battle phase — play cards.

7. End phase — Some ass

ets do something
the end of your turn, el

VERSION 0.13 © 2020 James Gray

theme, and other themes are also possible.

This game was originally invented in 2020.

More information:

fantasycards.wordpress.com/battle-of-wits-

atlantis/

newees I SO
Indestructible, flying

| Whenever another asset
target of a card'on ability, you may:

| change any of' the targets. If you do,
you lose 2 life.

would be the

SwirT UNIQUE Epic CH.

ILLUS. UBALDO GANDOLFI V 05 €

© James Wallace Gray

TER — GOD

ILLUS. IVAN AIVAZOVSKY V 05 ¢

PASTURE

&: You get@or®.

SWIFT EPIC REAIM - Woops MEeADow

2022 Jawrs Gray €
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Battle of Wits is an overpowered combat-oriented
card game. It has some inspiration from Magic:
the Gathering. Players take turns playing cards
and building an army of characters. Characters
can attack or block. Whenever a player has zero

life, they lose the game.

In Battle of Wits, you use energy to play cards.
Realms are the main way to get energy, and you
can play any number of cards, including realms,
during your turn. However, you may only play one
“epic” card each turn. This is partly used to help
stop players from playing cards to draw cards over
and over during a single turn.

@) and banish Ambrosia: Choose une(
You gain 6 lifesyou get two energyio
any one colors oF discard a card and :
draw a card, (Put banished car_ds on the
bottom of the oWners draw pile.)

SWIFT RELIC

V 05 © 2022 JAMES GRAY
IL1us, WiLLIAM BEECHE V 05 © 202 Jane

SIRENUM SIREN

&: You gain control of target non-epic
| LI?E]TH.C[E‘I‘ foras long as Sirenum Siren
| remains inactive,

| &‘ULI may choose not to make Sirenum
Siren active at the beginning of your turn,

CHARACTER — PERsON

ILLUS. EOWARD ARMITAGE V 05 ¢ 2
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MAGICIAN, RULES 1 OF 4

WIN CONDITION
Whenever a player has zero life, they
lose the game. The last player left is
the winner.

SETUP

1. Each player starts with a deck of ten
Treasure cards. &

2. Each player starts with 20 life and
draws five cards.

3, Shuffle a large pile of face-down
random cards called “the market
deck.”

4, Put six cards from the market deck
face up on the center of the table.
These six cards are “the market.

5, Randomly determine who takes the
first turn.

MAGICIAN| RULES 2 OF 4
TURN ORDER

1. Beginning phase — Refill the market to six
cards. Then all your inactive assets become
s active. Remove all damage from characters,
- Start phase — Some assets do something
during this time, 7
3. Main phase — You can buy cards from the
market and play cards from your hand,
4. Battle phase — You can attack with i
during your battle phase, Only

your turn can attack or use activ;

abilities, b

5. Post-Battle ph: st li

> Po ase —Just like the main

6. Discard phase — D iy
s from your har

cards in your hand,
7. Draw phase
8. End phase — Some assets do sol
this time,

up to fiv rds.
mething at

e o

agctay)

Magician is a combat-oriented deck building
game. The win condition is to eliminate your
opponents by reducing their life total to zero by
attacking with characters.

Your deck starts with ten treasure cards, and you
buy cards to add to your deck.

Most cards you play are shuffled back into your
draw pile at some point, but Some cards you buy
are very powerful and are banished after they
resolve. Other strong cards you buy are “epic.”
You may only play one epic card each turn.

2-4 Players
20-60 min.
Ages 13+

More information:
recoculous.com/magician-the-card-game

PLAYER TWO's
IN PLAY ZONE

DRrRAW
PILE

DISCARD
PILE

PLAYER ONE'S
IN PLAY ZONE

‘When Infernal Ifrit comes into play, you
lose 2 life.

When this deals more than lethal damage to
blocking characters, the defending player
takes the rest of the damage.

€/ CHARACTER N\

© 2020 JamEs Gray

The current version of Magician has a One Thousand
& One Nights theme, but other themes are also
possible.

The game was originally invented in 2011. Newer
versions were developed in 2016 and 2020.

© James Wallace Gray '<D
Cocy “\\ .com



Fortress

A combat-oriented card game. A player
who loses all their fortresses loses the
game.

Characters can attack fortresses to deal
damage to them.

Each player may play one manifestation
card during their turn, and they may play
any number of sorcery and interrupt cards
each turn. Interrupt cards can be played at
any time.

When Ancient Temple dies, L
| prophecize 3. (Look at the top 3 cards
| of your draw pile, put any number of |
\ them into your discard pile, and the rest §
back on top in any order.)

Sorcery — Character

[e]

Turn.)

Hunting (When Wolf attacks, vou may
force a character ro block Wolf if able this

When Wolf comes into play, prophecize [i§
2 (Look at the wp 2 cards of your draw pile,
put any number of themt tnio your discard

pile, and the rest back on top in any order.)

Interrupg — Character

YO‘:’ may discard
baying the cost fp,

Flying
Archange]
characters.

a card instead of
r Archangel,

il At the beginning of your turn, put
target character card from your
discard pile into play.

can block up to two

Card costs are paid by putting that number of cards from your discard pile on the bottom of your draw
pile. One of the cards must have the right color.

The versions of Fortress were made with some differences. It was originally developed in 2011, and it

was remade in 2013.

© James Wallace Gray
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