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 Counter Magic       [image: image2.bmp] [image: image3.bmp]
Counter an action card/Spell.
	Foresee                              [image: image4.bmp]
Next player rolls dice now, but only you get to see the results until their. All die effects must be played now.
	Wizard’s Duel
Choose one of your wizards and one opponent wizard. Each player rolls d6+wizards power. Losing wizard is removed.  (Tie=both loose)
	Inspiration                         [image: image5.bmp]
Draw 1 card from the top of 2 the blue and yellow action decks.

	By Magic’s Hand               [image: image6.bmp]
Steal a spell book (If book has casting cost you must pay it to steal).
	Re-energize
All magicians gain 1 magic if possible.
	Magic Stand                 [image: image7.bmp] [image: image8.bmp]
Place an active 1 power knight for 1 round, Knight can be used immediately. Knight is removed after this round.
	Slight of Hand
You may search a deck and choose a card, then place a card of your choice under that deck.
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Roll d6. 2-6 gain resources of your choice. On 1 Magic Kitchen is discarded.
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 Prophesy                     [image: image14.bmp]
You may look at the top card of each deck.
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Remove one settlement , ship, road, city or knight. Knights and Cities are just reduced. Take resources of your choice equal to the number of resources it costs to build the item.
	Witch                                  [image: image18.bmp]
Choose a City, that city is a settlement until a green is rolled on the event die. Then becomes a City again.
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  Time Jump                     [image: image20.bmp]
Negate event die, make it re-roll.
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 Disillusionment           [image: image22.bmp]
No buildings may be created this round, must be played before dice are rolled.
	Wisdom of the Ancients   [image: image23.bmp]
You may select one card from any discard pile and place it in your hand.
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Move city, settlement, road, ship, knight to any other possible location.

	Materialization                   [image: image27.bmp]
You may transform a settlement into a city. 
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 Book of Power       [image: image29.bmp] [image: image30.bmp]
You may search a deck and choose a card, then place a card of your choice under that deck.
	Festival                              [image: image31.bmp]
Both red and white die effect the gathering of action cards for 1 turn, play before dice are rolled.
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 Earth Magic      [image: image33.bmp] [image: image34.bmp] [image: image35.bmp]
You may trade any land you have 2 of for any land anyone else has 2 of. Numbers do not change.

	Dispel                                 [image: image36.bmp]
All magic books are discarded.
	Whirlwind                          [image: image37.bmp]
Opponent looses all resources or commodities of one type.
	[image: image38.png]


 Wheel of Time        [image: image39.bmp] [image: image40.bmp]
Before event die is rolled you can determine the result of it.
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 Magic Potion          [image: image42.bmp] [image: image43.bmp]
Doubles strength of a knight for 1 turn.

	Vanquish                      [image: image44.bmp] [image: image45.bmp]
All resources or commodities of one type are discarded.
	Feast                                  [image: image46.bmp]
For 1 turn all your resources produce 1 extra of the appropriate type. Play before die roll.
	Land Change Thyself!      [image: image47.bmp]
Exchange any land you have 2 of for any visible land not claimed, no gold exchange. Numbers do not change.
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 Magic Port              [image: image49.bmp] [image: image50.bmp]
You may trade resources as if you had a port of anyone one type any other player has access to.

	Redistribution
You may move magic between your mages for 1 round.
	Cuckoo                         [image: image51.bmp] [image: image52.bmp]
For this turn you gain the resources /commodities of all players with more victory points than you. You do not gain anything from you own lands. Play before dice are rolled.
	[image: image53.png]


 Duplication             [image: image54.bmp] [image: image55.bmp]
Name 1 resource, commodity or magic. For the entire round whenever it is produced a second one is as well. Play before Dice are rolled.
	Magic Merchant
Merchant is placed on resource hex you have. He can trade that resource for magic at 1:1. Replaced(s) like a merchant.

	Stasis                           [image: image56.bmp] [image: image57.bmp]
Next die roll is skipped.
	Mimic                                 [image: image58.bmp]
Play before dice are rolled. For that turn you and one opponent gain each others resources.
	By Magic’s Hand               [image: image59.bmp]
Steal a spell book (If book has casting cost you must pay it to steal).
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Counter an action card/Spell.
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Roll d6. 2-6 gain resources of your choice. On 1 Magic Kitchen is discarded.
	Foresee                              [image: image67.bmp]
Next player rolls dice now, but only you get to see the results until their. All die effects must be played now.
	Re-energize
All magicians gain 1 magic if possible.
	Magic Stand                 [image: image68.bmp] [image: image69.bmp]
Place an active 1 power knight for 1 round, Knight can be used immediately. Knight is removed after this round.
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Doubles strength of a knight for 1 turn.
	Wisdom of the Ancients   [image: image73.bmp]
You may select one card from any discard pile and place it in your hand.
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Before event die is rolled you can determine the result of it.
	Inspiration                         [image: image77.bmp]
Draw 1 card from the top of 2 the blue and yellow action decks.

	Witch                                  [image: image78.bmp]
Choose a City, that city is a settlement until a green is rolled on the event die. Then becomes a City again.
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Move city, settlement, road, ship, knight to any other possible location.
	Feast                                  [image: image82.bmp]
For 1 turn all your resources produce 1 extra of the appropriate type. Play before die roll.
	Land Change Thyself!      [image: image83.bmp]
Exchange any land you have 2 of for any visible land not claimed, no gold exchange. Numbers do not change.

	Magic Merchant

Merchant is placed on resource hex you have. He can trade that resource for magic at 1:1. Replaced(s) like a merchant.
	Magic Merchant

Merchant is placed on resource hex you have. He can trade that resource for magic at 1:1. Replaced(s) like a merchant.
	Magic Merchant

Merchant is placed on resource hex you have. He can trade that resource for magic at 1:1. Replaced(s) like a merchant.
	Magic Merchant

Merchant is placed on resource hex you have. He can trade that resource for magic at 1:1. Replaced(s) like a merchant.

	Magic Merchant

Merchant is placed on resource hex you have. He can trade that resource for magic at 1:1. Replaced(s) like a merchant.
	Counter Spell                           [image: image84.bmp]
Counter an action card/Spell.
	Re-energize
All magicians gain 1 magic if possible.
	Mimic                                 [image: image85.bmp]
Play before dice are rolled. For that turn you and one opponent gain each others resources.
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