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L [Cach year several covens* of apprentices com-
pete within the Anludim University of Magic. At
the head of one of these covens, you will recruit the Authors: Ludovic Maublanc & Dimitri Perrier
most complementary apprentices to attract the most Art: Anne Heidsieck
1k & g . Graphic Design: Alexis Vanmeerbeeck
prestigious professors and to win increasingly power- . .
ful magic items. Your final goll will be to become the el il Ut e e e Sl g T2 e il
A | § played the prototype and shared with us the
st Anludim University coven! magic adventure!
i “Acoven is an gathering of apprentice witches and apprentice sorcerers.
4 —— >N
[Tlaterial
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5 game boards sections. 65 apprentices cards, numbered from 1to 13 in 5 colors. Each

apprentice card has two values, each associated with a color. Each card
can be used in both directions.
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5 coven coats of arms
recto silver / verso gold.

7 Vials: 7 Stars: 6Voodoo 5Talismans: 5Crystal
4x1 point 3x1point dolls: 1x1 point Chests:
2x2 points 3x2 points 2x1 point 1x2 points 1x 1 point

3 scrolls: 1x3 points 1x3 points 2x2 points 2x3 points 1x2 points
3x1 point. 1x3 points 1x4 points 2x3 points
1x4 points 1x5 points




0 Goal of the game 0

The goal of the game is to be the first player to win 2 rounds.
Around is won by the player who has accumulated the highest value of magic items or
who has won the 5 different magic items.

1. Each player chooses a
coven coat of arms and
places it in front of her* on
the silver side.

4. Place 2 scrolls next to the

E game board.

5. Place the 5 teacher’s pieces
on their respective section.

2. Assemble the game board in
the center of the table in the

right order (1to 5).

) 6. Shuffle all the cards and deal 8
Expertvariant cards face down to each player.
The golden dots are used

to putthe combinationsin
an order of priority in the
expert variant (see p.7).

3. Stack each type of magic item
from the highest value (bottom)
to the lowest value (top) on each
location on the board.

7. Form a deck with the
remaining cards and turn the
first 3 cards face up.

2 magic items to remove for
3 players:

2N+

The first player is the one who most recently saw a magic movie.
The last player in turn order (clockwise) receives a scroll.
*From now on, for simplicity and gallantry, we will use female pronouns

when talking about each player, while it should be clearly understood that
in each instance, we mean to include our male players, as well. 3



(Came round o

Players play their turns, clockwise, to form combinations (see p. 8 for the details of combinations)
with the cards in their hand.

During her turn a player must perform 1 main action (A) and can also perform 1 optional action (B)
before or after her main action. At the end of the turn, the player eventually wins magic items (C).

If the round is not finished (end of round conditions see p.6) the next player completes her turn.

R. Main Rction

In her turn, a player must perform 1 of the following 2 actions:

Place 1 combination ou Oraw
(Lalling a feacher) (Recruifing apprentices)

« Play 1 combination which must be the strongestin play in the
discipline of one of the teachers.

« The targeted teacher pawn is then placed on this combination.
« Only 1 teacher’s pawn can be retrieved per turn.

2 possibilities:
1. Draw 2 hidden cards from the top of the deck.

« Each combination of apprentice cards can only be associated
with one teacher’s pawn.

Dimitri puts three «7» cards in front
of him. This is the strongest three

of a kind in play right now.
He takes the Professor Pawn 2. Draw only 1 face-up card from the available cards. This
«The Fortune teller» and the card isimmediately replaced by a new card from the deck.

corresponding magic items from
the top of the pile: «Talisman 1».

At the beginning of her turn, the player may, if she wishes,
take over all the cards of one or more combinations that
she had laid down in the previous turns. If teachers were
assigned to these combinations, they are placed back on
the central board.

Lombinations detail p.8




8. Optional Rction

Discard 1 magic item of any kind or 1 scroll to draw a hidden
apprentice card from the deck.
(Once per turn before or after the main action.)

C. End of a player's turn

Collect the magic item from the top of the stack for each teacher present in front of the player at the end of her turn.

Example of Anne’s turn:

Anne has in front of her, played during previous Reminder of the different combinations N
turns: Richemist Rrcanist Mécromancer Fortune teller EBlémentalist
+ Athree of a kind of 4, Straight Flush Pair(s) Three of a kind Gathering
« The teacher corresponding to the triplet: the ng EBB B
fortune teller, J

« A«talisman 1» magic item.
Anne decides to play a new combination:

She places a 3-card flush combination from her
he pl d flush bination from h
hand. It is much better than the one played by Ludo.

@ She takes the Professor Arcanist pawn in front of her.

At the end of her turn, she wins one magic item per
teacher pawn in front of her:
« 1 talisman of value 2

« 1 star of value 1.




o Endofround —— 0

Around stops immediately if 1 of these 2 conditions is met:

3 stacks of magic ftems are empty 1 player has won all 5 magic items

ou from the different teachers.

The player with the highest cumulative value of her magic
items (and scrolls) wins the round.

In the event of a tie, the player closest to the player who trig-
gered the end of the round wins, in order of turn.

She immediately wins the round regardless of the cumula-
tive value of the magic items.

Notes:

« The teacher token can replace a magic item (if the stack of
corresponding magic items is empty) to fulfill the condition
of 5 different magic items.

8 points

6 points

« A scroll does not replace a magic item.

07

The winner of the round returns her Among the other players, the player The next player with the highest cumu-
coven coat of arms on the gold side. If with the highest cumulative value of lative value of magic items receives 1
her coat of arms is already on the gold | magic items wins 2 scrolls for the next | scroll for the next round.

side, she wins the game. If noone has | round.

won the game, a new round is played.
The scrolls are put together and are
given to the 2nd and 3rd players (see

In the event of a tie, the player closest to the player who triggered the end of the round,
in order of turn, receives the scroll(s).

opposite).
Coats of arms
Keep up to 3 cards from your hand from Keep up to 2 cards from your hand from
one round to the next, discard the rest. one round to the other, discard the others.
Starting hand limited to 8 cards at the Starting hand limited to 7 cards at the

beginning of the round. beginning of the round.




o— MHewround —- o—— Endgame ——

The magic items and the teacher’s pieces are put back on A player who has already won one round (i.e. a player with
the game board. a GOLD coat of arms), who wins a second round, wins the
The new first playeris the player who follows (in the direction game.

of the turn) the one who triggered the end of the round. The
new first player deals the cards to complete each player’s
hand up to the limitindicated by his coat of arms (7 or 8 cards).

— Expert Uariant o

The 3 changes from the basic rule: Richimist Rrcanist Mecromancer  Fortune teller  Elementalist
1. Thereis a hiera rchy of combinations. Siraighf Flush Pair(s) three of a kind Eaihering

2. The played apprentice cards can never be taken back into
hand.

3. The played apprentice cards can be assigned all or in part to
another combination (new or already present) but only if the
target combination is higher in the combination hierarchy. The
remaining unassigned cards are discarded immediately.

=3 Victory!

Example Anne’s turn.

Anne wishes to play a three of a kind of 9 by
combining cards from her hand with those
from a combination already played.

o She discards the 11/8 card as she cannot
assign it to the new combination..

@ She places the Professor Necromancer & 7
pawn back on the central board. )

(3] She plays a 9 value Three of a kind
combination using two cards from her hand
and the 9/11 card from the pair combination
already placed on the board. The Three
of a kind combination is hierarchically
superior to the Pair combination.

0 Then, she retrieves the Professor Fortune
teller assigned to the Three of a kind played
by Dimitri.

Important ! During her turn, Anne
must not use the cards

9/11 and 11/8 to form a straight
8-9-10-11 because the straight
combination is lower than the pair
in the hierarchy of combinations.

6 At the end of her turn, she wins the
associated magic item from the top of the
pile (the 2-value talisman,).



o The combinations :

Straight (7% Alchimish
At least 2 cards that follow each other, regardless of = ga

color.
The best «Straight» is the one with the most cards. ga <

Ifthereis atie, the Straight with the highest value card is winning.

Rlush (e Arcanist

At least 2 cards of the same color, regardless of value. n .
12| 2 B5 n

The best «Flush» is the one with the most cards.
If thereis a tie, the flush with the highest card value is winning
(if the highest card value is the same, the next highest card is ‘3 < 7 3

considered, and so on).

Pair(s) (The Hécromancer)

One or more combinations of 2 cards of the same value <

but different colors.

The best «Pair» combination is the one with the most Pair(s)
(of different values). < EE

If there is a tie, the Pair with the highest card is winning (if the

highest card is the same, the next highest card is considered, @E < @E
and so on).

Three of a kind e Fortune foller)

One or more combinations of 3 cards of the same value

but different colors. nn <

The best combination of «Three of a kind» is the one with the

most Three of a kind(s) (of different values).

Ifthereis a tie, the Three of a kind with the highest value card is < nn
winning (if the highest value card is the same, the next highest

value card is considered, and so on).

Gathering (Zhe Elementalist)

At least 4 cards of the same value, regardless of the aa < @EBB
colors.

The best «Gathering» is the one with the most cards.

If there is a tie, the Gathering with the highest value card is EE nn
winning. <




