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Magic Realm is widely praised for its unique and inno-
vative features, many of which are just as fascinating 
today as they were back in 1979 when the game was first 
released. But the game quickly gained the reputation of 
having a terrible rulebook, and many people found the 
game to be nearly impossible to learn. The unofficial 3rd 
edition rules, released in 2005 after several years of effort 
by the online community of experienced Magic Realm 
players, finally provided Magic Realm with an outstand-
ing rulebook, but it did little to make the game easier to 
learn.

What Magic Realm has always lacked is a good tuto-
rial. There have been numerous previous attempts to cre-
ate various forms of Magic Realm tutorials, but these have 
either been very limited in scope, or they were quickly 
abandoned. It takes a tremendous amount of time and 
effort to craft a good, comprehensive tutorial.

The purpose of this tutorial is to assist you in learning 
how to play Magic Realm as quickly and as painlessly as 
possible. You will get to see each of the 16 characters in 
action, executing real moves and fighting in real battles, 
along with commentary discussing each of the choices 
that these characters make. The situations will be quite 
simple at first, but will gradually increase in both com-
plexity and level of challenge. Along the way you will 
meet the monsters and natives that roam about the Mag-
ic Realm, you will find many of the treasures that are bur-
ied deep within the treasure sites, and you will see more 
than a little magic put into play by powerful spellcasters.

Before we dive into the Realm, there are a few things 
that need to be noted:

 This tutorial does not replace the rulebook. I 
will demonstrate how the rules are used dur-
ing a game, but eventually you will need to read 
through the rulebook to fully understand every-
thing that the rules allow you to do. This tutorial 
simply cannot cover every rule in the rulebook, 
nor can it cover every situation that could pos-
sibly occur during a game.



IntroducIng the mAgIc reAlm tutorIAl

 Before starting this tutorial you may want to 
skim through the rulebook to get a feel for how 
it is organized, but don’t attempt to learn or 
memorize the bulk of the rules at this time. This 
game has a lot of rules, and many of them will 
not make any sense at all until you see how they 
are used in a game.

  As you go through this tutorial, you may want 
to review the relevant sections of the rulebook. 
For example, when a character first uses a Trade 
phase, you might read through the Trading rules; 
when a character first uses a Search phase, you 
might read through the Search rules; etc. A com-
plete reading of the rulebook, however, will be 
easier to understand if you go through this tuto-
rial first.

 This tutorial will not cover the rules describing 
how the game is set up for play. Rules Section 3 
already gives quite a detailed description of this 
process.

Before you begin this tutorial, you should read 
through Rules 1.4, 1.6, and all of Rules Section 2 (except 
2.7). This is the basic information that you need to know 
at the start. Don’t worry too much about memorizing all 
of this, as that will come naturally as you gain experience 
with the game.

Three of Magic Realm’s optional rules will be used for 
this tutorial:

  10.B.4  Watchful Natives

  10.A.6.8  The Knights’ Adjustment

  10.A.1  Serious Wounds

You may be wondering why I would choose to use 
three optional rules for a beginner’s tutorial, as optional 
rules normally make a game more complex and more 
difficult to learn. These particular optional rules, howev-
er, improve the game in important ways and are gener-
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ally recommended for all players of the game, including 
beginners.

Watchful Natives makes it harder for a character to 
defeat a native group. The vulnerability of natives was a 
real problem in the game prior to the 3rd edition rules. 
This rule is strongly recommended: designer Richard 
Hamblen actually intended for Watchful Natives to be a 
part of the regular rules in the 2nd edition, but it was acci-
dentally omitted in one of the many production glitches 
that plagued the 2nd edition rulebook.

The Knights’ Adjustment is a play balance adjustment 
for the two Knight characters, who can otherwise win too 
easily in the hands of an experienced player. This rule is 
recommended for players using the regular combat rules 
(but is not recommended for players using the Optional 
Combat Rules).

Serious Wounds makes a player’s character a little 
harder to kill. It’s commonly used by many players, but 
some players feel that it benefits the heavy characters 
more than the lighter characters and so prefer not to use 
it. It’s certainly recommended for beginners, whose great-
est challenge is often just keeping their character alive.

And what about Magic Realm’s reputation for com-
plexity? Just how difficult will this tutorial be?

Magic Realm is actually not that hard to learn, if you 
have a good teacher explaining things, so this tutorial 
hopefully will not be as difficult as you might have feared. 
Much of the game is quite simple and elegant. The com-
plexity in Magic Realm primarily comes from, first of all, 
the crazy ways in which parts of the game can interact 
with each other, and, secondly, the combat sequence… 
which can seem convoluted, arbitrary, and just plain 
unfathomable to beginners.

There is one other thing that can make Magic Realm 
a challenging game to learn: it is an utterly unique game. 
No other boardgame or roleplaying game that you might 
have played will have prepared you in any way to learn 
Magic Realm. You have literally never played a game like 
this before.

The Object of the Game

A game of Magic Realm consists of 28 turns. Each turn 
represents one day of game time, and the 28 turns 
together represent one lunar month (four weeks).

Each player controls a single character who travels 
around the map attempting to earn points by fighting 
battles and searching for treasures. Battles can be fought 
against monsters, natives, and even other characters; trea-
sures can be purchased from natives or found in treasure 
sites. Each player is free to cooperate with, or oppose, the 
other players as he sees fit.

Points can be earned in five ways:

By gaining Fame

By gaining Notoriety

By obtaining Gold

By obtaining Great Treasures

By learning new Spells

At the end of the game, a score is calculated for 
each character by comparing the character’s totals in the 
above five categories with the Victory Requirements that 
he selected prior to the start of the game. Each character 
with a positive score wins (there can be several winners). 
The character with the highest score is the victor (there 
can only be one victor).

Winning the game means that your character was 
successful in fulfilling the Victory Requirements that you 
selected. Being the victor means that your character was 
the most successful character in that game, even if you 
failed to get a winning score.

Magic Realm Die Rolls

Magic Realm uses an unusual die rolling procedure. The 
rulebook explains it clearly, but it is so different from the 
die rolling procedures normally used in boardgames that 
it is worth explaining it again here.

When you make a die roll in Magic Realm, you roll 
two dice and take your result from the higher of the two 
rolls. If you roll a “4” and a “6”, your die roll result is “6”; if 
you roll a “2” and a ”1”, your die roll result is “2”.

This die rolling procedure results in an interesting 
set of probabilities. It’s quite difficult to roll a “1”, but each 
higher number is easier to roll than the preceding lower 
number:

  1 –  2.8% 
2 –  8.3% 
3 – 13.9% 
4 – 19.4% 
5 – 25.0% 
6 – 30.6%

This die roll procedure is used for all die rolls, except 
in a few situations where you will just roll a single die and 
read it normally. These situations are clearly indicated in 
the appropriate rules.
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Tutorial Format

This tutorial contains 17 chapters, with each of the first 
16 chapters focusing on one of the game’s 16 characters. 
In these chapters you will follow a character through sev-
eral game turns (days) as he moves around on a small 
mini-map consisting of just five map tiles. Each move that 
the character makes, and each encounter or battle that 
occurs, will be explained in great detail. The 17th chap-
ter discusses the game’s Victory Conditions and provides 
some overall game strategy for each character.

If you print this tutorial out as a double-sided book-
let, the full page illustrations such as the mini-maps and 
battle displays will usually appear on the left-hand page 
of a spread, and the right-hand page will contain the text 
and other graphics that explains the action that is being 
depicted. If you are viewing this as a PDF file, you can 
get the same effect by selecting the “Facing” page layout 
option in older versions of Acrobat Reader. In the newer 
versions of Acrobat Reader, select the “Two-Up” display 
option, and then select the “Show Cover Page During 
Two-Up” display option to show the page spreads cor-
rectly. Images smaller than a full page will almost always 
appear on the same page as the text that discusses 
them.

At the beginning of each day, each character must 
write down on their Personal History Sheet the activities 
that they will do during their turn. I’ve chosen to show 
these recorded turns using two different formats: the 
official format as described in the rulebook, and a “short-
hand” format. The official format unfortunately requires 
you to write down far more information for moves than 
is usually necessary. This can annoy some players, and it 
can slow down the game. The shorthand version is just as 
precise as the longer official version, but it is easier to use 
and faster to write.

The shorthand version of each day’s turn is always 
printed in light gray, so it’s easy to ignore if you prefer to 
use the official format.

If you do choose to use the shorthand format, one 
thing that you have to be aware of is that, in rare situa-
tions, a turn recorded in shorthand will be ambiguous: 
there will be two or more paths that match the recorded 
turn. When this happens, you will have to include a tile 
designation for the final clearing that you are moving to. 
To illustrate just how rarely this occurs: in the first four 
chapters of this tutorial, 52 moves are played out, but 
only one of them was ambiguous and required the addi-
tion of a tile designation.

Player Aids

There are a number of Player Aids available that will help 
make your Magic Realm games go more smoothly. The 
most vital Player Aid that every Magic Realm player needs 
is a detailed Sequence of Play (SOP) that lists every action 
that can take place during a turn, in the order in which 
they occur. The rulebook contains a SOP, of course, and 
there are other player-designed SOPs that can be down-
loaded from various places. But I’ve taken the rulebook’s 
SOP and reformatted it into an expanded, easy-to-read 
format that may be helpful to beginners who are learning 
the game. You’ll find this SOP on pages 4 thru 7. As you 
work your way through this tutorial, following along on 
the SOP will really assist you in understanding how the 
game works.

I would also recommend that you download the 
Quick Reference Cards found on BGG. These Quick Refer-
ence Cards gather together all of the charts and tables 
needed to play Magic Realm. In particular, beginners 
should keep the Probabilities Table on the “Etc.” page han-
dy, as Magic Realm’s unusual die roll procedures make it 
difficult to estimate what chance of success a given die 
roll has. Looking at this table will quickly tell you, for 
example, that if you need to roll exactly a “3”, your chance 
of success is 14%, but if you need to roll a “3” or less, your 
chance of success is 25%.

The Missile Table looks a little different from the one 
in the rulebook, because the results for each basic Harm 
level have been precalculated for you. It gives the exact 
same results as the original Missile Table, but you may 
find it somewhat easier to use.

Ignore the Commerce Table and the Stumble, Fum-
ble, and Optional Missile Tables, as they only come into 
play when certain optional rules are used.

This tutorial will also be using the redesigned Melee 
Sections from BGG, as they are somewhat easier to use 
than the originals, and they also include a Denizen Melee 
Section which was not provided in the original game. 
These redesigned Melee Sections do not change battle 
results in any way.

Quick Reference Cards for 3.1 edition Rules
http://www.boardgamegeek.com/filepage/22682/quick-
reference-cards-for-3-1-edition-rules

Improved Melee Sections for Characters & Denizens
http://www.boardgamegeek.com/filepage/8503/improved-
melee-sections-for-characters-denizens

http://www.boardgamegeek.com/filepage/22682/quick-reference-cards-for-3-1-edition-rules
http://www.boardgamegeek.com/filepage/22682/quick-reference-cards-for-3-1-edition-rules
http://www.boardgamegeek.com/filepage/8503/improved-melee-sections-for-characters-denizens
http://www.boardgamegeek.com/filepage/8503/improved-melee-sections-for-characters-denizens


DAILY SEQUENCE OF PLAY

Beginning a new Day
If it is the seventh day of a week, the day starts supplying its color magic everywhere on the map, 
energizing Permanent spells that require that color.

optional: Automatic enchanting will turn over affected tiles. (10.C.5)

optional: If it is the start of a week, the weather for the week is determined. (10.D.1)

Birdsong
Each character records turns for himself, his hired leaders, and his controlled monsters.

Sunrise
Each character assigns his hired underlings and hired monsters to the guides they will follow. Then 
each character, hired leader, and controlled monster who is doing the Follow activity is assigned 
to the guide he is following.

Characters, hired leaders, and controlled monsters who are not following mix their Attention chits 
together, blank side up. A die is rolled to determine which denizens are prowling; on the seventh 
day of the week, prowling monsters and natives return to where they started the game and 
prowling visitor chits turn over.

Daylight
The Attention chits are picked at random, one at a time. When a chit belonging to a character, 
hired leader, or controlled monster is picked, he and his followers take their turns. When everyone 
has had a turn, Daylight ends.

If a character owns the first chit picked, he is the “first character” for the day. If a hired leader 
or controlled monster owns the first chit picked, the hiring or controlling character is the “first 
character.”

When his Attention chit is selected, a character, hired leader, or controlled monster becomes 
unhidden and he and his followers do the phases he recorded. Whenever a character, hired leader, 
or controlled monster becomes unhidden, his followers also become unhidden.

On each phase he and his followers do the following, in order:

 He and his followers can rearrange their belongings and trade with each other and with other 
characters, hired leaders, and controlled monsters in the clearing. He and his followers can also 
use color chits to energize Permanent spells in the clearing, and pick up mission or campaign 
chits in the clearing.

 He and his followers do the activity he recorded for this phase, playing action chits as required 
by the activity.

At the start of the activity each follower can choose to stop following. When a follower stops 
following, his turn ends; if he is a character, hired leader, or controlled monster, at the end of 
the phase he can block and be blocked, and he causes denizens to appear, move, and block.

If the activity is his last Fly activity (if it is the last activity of his turn or his next activity is not 
Fly), then he and his followers must land at the end of the activity.

optional: He can do the Alert and Enhanced Peer activities without landing. (10.A.3)

At the end of the phase, the individual who is taking his turn can block and be blocked by 
characters, hired leaders, controlled monsters, and unhired and uncontrolled monsters in his 
clearing. If he is unhidden, unhired/uncontrolled monsters in the clearing automatically block him. 
Monsters already in the clearing block only the individual that is moving, not other individuals in 
the clearing. All individuals blocking or blocked become unhidden and end their turns (or lose 
them if they have not taken them yet).

•

•



DAILY SEQUENCE OF PLAY

Resolving Combat in a Clearing

When a character’s, hired leader’s, or controlled monster’s turn ends, the following things happen, 
in order:

 Each unhired, uncontrolled monster that is prowling in his tile moves to his clearing (monsters 
that are hired or controlled do not move). Then he turns all of the map chits in his tile face up, 
exchanges any substitute chits, and the game pieces in his tile can summon new denizens from 
the Appearance Chart. Each monster that moves to or appears in his clearing automatically 
blocks any unhidden hired leaders, characters, and controlled monsters in his clearing, and it 
can be blocked by any of the characters, hired leaders, and controlled monsters in that clearing.

 Anyone who is following him stops following and is put in his clearing. Characters, hired leaders, 
and controlled monsters among the followers can block and be blocked, and they cause 
monsters to move and block as described above.

Sunset
All Day spells expire. Characters put to sleep by the Flowers of Rest wake up. One Attention chit is 
taken from each clearing that contains a character, hired leader, or controlled monster. The chits 
are mixed together, face down.

Evening
The Attention chits are picked randomly one at a time. When a chit is picked, combat is resolved in 
its owner’s clearing. When combat is finished in a clearing, characters, hired leaders, and controlled 
monsters can trade and rearrange belongings. When combat is finished in all of the clearings, 
Evening ends.

Midnight
Map chits turn face down, weapon counters become unalerted, and Curses are removed at the 
Chapel. Active Potions expire, Combat spells expire, Permanent spells fall inert, terms of hire 
expire, and mission and campaign chits expire.

If it is the end of the seventh day of the week, the day stops supplying its color magic.

If this is the last day in the game, the game ends.

•

•

All unhired, uncontrolled monsters and unhired natives must be light side up. Tremendous monsters 
must be red side down.

optional: Denizens (except Tremendous monsters) are turned dark side up if there are any unhidden 
characters or their minions in the clearing. (10.B.2)

If the clearing contains any unhired natives, each character who is in the clearing or who has a hired 
native or a controlled monster in the clearing rolls on the Meeting Table to see if the unhired natives will 
battle him. He rolls separately for each unhired native group.

The individuals in the clearing do rounds of combat until there are no characters, hired leaders, hired 
natives, or controlled or hired monsters in the clearing, or until there are two consecutive rounds in 
which nothing is killed, no action chits are fatigued or wounded, no armor is damaged or destroyed, no 
spells are cast, and no Tremendous monsters are red side up.

When the rounds of combat end, the characters, hired leaders, and controlled monsters in the clearing 
can rearrange their belongings and trade with each other.



A Round of Combat

1.  The characters play in turn, starting with the first character of the day and going to the left.

2.  The “uncontrolled denizens” consist of all of the unhired, uncontrolled monsters and all of the 
battling natives in the clearing.

3. Only if the character is in the clearing himself.

4.  A character has a turn if he is in the clearing himself or if any of his minions are in the clearing.  
His “minions” consist of his hired natives and his hired or controlled monsters.

ENCOUNTER STEP

Only the characters, monsters, and natives in the clearing take part in combat.

All unhired native horses turn “walking” side up.

LURING (8.3.4)

Each character1 can assign any number of unhired/uncontrolled denizens2 to himself3 and one to 
each of his minions.4

RANDOM ASSIGNMENT (8.3.5)

Unhired/Uncontrolled denizens who remain unassigned are assigned randomly to attack 
unhidden characters and their minions in the clearing.

DEPLOYMENT (8.3.6)

Each character1 gets a turn for Deployment in which he can assign any of his currently unassigned 
minions4 to their targets. If he is in the clearing himself, he can charge another character in the 
clearing. Denizens who are unassigned after Deployment do not attack this round.

ACTIONS (8.3.7)

Each character1 in the clearing can play his color chits to energize Permanent spells, and if he did 
not charge he can do one action: alert a weapon, run or fly away, or cast a spell. Characters who 
run or fly away leave the clearing immediately, and denizens attacking them become unassigned 
until the next round. A character who did not charge, run away, or do any other action can activate 
and/or deactivate one item, or abandon any number of items.

MELEE STEP

All native horses turn over. Character’s horses that were played on their galloping side in the 
Encounter Step also turn over. Each uncontrolled denizen that is on its own sheet is assigned to 
attack the minion most recently put on its sheet.

SELECTING TARGETS (8.4.2)

The characters4 mix and pick their Attention chits randomly, and when a character’s chit is picked 
he selects targets for himself (if he is present) and for his minions who are on their own sheets.

SPELL EFFECTS (8.4.3 – 8.4.4)

All spells that were played this round come to life in the order defined by their completion times, 
lower times first.

When a spell comes to life it prevents its target from completing his spell (if he has not already 
done so).

If a spell stops an individual from attacking, he cannot choose a new target until the next round.



A Round of Combat
ATTACKS/MANEUVERS (8.4.5)

Each character4 secretly plays the attacks and maneuvers for himself (if he is in the clearing) and 
his minions who are on their own sheet. Players also distribute all denizens on their character’s 
own sheets and denizens on the sheets of their minions, filling as many boxes as possible. They 
position their minions who are on the sheets of unhired denizens. The characters reveal their plays 
simultaneously.

If a character played a spell that came to life this round, he cannot make a normal attack.

If a character cast an Attack spell this round, he plays his Attention chit in an Attack circle and it 
attacks like a weapon.

RANDOMIZING ATTACKS (8.4.6 – 8.4.7)

Die rolls are made to randomize the attack/maneuver direction for all denizens except hired or 
controlled denizens on their own sheet. Each box of denizens also rolls to see if they change 
tactics, except hired or controlled denizens on their own sheet, who do not move or change 
tactics.

RESOLVING ATTACKS (8.4.8)

Each attack is examined to see if it hits by matching directions with the target or by undercutting 
speed. Misses are removed, and weapons counters played by characters who miss are turned 
alerted side up.

INFLICTING HARM (8.4.9)

Hits inflict harm in the order defined by their attack time and length.

In Round 1, longer weapons hit first and weapon speed breaks ties; in subsequent rounds, faster 
weapons hit first and length breaks ties.

Individuals and horses are removed instantly when they are killed, and armor is removed instantly 
when it is destroyed. An attack on or by an individual or denizen who is killed is cancelled.

Weapon counters used in attacks that hit and are not cancelled turn unalerted side up after harm 
has been inflicted.

FATIGUE STEP

Each character pays for his fatigue and wounds. Denizens on a sheet whose owner was killed 
become unassigned; unassigned Tremendous monsters turn red side down. Tremendous 
monsters who hit targets that are still alive turn red side up.

DISENGAGEMENT

Unhired/uncontrolled denizens remain light or dark side up as they finished the round. All 
unhired/uncontrolled denizens who are assigned to characters remain assigned. Other than that, 
all denizens become unassigned, except red-side-up Tremendous monsters and those who are 
being attacked by red-side-up Tremendous monsters.



DIE ROLL PROCEDURES
1.  When a character uses any table, he rolls two dice and uses the higher roll 

to find his result. Example: If he rolled “2” and “5”, he would use “5” to find his 
result.

2.  This die roll can be modified by the character’s Special Advantages 
and by Treasure cards and spells that are affecting him. Some of these 
modifications add to the die roll or subtract from it, and others cause him to 
roll only one die instead of two. All of these modifications are cumulative – a 
character who is subject to two “+1” modifications adds two to his die roll.

 2.1 A character never rolls less than one die.

 2.2  A net result of less than one is converted to one. A net result of greater 
than six is converted to six.

3.  Die roll modifications that apply to a character – including those due to his 
Special Advantages and Treasure cards in his possession – do not apply to 
the denizen that he controls. When a hired native or controlled monster 
uses a table, the die roll is affected only by those modifications that apply to 
that native or monster (including those that apply to every individual in the 
clearing).
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The White Knight
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whIte knIght dAy 1

T – T – HR – M AV2
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The White Knight is one of the best characters in Magic 
Realm, which makes him an excellent choice for a begin-
ner. He’s strong enough to defeat any opponent, his suit 
of armor gives him good protection, he’s friendly with the 
Order (who have lots of stuff that he would love to pur-
chase), and his “Honor” and “Health” Special Advantages 
are extremely useful. He even gets a single Type I spell, 
although there is no guarantee that he will ever be able 
to make use of this limited magical ability.

But he is not invincible. He’s slow, and tires easily, so 
he’s vulnerable to monsters that attack in large numbers, 
or monsters with fast attacks. He has little to fear from 
any Dragon, but he’s in trouble if he finds himself facing a 
pack of six Goblins.

Let’s follow the White Knight’s preparation and initial 
moves to learn some of the basics of Magic Realm.

Before the game starts, he takes his starting equip-
ment and then selects his starting location and spell. His 
Great Sword and suit of armor are drawn from the Order 
at the Chapel, the only natives who have such items. 
He also takes his 12 action chits, his Attention chit, and 
records that he starts the game with 10 gold.

He selects Make Whole as his starting spell, which is 
the only spell that really makes any sense for him. He only 
has one Magic chit, so he basically has to be at the Chapel 
(which is a source of White magic) in order to cast a spell. 
He’s unlikely to ever need Exorcise or Peace while at the 
Chapel, and Small Blessing’s most likely result – “I wish for 
strength” – is useless to him because he already has the 
ability to inflict Tremendous harm in his attacks.

His most important pregame decision, however, is to 
select his starting location, either the Inn or the Chapel. 
He chooses to start at the Chapel, which is a good choice 
for several reasons. It gives him easy access to the Order, 
his most important trading partners, and it increases the 
chance that he might be able to make use of his spell. In 
addition, by putting some distance between himself and 
the other characters (most of whom will have to start at 
the Inn) he has the possibility of discovering a treasure 
site that he could loot before anyone else could get to it.

The main drawback to starting at the Chapel is that 
he will have to fight alone for a while. The natives that 
appear at the Chapel are too expensive to hire until he 
gets some additional gold, and it’s unlikely that there will 
be any other characters around that he could team up 
with. But the White Knight is a pretty good fighter, and he 
might prefer to save his gold for trading with the Order 
instead of hiring a Rogue or two at the Inn.

The White Knight is placed on the map at the Chapel, 
green side up, and we are ready to start the game. The 
green side indicates that the White Knight is hidden, and 
cannot be blocked by monsters or other characters. All 
characters start the game hidden. If a character becomes 
unhidden, his counter is flipped over to the tan side.

For this first turn, I’m going to step through the parts 
of the day in some detail.

Beginning a new Day

It is not the seventh day of a week, and we are not using 
the optional Weather rules, so nothing happens here.

Birdsong

The White Knight now records his activities for Day 1. He 
has four phases that he can use. If you look at the box 
above, you’ll see the White Knight’s recorded turn. The 
recorded turn is presented twice: the top line shows the 
turn written out as specified by the rules, and the second 
line (in gray) shows the shorthand version.

The White Knight has chosen to do two Trades, a Hire, 
and then a Move. This is a very safe set of activities, so he 
does not need to hide. The Order is Friendly to the White 
Knight, he will leave the Chapel before any other natives 
can show up, and he does not move to a clearing where 
monsters can appear. Monsters will never appear in a Val-
ley tile that contains a Dwelling.

A riskier approach would be to do a Trade, a Hide, 
and then two Moves into Clearing 1 of the Borderland. 
This would be dangerous because there’s no way of 
knowing what monsters might be found in the Border-
land, and the White Knight might be trusting his fate to a 
single Hide roll (that has a 30% chance of failure).

One of the biggest problems that many beginners 
face is simply keeping their character alive for more than 
one or two days at a time. Your first goal as a beginner is 
not to win a game, or even to finish with a positive score. 
Your first goal must be to learn to keep your character 
alive for an entire month… 28 days.

Sunrise

With only one character in play, and no natives currently 
hired, the only thing that happens during Sunrise is that 
the Monster Roll is made. The Monster Roll (rolled with 
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only one die) is a “3”, so the monsters and natives on line 
3 of the Set Up Card will be prowling today, meaning that 
they might appear or move on the map.

Note that the Monster Roll is made after the charac-
ters write down their activities for the day in Birdsong, so 
a character has to commit to a course of action without 
knowing what monsters might be prowling that day. The 
White Knight is now very relieved that he recorded a safe 
set of activities: Goblins can prowl on a Monster Roll of “3”, 
and they could maybe appear in the Borderland (because 
it is a cave tile).

Daylight

During Daylight, each character, hired leader, and con-
trolled monster take their turns in a random order. Cur-
rently, the White Knight is the only individual on the map 
who will be taking a turn. He automatically becomes 
unhidden at the start of his turn. He then executes the 
activities that he recorded for this day, in the order in 
which he recorded them.

First Phase: Trade

The White Knight’s first activity is a Trade phase. With a 
Trade Phase, the White Knight can attempt to buy one 
belonging from any unhired native leader or visitor in his 
clearing, or he can attempt to sell any number of belong-
ings to an unhired native leader or visitor in his clearing.

The White Knight does not have to write down in 
advance if he is buying or selling; he decides this when he 
actually executes the Trade phase. For this Trade phase, he 
announces that he is buying from the Order leader at the 
Chapel. Because he is buying, he gets to look at the two 
Treasure cards that the Order has for sale (in the Chapel 
box on the Set Up Card). He does not show these cards to 
the other players in the game.

The two Treasure cards that the Order have are the 
Lost Keys and the Magic Spectacles.

The Lost Keys can be used to open the Chest, the 
Crypt, and the Vault. They are basically useless to the 
White Knight, so he won’t want to buy them. Why are 
they useless? The White Knight can use his tremendous 
strength, in the form of a T Fight chit or a T Move chit, to 
force open the Crypt and the Vault, so he doesn’t need 
the Lost Keys. The Lost Keys are the only way to open the 
Chest, so they would be useful for that, but the chances 
of finding the Chest are not good at all. A character who 
buys the Lost Keys and then sets out to find the Chest is 
embarking on a fool’s errand.

But, even though the White Knight doesn’t want to 
buy the Lost Keys, knowing where they are is a valuable 
piece of information. If he is fortunate enough to find the 
Chest, he knows where the keys are that will open it. If 
any other character – who has not also traded with the 
Order – finds the Chest, he is likely to simply abandon it, 
because the Chest is useless without the Lost Keys.

The Lost Keys have a weight of Negligible (so anyone 
can carry them) and a Gold price of 5.

The Magic Spectacles are a much more useful trea-
sure: a character who possesses the Magic Spectacles can 
record an extra Search phase every single turn! Searching 
is such a fundamental activity in Magic Realm that having 
a bonus Search phase every turn can be a huge advan-
tage.

The Magic Spectacles have a weight of Negligible 
and a Gold price of 6. They also increase a character’s 
Notoriety score by 2 as long as that character possesses 
them.

After inspecting the Order’s Treasure cards, the White 
Knight must now select one item to attempt to purchase 
with this Trade phase. He can select one of the Order’s 
warhorses, another suit of armor, one of their weapons, 
or either Treasure card. After some consideration, he nar-
rows his choice down to three possibilities:

 Magic Spectacles: As discussed above, a very 
useful treasure.

 Morning Star: One of the deadliest weapons in 
the game; its speed of “3” when alerted allows it 
to easily undercut and kill most of the powerful 
monsters in Magic Realm.

 Warhorse: A warhorse would make the White 
Knight nearly invincible, as very few monsters 
(or natives, or other characters) are capable of 
killing it.

From these three items, the White Knight chooses 
to try to buy a Morning Star. He probably can’t afford a 
warhorse, so the Order would have to agree to give one 
to him for free (as a boon), which only has a very slim 
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chance of occurring. He has a better chance of being able 
to buy either the Morning Star or the Magic Spectacles, 
but he thinks that the Morning Star might be a little more 
useful to him.

The Knights’ Adjustment optional rule that we are 
using reduces the White Knight’s trading relationship 
with the Order from Ally to Friendly. Thus all of his trading 
and hiring attempts with the Order will be made on the 
Friendly column of the Meeting Table.

To resolve this Trade phase, he rolls on the Friendly 
column of the Meeting Table, subtracting “1” from his die 
roll due to his “Honor” Special Advantage. He has 10 gold 
to spend, and he could also choose to pay part of any pur-
chase price he receives with his Great Sword (Gold price 
10), which he really won’t need if he has a Morning Star, 
so he could meet any purchase price up to 20 gold.

If he was also willing to use his suit of armor (Gold 
price 17) to pay for part of a purchase, he could then 
meet any purchase price up to 37 gold. But giving up his 
armor protection just to get a better weapon probably 
isn’t a good idea.

The Morning Star has a Gold price of 8, so he needs 
either a “Price x 1” result or a “Price x 2” result. He rolls the 
dice and gets a “5” which, after subtracting “1” for Honor, 
gives him a “Price x 3” result. He can’t afford 24 gold unless 
he gives up his suit of armor, which he declines to do, so 
this Trade phase is unsuccessful.

A character using a Trade phase to attempt to buy 
something is never forced  to accept any price result. He 
can always decline any offered price in the hopes of get-
ting a better offer in a later Trade phase.

Second Phase: Trade

He tries to buy the Morning Star again in this second 
Trade phase, but rolls a “6” for a “Price x 4” result. This sec-
ond Trade phase is also unsuccessful.

With no guarantee of success, why did the White 
Knight even bother with Trade phases? If he had ignored 
trading and simply done Hide – Hide – Move – Move, he 
would have moved into the Borderland while being pro-
tected by two Hide attempts, giving him a good start on 
exploring the map.

The primary reason he decided to trade was because 
he wanted to see what Treasure cards the Order had for 
sale. Knowing what he might be able to purchase from 
the Order in the future will help him devise more effec-
tive game plans. And if he was able to buy the Morning 
Star on the first turn of the game, that could prove to be 
a significant advantage, although it could also leave him 
short of cash to spend on anything else.

As a general rule of thumb, you should always 
attempt to buy something from every Friendly or Ally 
native group that you encounter, just so you can see what 
Treasure cards they have for sale. But you should almost 
never try to buy anything from an Unfriendly or Enemy 
native group, as you are likely to lose some Fame or Noto-
riety points… or you could be blocked, which cancels 
the remainder of your turn and could even result in the 
natives attacking you!

The interesting question, however, is whether or 
not you should attempt to buy something from a native 
group that is Neutral to you. There is a risk: if you roll a “6” 
on the Neutral column of the Meeting Table, you get the 

Active

Active Inactive

Fatigued Wounded

Fame

Notoriety

Gold

FIGHT
H5*

FIGHT
H6

FIGHT
H5*

MOVE
H6

FIGHT
T5*

FIGHT
H4**

MOVE
H5*

FIGHT
T4**

FIGHT
H4**

MOVE
T6*

MOVE
H4**

MAGIC
I5**

H
6



H
ARMOR

0

0

10



M
ONSTER

ROLL

14

there mIght be goblIns In those cAves!

When the Day 1 Monster Roll turned out to be a “3”, the 
White Knight was relieved that he had recorded a safe 
move that had no chance of him blundering unhid-
den into Goblins in the Borderland. But how could he 
have known that there might be Goblins in the Bor-
derland, when the Sound and Warning chits there are 
still unknown?

The answer is found by analyzing the Set Up Card.
Magic Realm’s 20 map tiles are divided into four 

types:

Valley tiles (“V”), with four clearings.

Woods tiles (“W”), with three clearings.

 Cave tiles (“C”), with six clearings, at least one 
of which is a cave clearing.

 Mountain tiles (“M”), with six clearings, but 
no cave clearings (so the Deep Woods is con-
sidered to be a Mountain tile, even though it 
doesn’t contain any mountain clearings).

The Set Up Card lists the Sound and Warning 
counters that can summon Goblins to the map direct-
ly above their pictures: Ruins C, Patter (C), and Howl 
(C). The “(C)” after Patter and Howl indicates that, even 
though these red Sound chits can appear in both 
Mountain and Cave tiles, they will only summon Gob-
lins when they are in a Cave tile.









Thus the Goblins can only appear in a Cave tile, 
like the Borderland, and with three chits that could 
summon them, the chances are good that they might 
be present in any unexplored Cave tile. The White 
Knight is completely justified in being fearful that 
Goblins could show up in the Borderland on a Monster 
Roll of “3”.

And why does the White Knight (and most other 
characters as well) fear Goblins in particular when con-
sidering an unexplored Cave tile? The other monsters 
that could be summoned to a Cave tile are either far 
less likely to appear (capable of being summoned by 
only one or two chits rather than three) or are easier 
for the White Knight to defeat. Even the Trolls, who 
match the Goblins in that they can only appear in Cave 
tiles and can be summoned by three different chits, 
are less of a threat because there are fewer of them 
(two groups of Trolls vs three groups of Goblins), and 
because the White Knight probably has a slightly bet-
ter chance of winning when he’s fighting Trolls.

Forget about those fantasy stories where a stout 
hero with a sword can stand his ground and cut down 
dozens of Goblins. In Magic Realm, you don’t want to 
fight Goblins unless you have several hired swords 
fighting alongside you, or assistance from a friendly 
spellcaster who has a couple of Fiery Blasts primed 
and ready to go.

On a Monster Roll of “3”, Wolves, Ogres, Goblins, and the Tremendous Octopus, if currently on the Set Up 
Card, could be summoned to the map if a character, hired native leader, or controlled monster ended its turn 
in a map tile containing a chit that can summon them. The Patrol could also be summoned to the map, but 

only if the moving individual ended his turn at one of the four Dwellings listed for them.
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“Trouble” result which forces you to immediately roll again 
on the Unfriendly column. Overall, there is a 23% chance 
of something bad happening… but it is often quite help-
ful to know what treasures the natives are holding.

It can be a tough decision for most characters, but 
not for the White Knight. His Honor allows him to sub-
tract “1” from all of his Meeting Table rolls, so normally he 
can never get the Trouble result when trading with Neu-
tral natives.

Third Phase: Hire

With a Hire phase, a character attempts to hire native 
mercenaries to fight alongside him. Any natives hired 
remain hired for 14 days. Most natives have to be hired 
all at once as a group, but the Rogues and the Order can 
only be hired one individual at a time, starting with the 
highest numbered unhired individual present.

In this Hire phase, the White Knight will be attempt-
ing to hire Order O3, whose Gold wage is 8 gold (see List 
of Natives on rulebook page 107). He rolls a “5” on the 
Friendly column of the Meeting Table, which is reduced 
to a “4” due to his Honor, resulting in a “Price x 3” result. 
It would thus cost 24 gold to hire O3, which is way more 
gold than the White Knight has, so this Hire phase is 
unsuccessful.

It may seem that the White Knight is just wasting 
time here. The only thing he accomplished in these first 
three phases was to see what Treasure cards the Order 
has for sale (and, realistically, that’s all he expected to 
accomplish here). But what the White Knight is really 
doing is playing smart: He learned a useful piece of infor-
mation, he avoided taking a risky one-hide move into the 
Borderland and, while preparing for a safer move into the 
Borderland on Day 2, he gave himself three chances to 
maybe get a lucky die roll at absolutely no risk.

Fourth Phase: Move to Awful Valley 2

Move phases allow a character to move around the map, 
traveling from clearing to clearing along the roadways, 
paths, and passages. There are no prerequisites for move-
ment; a character is always capable of moving. But, to car-
ry any belonging with a weight greater than Negligible, 
a character must have a suitable Move chit active. This 
Move chit must be strong enough to carry the character’s 
heaviest belonging.

The chart at the bottom of page 13 shows the sta-
tus of the White Knight’s action chits and belongings. The 
White Knight has two belongings: his Great Sword and 
his suit of armor, both of which are Heavy. Therefore, in 
order to carry these belongings with him when he moves, 
he must have an active H Move chit or an active T Move 

chit. The numbers and asterisks on the Move chits do not 
apply during Move phases, and the number of Move chits 
does not matter. A single Move chit can carry any number 
of belongings whose weight is equal to or less than the 
Move chit’s strength.

If a character has a belonging that is too heavy for 
him to carry, he will have to abandon that belonging 
before he can execute a Move phase.

All of the White Knight’s Move chits are active, and all 
of them are strong enough to carry his Great Sword and 
suit of armor, so he moves from the Chapel to Clearing 2 
of the Awful Valley, which ends his turn.

Monsters do not appear in valleys that contain a 
Dwelling, so these valleys are safe unless you are at a 
Dwelling where Neutral, Unfriendly, or Enemy natives are 
present (or could appear). This concludes the Daylight 
portion of Day 1.

Sunset

The are no Day spells in effect, and only one clearing con-
tains a character, hired leader, or controlled monster, so 
nothing happens here.

Evening

Combat occurs during Evening, and it occurs in every 
clearing that contains a character, hired leader, or con-
trolled monster… even if nobody in the clearing actu-
ally wants to fight (or if there is nobody present that they 
could fight). Why does combat occur even if there is no 
fighting? Combat occurs because spells (even non-com-
bat spells) can only be cast during combat.

For example, if the White Knight was located at the 
Chapel and had a damaged suit of armor, he would have 
to use a round of combat to cast his Make Whole spell to 
repair his armor, even though he isn’t actually fighting 
anybody.

Combat is conducted in rounds, and automatically 
ends after two consecutive rounds in which nothing hap-
pens. That is what happens here: the White Knight has no 
spells to cast, and nobody to fight, so combat ends after 
two completely uneventful rounds. In actual practice, 
players will simply skip combat when it is obvious that 
nothing is going to happen.

Midnight

Nothing happens, and thus Day 1 is complete.
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whIte knIght dAy 2
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The four phases that each character gets for activities 
during Daylight are divided into two different types: two 
Basic phases and two Sunlight phases. The two Basic 
phases are always available to every character, but only 
characters who stay out of caves can use the two addi-
tional Sunlight phases (see rule 6.2.2).

Because of this, there aren’t many options available 
to the White Knight for Day 2. His only path to explore 
this mini-map runs through Borderland Clearing 6, which 
is a cave clearing. Whenever a character spends any part 
of his turn in a cave clearing, he only gets his two Basic 
phases for that turn, instead of the normal four phases 
(two Basic + two Sunlight).

So, if the White Knight uses two Move phases to 
move into Borderland 6, that would end his turn right 
there, with no hiding whatsoever! Moving into an unex-
plored tile without hiding is a really bad idea, so the 
White Knight will have to stop in Borderland 1, and he’ll 
thus have three phases to use for something other than 
moving.

He could use one of these three phases to do an 
Alert phase to flip his Great Sword over to its alerted side. 
But alerting the Great Sword is only a benefit against cer-
tain monsters, and if he successfully hides he can easily 
alert the Great Sword during combat, so he decides to 
be safe and just do three Hide phases. The White Knight 
feels that the possible benefit of alerting his weapon, and 
only doing two Hide phases, is less desirable than simply 
doing three Hide phases.

The Hide activity is simple: you roll on the Hide Table, 
becoming hidden on any roll other than a “6” (a 70% 
chance of success). But one thing that makes hiding dif-
ficult for beginners is knowing when to hide. Should you 
hide before doing any other activities, or should you do 
your other activities first and then hide at the end of your 
turn? The correct answer to that question depends upon 
the situation on the map.

In this case, the White Knight wants to do his Hides 
before he moves into the Borderland. The reason for this 
is that, in a real game, there might be a possibility that 
some other character could move before him, entering 
the Borderland and summoning a monster into Clear-
ing 1. If that should happen, and the White Knight had 
written down Move – Hide – Hide – Hide, he would move 
unhidden into Clearing 1 and be immediately blocked 
by that monster. By hiding before he moves, the White 
Knight will be safe regardless of what any other character 
might do in the Borderland.

Sunrise

The Monster Roll is a “2”.

Daylight – First Phase: Hide

The White Knight’s Hide roll is a “4”, so the Hide is success-
ful and his counter is flipped over to its green side.

Second & Third Phases: Hide

Skipped, because the character is already hidden.

Fourth Phase: Move to Borderland 1

The White Knight moves to Clearing 1 in the Borderland, 
which completes his turn. He remains hidden while he 
moves. The two face down Sound and Warning chits 
in the Borderland are now turned face up. The yellow 
“Smoke C” Warning chit is placed anywhere in the Border-
land outside of a clearing, and the red “Patter 5” Sound 
chit is placed in the clearing that has the same number 
(Clearing 5).

The Monster Roll is “2”, so you check the second line 
of the Set Up Card to see if any monsters are summoned 
to the Borderland… but none appear. The “Smoke C” chit 
can only summon Dragons on a Monster Roll of “1”, and 
the “Patter 5” chit can only summon Goblins on a Monster 
Roll of “3”.

Evening

Combat is skipped because nothing will happen.

Midnight

At Midnight, all face up Sound and Warning chits are 
supposed to be turned face down, to signify that they 
are once again eligible to summon monsters. In prac-
tice, however, it’s easy to remember that the Sound and 
Warning chits can only summon monsters from the Set 
Up Card once per day, and it has been a long-standing 
tradition among Magic Realm players that the Sound and 
Warning chits, once they are turned face up, are simply 
left face up for the remainder of the game. The 3rd edi-
tion of the Magic Realm rules acknowledged this tradi-
tion and made it legal (see rule 7.13.3b.2).
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Now that the Borderland has been explored, the White 
Knight has a concern. He does not want to fight Gob-
lins… but he can hear the patter of many Goblin feet 
down in the caves! He will want to get out of the Border-
land as quickly as possible. He decides to head towards 
the Mountain, where he hopes to find a treasure site to 
loot.

The obvious move would be to do one Hide and then 
move into Clearing 6, but that would mean that he will 
start Day 4 in a cave and again only have his two Basic 
phases to use; he wouldn’t get out of the Borderland until 
Day 5.

But there is another option: he can move without hid-
ing through Clearing 6 and into Clearing 3, which would 
let him leave the Borderland on Day 4. At first glance, this 
looks like a terribly risky move (remember that moving 
without hiding is generally a very bad idea), but he would 
actually not be taking too much of a risk here.

Let’s assume that he moves to Clearing 3 without 
hiding. If the Monster Roll is a “3”, the six Axe Goblins 
will be summoned to the red Patter chit in Clearing 5, so 
they won’t be able to attack the White Knight this turn. 
If the Monster Roll is a “1”, a Heavy Dragon will be sum-
moned by the yellow Smoke chit directly to the White 
Knight’s clearing, and there will be a battle in the Evening 
between them. On any other Monster Roll, no monsters 
will appear.

The White Knight should be able to defeat the Heavy 
Dragon, unless he is terribly unlucky in the battle, and 
there is only 1 chance in 6 that the Heavy Dragon will 
even show up. The White Knight chooses to do the two 
moves without hiding, to get out of the Borderland faster 
and to avoid any possible encounter with the Goblins, 
who are certainly capable of killing him.

Day 3

The Monster Roll is a “3”.
The White Knight becomes unhidden, moves to 

Clearing 6, and then moves to Clearing 3, which con-
cludes his turn. Six Axe Goblins appear on top of the Pat-
ter chit in Clearing 5.

Red Sound chits always summon monsters from the 
Set Up Card to the clearing where the Sound chit is locat-
ed. Yellow Warning chits summon monsters from the Set 
Up Card directly to the moving player’s clearing.
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whIte knIght dAy 4

H – H – M BL2 – M M2
H H 2 2

After successfully surviving the Borderland, the White 
Knight will hide and then move into the Mountain.

In the Mountain, Clearings 1, 3, 5, and 6 are moun-
tain clearings (surrounded by gray). Cave clearings (sur-
rounded by a dashed white outline) and woods clearings 
(any clearing that is not a cave or mountain clearing) can 
be entered with a single Move phase, but a mountain 
clearing requires two consecutive Move phases to enter, 
due to the difficult terrain encountered in mountainous 
regions.

If the White Knight wanted to move to Mountain 5 
today, he would have to record M BL2 – M M2 – M M5 – M 
M5. This would take all four of his phases, so he would not 
be able to hide. That would be much too risky. He decides 
to do two Hides and move to Mountain 2, which will let 
him see what is in the Mountain.

Day 4

The Monster Roll is a “6”. The White Knight becomes 
unhidden.

His first Hide roll is a “5”, so he hides successfully and 
the second Hide roll is skipped. He then moves to Moun-
tain 2 and turns over the two Sound and Warning chits in 
the Mountain.

The Warning chit is “Stink M” which is placed any-
where on the Mountain outside of a clearing. It will sum-
mon Giants on a Monster Roll of “4” and Spiders on Mon-
ster Roll of “5”.

The Sound chit turns out to be a treasure site: the 
Cairns. It is placed in Clearing 5. It contains six Small 
Treasures and one Large Treasure. Each time a character 
attempts to Loot the Cairns, he must fatigue one asterisk, 
whether he found a Treasure card or not. It’s tiring work 
digging through that pile of stones! On a Monster Roll of 
“5”, a Tremendous Spider will appear at the Cairns.

No monsters are summoned on a Monster Roll of “6”.
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whIte knIght dAy 5

H – H – M M5 – M M5
H H 5 5

The Mountain is something of a mixed blessing for the 
White Knight. He can handle a Giant or a Spider (even a 
Tremendous one) without any problems, and the Cairns 
is a decent treasure site, especially with his Health advan-
tage to speed up his recovery from fatigue. But, if he is at 
the Cairns when the Monster Roll is a “5”, he’ll get both 
a Heavy Spider and the Tremendous Spider appearing 
in his clearing simultaneously, which could prove to be 
troublesome.

This is often the case in Magic Realm: a character 
might be able to easily defeat a single specific monster, 
but if two of them show up he’s in big trouble.

With the possibility that dual monsters might appear, 
the White Knight will need to continue to be cautious. He 
decides to do two Hides, which leaves him with enough 
phases to reach the Cairns, but he won’t be able to start 
searching there until Day 6.

Day 5

The Monster Roll is a “1”.
His first Hide roll is a “6”, which fails. He then tries 

his second Hide roll, which succeeds with a “2”, and then 
moves up to the Cairns while hidden. No monsters are 
summoned to the Mountain.

Note that the “Smoke C” Warning chit in the Border-
land can summon Dragons on a Monster Roll of “1”, but it 
does not do so. Monsters can only be summoned to the 
map tile where the White Knight is present.

Prowling monsters cannot be summoned to a map 
tile from the Set Up Card, or move within a map tile, 
unless a character, hired native leader, or controlled mon-
ster ends its turn in that map tile. Uncontrolled monsters 
can never move from one map tile to another when they 
prowl (so even if there were Dragons in the Borderland, 
they would do nothing today).
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whIte knIght dAy 6

H – H – S – S – R
H H S S R

Now that the White Knight has reached the clearing con-
taining the Cairns, he is ready to do Search phases. First 
he’ll roll on the Locate Table until he discovers the actual 
location of the Cairns. He knows it’s somewhere in this 
clearing, but he hasn’t actually found it yet. Once he dis-
covers its location, he’ll switch to the Loot Table to start 
looking for treasures.

But there are still a lot of monsters that could show 
up, and he’ll get two Spiders at once on a Monster Roll 
of “5”, so he decides to be cautious: two Hides, followed 
by two Searches. He has also recorded a fifth activity, the 
bonus Rest phase that he receives from his “Health” Spe-
cial Advantage.

Why would he record a Rest phase when he has no 
fatigued or wounded chits? He recorded it because he is 
thinking about what might happen during his turn. If he 
gets lucky and finds the Cairns with his first Search phase, 
he could then use his second Search phase to Loot it. That 
Loot roll would cause him to fatigue an asterisk, which his 
bonus Rest phase would then immediately recover.

He does not have to predesignate which table he will 
use during his Search phases. He decides which table to 
use when he executes the Search phase. Thus, if he finds 
the Cairns in the first Search phase, he’ll switch to the 
Loot Table for the second Search phase; if he doesn’t find 
it in the first Search phase, then he’ll use the Locate Table 
again in the second Search phase.

In order to discover the location of the Cairns using 
the Locate Table, he’ll need to roll a “1” or a “4”. This gives 
him an overall 22.2% chance of finding the Cairns in each 
Search phase. That is roughly a one in five chance of suc-
cess, so he should normally discover the Cairns within 
five Search phases. At two Search phases per day, he can 
expect to spend three days searching for the Cairns.

I’m going to have the White Knight be lucky in his 
Locate rolls and find the Cairns quickly, in order to keep 
this tutorial moving along at a steady pace. It would, after 
all, be rather boring to read two or more pages of “he did 
two Searches and failed both.” But keep in mind that in 
a real game, your success rate may vary widely. In one 
recent game I played, for example, a character failed 14 
consecutive Locate rolls!

Day 6

The Monster Roll is a “6”.
The White Knight’s first Hide succeeds with a roll of 

“2”, so the second Hide is skipped.
In the Search phases, he must select the table that 

he will roll on before he rolls the dice. In his first Search 
phase, he chooses the Locate Table and rolls a “3”, a “Pas-
sages” result. Secret passages are underground tunnels 
that connect two clearings. They can be a useful short-
cut for moving, but you must discover a secret passage 
before you can use it.

There are no passages that connect to the White 
Knight’s current clearing, Mountain 5, so this first Search 
is a failure. There is one passage visible on this mini-map; 
it connects Clearings 4 and 5 in the Borderland. The 
shortcut that connects Clearings 4 and 6 of the Mountain 
is an above-ground hidden path. Hidden paths have to 
be discovered before they can be used, just like secret 
passages, although you would normally roll on the Peer 
Table if you were trying to find a path. And, in both cases, 
you have to actually be in one of the clearings that the 
shortcut connects to in order to search for it.

In the second Search phase, the White Knight rolls 
again on the Locate Table and gets a “4”, so he discov-
ers the exact location of the Cairns. The Personal History 
Sheet has a list of everything that can be discovered on 
the map, so you can just mark off each discovery that you 
make. The White Knight is now eligible to use the Loot 
Table whenever he executes a Search phase in the clear-
ing containing the Cairns.

His bonus Rest phase does nothing, because he did 
not fatigue any asterisks during his turn.
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whIte knIght dAy 7

H – H – S – S
H H S S

The White Knight will repeat most of his Day 6 activities, 
but now that he has discovered the Cairns, he will make 
his Search rolls on the Loot Table. He doesn’t bother using 
his bonus Rest phase, even though he’ll fatigue when he 
Loots the Cairns, because he is planning to cast his Make 
Whole spell in the Evening.

Day 7

The Monster Roll is a “2”. This is the 7th day of the month, 
so White magic and Black magic is available in every 
clearing on the map (see rule 6.1.2). The White Knight can 
use this White magic to cast his spell. It is also the end of 
a week, so monsters that are prowling today will regener-
ate: any monsters on line 2 of the Set Up Card that are on 
the map, or that have been previously killed, return to the 
Set Up Card. The Goblins in the Borderland do not regen-
erate, because the Monster Roll is not a “3”.

The White Knight successfully hides on his first 
attempt with a roll of “3”.

There are seven treasures in the Cairns: six Small 
Treasures underneath a single Large Treasure. These Trea-
sure cards are kept face down in a pile and may not be 
inspected by any player. The card on the top of the pile 
is the first card, the card directly below it is the second 
card, etc. The card on the bottom of the pile is the sev-
enth card, and it cannot be looted in the first roll on the 
Loot Table (there is no “take 7th treasure” result).

In his first Search phase, the White Knight rolls a “3” 
on the Loot Table, so he removes the 3rd Treasure card 
from the Cairn’s pile and secretly looks at it. He has found 
the Gloves of Strength.

He must now select one of his action chits with one 
asterisk and remove it from play, fatigued. He chooses to 
fatigue his Fight T5* chit. The White Knight has very few 
Move chits, so he never wants to voluntarily fatigue or 
wound one of them. In choosing a Fight chit to fatigue, 

he wants to choose one that will not limit his options in 
combat. Normally, he would fatigue a Fight H5* chit. He 
has two of them, so one would still remain in play. But, 
because he drew the Gloves of Strength, he’ll fatigue 
his Fight T5* chit because the Gloves can be used in its 
place.

This is a useful treasure for the White Knight. He can 
use it as a Fight T5 chit that never fatigues or wounds, 
and never adds to his current fatigue. It also gives him 6 
points of Notoriety as long as he possesses it. It is a trea-
sure that is highly prized by the Order, so if he sells it to 
them he gets 5 points of Fame and 8 points of gold; if he 
sells it to anyone else, he gets only the 8 points of gold.

After he secretly looks at this Treasure, the White 
Knight must choose to either activate it, or leave it inac-
tive. If he activates the Gloves of Strength, he places it 
face up in front of him so that all of the other players can 
see it, and he can then use it whenever he could normally 
use a Fight chit. If he leaves it inactive, he places it face 
down so that the other players cannot see what it is, and 
he would have to activate it before it could be used for 
any purpose.

The White Knight chooses to activate the Gloves of 
Strength.

In his second Search phase, he rolls a “5” on the Loot 
Table, and draws the 5th treasure from the Cairns pile. 
This time, he finds a Potion: the Reflecting Grease.

He must now fatigue another asterisk. There are two 
ways that he can do this. He can select another one-aster-
isk action chit and remove it from play, just like he did in 
the first Search phase, or he can remove a two-asterisk 
action chit from play and recover the previously fatigued 
Fight T5* chit. In either case he will end up with two 
asterisks fatigued and out of play (two one-asterisk chits, 
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or one two-asterisk chit). You can “make change” like this 
when paying for fatigue as long as the chits involved are 
the same type: Move, Fight, or Magic. For example, if he 
fatigued his Move H4** chit to pay this one asterisk pen-
alty, he would not be able to recover his Fight T5* chit, 
because the two chits are not the same type.

He chooses to fatigue a Fight H4** chit and recover 
his Fight T5* chit. He has two Fight H4** chits, so one still 
remains in play.

The Reflecting Grease is an extremely good trea-
sure for the White Knight. It is far more valuable than its 
low Gold price would suggest. When used, this Potion 
prevents any attack that strikes armor from causing a 
wound.

One of the White Knight’s weaknesses is that he can 
be wounded to death by enemies that are either fast 
enough to undercut him or that attack in large numbers. 
Bats, Wolves, and the Axe Goblins, for example, are not 
strong enough to even damage the White Knight’s armor, 
but they still have a good chance of killing him by inflict-
ing multiple wounds. The Reflecting Grease will make 
him invincible when facing these monsters!

But it is a Potion: once activated, its effect will last 
only to the end of the current day and then it is discard-
ed.
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The White Knight places the Reflecting Grease face 
down in front of him, inactive until he chooses to use it 
in a combat. The other players in the game will not know 
that he has it.

In the Evening, during combat, the White Knight 
chooses to cast his spell: Make Whole. Casting this spell 
requires the use of a Type I Magic chit and a source of 
White magic. The White Knight will use his Magic I5** chit 
and the White magic that is present in the clearing due to 
it being the 7th day of the month.

The spell causes his fatigued Fight H4** chit to be 
returned to play, fully rested. Then, the Magic I5** chit 
that was used to cast the spell fatigues and is removed 
from play.

It may seem that nothing was accomplished here: 
the White Knight had two fatigued asterisks before cast-
ing the spell (one of which he could have recovered if 
he had used his bonus Rest phase), and he still has two 
fatigued asterisks after casting the spell. But Fight aster-
isks are much more useful to the White Knight than Mag-
ic asterisks, so fatiguing his rarely-used Magic chit to get 
all of his Fight chits back in play is well worthwhile, even 
if the total number of fatigued asterisks did not decrease.
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The White Knight continues to loot the Cairns, untrou-
bled by any monsters. But he stays with the two Hide & 
two Search strategy, because monsters could appear at 
any time.

There are only five treasures remaining in the Cairns, 
so if he rolls a “6” on the Loot Table he’ll get nothing (but 
he will still have to fatigue an asterisk).

Day 8

The Monster Roll is a “3”.
He successfully hides with a roll of “2” in his first Hide 

phase.
His first roll on the Loot Table is a “4”, and the 4th trea-

sure is the Scroll of Nature. This is a Spell Book that con-
tains four spells: two Type II spells and two Type III spells. 
These spells are unknown at the moment, but they can 
be learned or awakened by using Search phases to roll 
on the Reading Runes Table. The red Roman numeral “II” 
indicates that this Spell Book can also be used as a Type 
II Magic chit to cast its two Type II spells (if they are suc-
cessfully awakened by Reading Runes). This treasure also 
has a weight – Light – so it can only be carried by char-
acters who have at least one active Move chit with Light 
strength or better.

The Scroll of Nature is basically useless to the White 
Knight, because he just doesn’t have enough of the right 
kind of Magic chits to make use of its spells. He gains 5 
points of Notoriety while he holds it, but he will probably 

just sell it to get the 10 gold. If he could find either the 
Scholar or the Shaman – visitors who can appear on the 
map in various places at various times – he could sell the 
Scroll of Nature for a cool 50 gold! (see Visitor Prices on 
rulebook page 120)

He leaves the Scroll of Nature inactive (face down) 
and fatigues his Fight T5* chit.

There are now only four treasures remaining in the 
Cairns, so a Loot Roll of “5” or “6” will get nothing.

The White Knight’s second roll on the Loot Table is 
also a “4”, and the 4th treasure this time is another Potion: 
the Oil of Poison. This potion adds one sharpness star to 
a weapon.

This can be a valuable potion for a character with a 
weak attack, but the White Knight doesn’t really need it 
and will probably sell it along with the Scroll of Nature.

He fatigues one of his Fight H5* chits, which is then 
immediately recovered with his bonus Rest phase.

There are only three treasures remaining in the 
Cairns, so any additional looting will result in a whole 
lot of fatigue but very few treasures. There’s only a 25% 
chance of rolling a “3” or less on the Loot Table, so he 
could expect to fatigue four more asterisks just to draw 
one of the three remaining treasures. And there’s only a 
2.8% chance for the Large Treasure at the top of the pile.
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whIte knIght dAy 9

R – H – H – H – M BV5
R H H H 5

Today, the White Knight will move into the Bad Valley and 
attack the Ghosts. The thing is… this is a really terrible 
idea. The Ghosts are quite capable of killing the White 
Knight, they are difficult for him to defeat, and they are 
not worth much in the way of points. The White Knight 
will be risking everything for very little potential gain; as 
an experienced player I would never voluntarily fight this 
battle.

So why am I going to fight this battle here in this 
tutorial?

The basic reason is that this will be a great introduc-
tory battle for beginners. It’s a relatively simple, straight-
forward combat situation that will nevertheless allow me 
to demonstrate a significant portion of the combat rules. 
And, because it is a battle that the White Knight has no 
guarantee of winning, it will be a lot more interesting 
than a sure victory against a Giant or a Spider.

But there is another, deeper, reason. The primary pur-
pose of this tutorial is to assist you in learning how to play 
Magic Realm, but learning how to play won’t, by itself, 
make you into a good Magic Realm player. To become 
a good player, you need experience; you need to try 
things in the game to see what works, and what doesn’t. 
I could skip this battle and simply tell you that attacking 
the Ghosts is a bad idea for the White Knight. You might 
believe me… and you might even remember it when 
you play a game of your own… but you wouldn’t have 
learned very much. However, if we fight out this battle so 
you can see for yourself why it’s a bad idea for the White 
Knight, you will gain some valuable experience that will 
set you on the path to becoming a good player.

Day 9

The Monster Roll is a “5”.
The Rest phase recovers the fatigued Fight T5* chit, 

so all of the White Knight’s Move and Fight chits are back 
in play.

He hides successfully on his first Hide roll with a “5”.
He then moves to Bad Valley 5 and remains hidden. 

He did not end his turn in the Mountain, so the Spiders 
do not appear, even though the Monster Roll was a “5”. 
The Ghosts are the only monsters that can appear in the 
Bad Valley.

Combat commences in Evening. You should follow 
along with the “A Round of Combat” section of the Magic 
Realm Sequence of Play. One character Melee Section will 
be needed to fight this battle.

ENCOUNTER STEP – Round 1

Luring

Luring is used to determine which individuals will fight 
which monsters, when there are other individuals fight-
ing alongside the character (hired natives, other charac-
ters, etc.). The White Knight is fighting by himself, so he 
has no need to lure, and he’s sneaking up on the Ghosts 
while hidden, so he doesn’t want to lure (which would 
cause him to become unhidden).

Random Assignment

Any unlured monsters are now randomly assigned to 
unhidden characters and character minions in the clear-
ing. Both Ghosts are unlured, but there are no unhid-
den characters or minions present, so they remain unas-
signed. They won’t be attacking anyone in this first round 
of combat.

Deployment

Nothing happens. There are no other characters present 
that the White Knight could charge, and he doesn’t have 
any unassigned minions to deploy.

Actions

The White Knight chooses to alert his weapon. There are 
no monsters assigned to him, and he is not being charged 
by another character, so any Fight chit will work. He plays 
his Fight H6 chit to alert his Great Sword. The Fight H6 chit 
is placed in the “Used This Round” box of his Melee Sec-
tion, and the Great Sword is flipped over to its red side.

Alerting the Great Sword won’t actually affect the 
outcome of this battle in any way, but it didn’t cost any 
fatigue (didn’t require the use of a chit with an asterisk), 
so why not? Against other opponents, in other situations, 
alerting your weapon can be the difference between life 
and death, so it’s a good habit to get into. You can also 
alert your weapon prior to combat by having an Alert 
phase as one of your turn’s recorded activities.

There are other actions that the White Knight could 
have done instead of alerting his weapon. He could have 
run away (but, of course, in this case he wants to fight). 
Or he could have activated (used) one of his Potions, but 
neither one would help him much. The Reflecting Grease 
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could protect him from up to two wounds: the first when 
his armor is damaged, and the second when his armor 
is destroyed. But that’s not a huge benefit; he’d prefer to 
save the Reflecting Grease in case he has to fight the Axe 
Goblins in the Borderland (he’s assuming/hoping that his 
suit of armor is not destroyed prior to that, as the Reflect-
ing Grease is useless without armor).

MELEE STEP – Round 1

Selecting Targets

The White Knight selects one of the Ghosts as his target 
by placing his Attention chit on it. The Ghosts are identi-
cal, so it doesn’t matter which one is selected.

Selecting a target causes the White Knight to become 
unhidden, but because no monsters were assigned to him 
in the Encounter Step, he cannot be attacked in this first 
round. Entering into a battle hidden thus allows a charac-
ter to make a free attack in the first round of combat. This 
cannot be emphasized enough: always try to be hidden 
at the start of a battle to get the free first round attack!

Spell Effects

No spells are being cast in this battle.

Attacks/Maneuvers

The White Knight places the Ghost that he is target-
ing into one of the red boxes on his Melee Section, and 
then he places his Great Sword in the Swing Attack circle, 
along with the Gloves of Strength (using the Gloves card 
as a Fight T5 chit).

When a character makes an attack in Magic Realm, 
he must select a Fight chit that he will use to actually 
make the attack with his active weapon. The Fight chit’s 
strength must equal or exceed the weapon’s weight. The 
Great Sword is Heavy, so it can only be used with an H 
Fight chit or a T Fight chit.

If there is a number printed on the weapon, that is 
the attack speed, regardless of what Fight chit is used. If 
there is no number on the weapon, the attack speed is 
equal to the Fight chit’s time number. The White Knight’s 
attack in this round will have a speed of “5”, from the Fight 
T5 card. If the Great Sword was unalerted, the Fight chit 
time number would be ignored and the attack speed 
would be “6”, as printed on the Great Sword’s unalerted 
side.

He is not being attacked, so he does not need to 
place his suit of armor or play a Move chit to maneuver.

It doesn’t matter which box the Ghost is placed in, 
because it has an equal chance of ending up in any of the 
red boxes regardless of where it starts.

It also doesn’t matter which attack direction is cho-
sen for the Great Sword, because the Ghost could end up 
in any of the three red boxes.

Randomizing Attacks

A single die is rolled on the Repositioning Denizens Table 
to see where the Ghost ends up (this is one of the rare 
instances where you make a normal die roll rather than 
using the special Magic Realm die roll procedures). The 
Ghost started in Box 1 (Charge & Thrust) and a “4” was 
rolled, so it stays in Box 1.

Two dice are then rolled on the Change Tactics Table 
(see rulebook page 119) to see if the Ghost flips over. It 
will flip over (change tactics) on a roll of “6”, but the roll is 
a “5” so it remains light side up.

Resolving Attacks

The maneuver speed of the Ghost is “4” and the attack 
speed of the Great Sword is “5” (from the Fight T5 card), 
so the Ghost is not undercut. An attack that undercut the 
Ghost would hit it automatically, even if it didn’t line up 
with it on the Melee Section. But to undercut the Ghost 
an attack speed of “3” or less is needed, and the White 
Knight does not have a Fight chit or a weapon that is that 
fast.

If there is no undercut, an attack must then intercept 
its target in order to score a hit. If the Ghost had moved to 
Box 2, the Great Sword would have intercepted it (lined 
up) and scored a hit. The Great Sword cannot hit the 
Ghost with a Swing if the Ghost is in Box 1 or Box 3.

Inflicting Harm

No hits occurred.

FATIGUE STEP – Round 1

The White Knight suffers no wounds or fatigue.

DISENGAGEMENT – Round 1

Both Ghosts are already unassigned.
The first round of combat is now completed. Noth-

ing happened. The Fight H6 chit is removed from the 
“Used this Round” box and will be available for the next 
round of combat. The White Knight leaves the Gloves of 
Strength on his Melee Section, as he’s going to use that 
as his Fight chit in each round of combat.
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ENCOUNTER STEP – Round 2

The White Knight is now unhidden, so both Ghosts are 
automatically assigned to him.

Actions

His Great Sword is still alerted, because it did not score a 
hit in the previous round.

He cannot run away, because he cannot play a Move 
chit that is faster than the Ghosts’ maneuver speed of “4” 
(he would need a Move chit with a time number of “3”). 
He could have run away in the first round, because no 
monsters were assigned to him. Only monsters that are 
assigned to you, or a character that is charging you, can 
prevent you from running away.

He could activate one of his Potions (assigned mon-
sters can never prevent this regardless of their speed), 
but he chooses to leave them inactive.

MELEE STEP – Round 2

He places both Ghosts in the red boxes on his Melee Sec-
tion and selects one to be his target. Each Ghost must 
be in a separate box, so he puts his target in Box 1 and 
the other Ghost in Box 2. You cannot put more than one 
monster in a box unless all three boxes contain at least 
one monster. There is no strategy involved here: it makes 
absolutely no difference which boxes the Ghosts are 
placed in.

But, now that the White Knight is being attacked by 
the Ghosts, he has to play a Move chit to maneuver, and 
there is some strategy involved.

The Ghosts have a Heavy attack at speed “4”. Their 
Heavy attack matches the strength of his suit of armor, 
which means that they will damage the suit of armor with 
their first hit, and destroy it with their second hit. Their 
attack speed of “4” means that they will undercut and hit 
automatically if he plays a Move chit slower than “4”.

The White Knight is thus forced to play his Move H4** 
chit; if he plays any other Move chit, his suit of armor will 
be destroyed in one round of combat! He plays the Move 
H4** chit in the Dodge Maneuver square. He also places 
his suit of armor in the matching armor oval. He leaves his 
Great Sword in the Swing Attack circle.
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End of Round 2 – Items & chits in play on the Melee Section (page 36) have been removed
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The asterisks that are printed on some of the action 
chits indicate how much effort is required to play that 
chit:

 An action chit with no asterisks requires no effort 
at all, and will never cause a character to suffer 
fatigue.

 An action chit with one asterisk requires signifi-
cant effort, but it will by itself not cause a charac-
ter to suffer fatigue. However, if two one-asterisk 
chits are played in the same round of combat, 
then the character will suffer fatigue.

 An action chit with two asterisks requires 
extreme effort that will always cause the charac-
ter to suffer fatigue.

A character has a limit of two asterisks per round of 
combat. That means that all of the action chits played in 
a round of combat, including any that might be in the 
“Used this Round” box, together cannot have a total of 
more than two asterisks. When the White Knight played 
his Move H4** chit to maneuver, it meant that he could 
only attack using a Fight chit with no asterisks. Normally, 
this would mean that he could only attack with his very 
slow Fight H6 chit, but, thanks to finding the Gloves of 
Strength, he can now play the faster, stronger Fight T5 
card without exceeding the two asterisks per round limit.

When a character does play two asterisks in one 
round of combat, he must fatigue one asterisk in the 
Fatigue Step. If he plays only a single asterisk during a 
round of combat, he does not suffer fatigue.

So the White Knight is playing his fastest Move chit 
to keep from being undercut, and he’s playing his attack 
to protect his move. If the target Ghost intercepts him 
to score a hit, he will also intercept the target Ghost and 
score a hit of his own. Protecting your maneuver with 
your attack is perhaps the most common battle tactic in 
Magic Realm. The main problem here is that if the other 
Ghost intercepts, the White Knight will suffer a hit while 
missing with his own attack.

The Repositioning roll (one die only) is a “5”, so the 
targeted Ghost goes to Box 2, and the other one to Box 3. 
The Change Tactics rolls are “5” for the targeted Ghost in 
Box 2, and “3” for the Ghost in Box 3, so neither one flips 
over.

In the first round of combat each day, attacks are 
resolved in order of weapon length, with the longest 
weapon going first. What this represents is that, as the 
combatants charge towards each other, the one with the 
longest reach will get in the first blow. This did not matter 
in this battle, because there was only a single attack in 
the first round.







After the first round of combat, attacks are resolved 
in order of speed, with the fastest attack being resolved 
first. Once you’ve closed with your enemy, speed becomes 
more important than reach.

The attacks in this round are the two Ghosts at speed 
“4”, and the Great Sword at speed “5”, so the Ghosts’ 
attacks will be resolved first. The Ghost in Box 3 does not 
undercut or intercept the White Knight’s maneuver, so it 
misses. But the Ghost in Box 2 does intercept and score 
a hit. Its Heavy attack damages the suit of armor (it is 
flipped over to its damaged side) and the White Knight 
suffers one wound. If the damaged armor gets damaged 
again, it will be destroyed.

When an attack hits a character’s armor:

 If the attack’s harm is stronger than the armor, 
the armor is destroyed and the character suffers 
one wound.

 If the attack’s harm is equal to the armor’s 
strength, the armor is damaged and the charac-
ter suffers one wound.

 If the attack’s harm is less than the armor’s 
strength, but greater than Light, the armor is 
unaffected but the character suffers one wound.

 If the attack’s harm is Light or Negligible, there is 
no effect whatsoever.

Thus, an attack that hits armor will never cause a char-
acter to suffer more than one wound. The only exception 
to this occurs when the attacker is using a missile attack: 
if the missile attack’s harm exceeds Tremendous, the 
character’s armor is unaffected, but the character is killed 
outright (the missile hit an unarmored spot… an example 
would be an arrow hitting a suit of armor’s vision slit).

The Great Sword then intercepts its target and scores 
a hit. It takes Medium harm to kill a Ghost (see List of 
Monsters on rulebook page 106). The Great Sword’s basic 
harm is Heavy; the sharpness star printed next to the H on 
the counter increases the harm one level to Tremendous 
against an unarmored target like the Ghost; and, because 
the Fight T5 card is stronger than the weapon’s weight, 
the harm increases one more level so that it exceeds Tre-
mendous! The Ghost is killed, and the Great Sword flips 
over to its unalerted side because it scored a hit.

A hit always causes a weapon to become unalerted, 
and a miss always causes a weapon to become alert-
ed. The idea here is that if you hit an enemy, it takes a 
moment to disengage your weapon and get it back into 
position for another attack. But if your attack misses, it’s 
easy to use your weapon’s momentum to quickly bring it 
into position for another attack.
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FATIGUE STEP – Round 2

The White Knight suffers one wound and one fatigue. For 
the wound, he must choose any active action chit and 
remove it from play. For the fatigue, he played two Move 
asterisks, so he must select a Move chit with an asterisk 
and remove it from play. This is a real problem for the 
White Knight, because he doesn’t have many Move aster-
isks. He’ll tire out very quickly, and once he can no longer 
play his Move H4** chit he’ll be undercut and hit on every 
round. He cannot pay for the fatigue with any of his plen-
tiful Fight asterisks unless he actually played at least one 
Fight asterisk in that round.

In other words, he has great stamina in his arm 
muscles, but his leg muscles will give out quickly. It’s not 
surprising, really, as that suit of armor probably weighs a 
ton!

He decides to wound his Fight H6 chit. He doesn’t 
need it because he has the Gloves of Strength, and it will 
recover quickly because it has no asterisks. He fatigues his 
Move T6* chit. He must keep his wounded chits separate 
from his fatigued chits, because a wounded chit gener-
ally takes many more Rest phases to recover. This is done 
by turning wounded chits face down when you remove 
them from play.

ENCOUNTER STEP – Round 3

Nothing happens. The remaining Ghost remains assigned 
to the White Knight, who chooses to not play an action. 

He cannot play a Fight chit to alert his Great Sword, 
because it would have to be faster than the Ghost’s move 
speed of “4”.

MELEE STEP – Round 3

The White Knight places the Ghost in Box 1 and keeps the 
same attacks and maneuvers that he used in the previous 
round.

The Ghost stays in Box 1 and does not Change Tac-
tics, so both attacks fail to undercut or intercept. The 
Great Sword becomes alerted, and the White Knight will 
have to fatigue another Move asterisk.

FATIGUE STEP – Round 3

The White Knight fatigues his Move H5* chit. Round 4 
will be the last round in which he can play his Move H4** 
chit.

ENCOUNTER STEP - Round 4

Nothing happens.

MELEE STEP – Round 4

The White Knight plays everything the same as Round 3. 
The Ghost moves to Box 3, but the Change Tactics roll is 
a “6” so it flips over to its dark side. The Ghost now has an 
attack of “L2” and a maneuver of “2”.

The Ghost’s attack is resolved first. The attack time of 
“2” easily undercuts the White Knight’s maneuver of “4”, 
but the damaged suit of armor protects against all hits 
from any direction. The attack’s Light harm cannot affect 
the Heavy armor, and the armor prevents it from caus-
ing a wound (an attack that hits armor has to be at least 
Medium in strength to cause a wound), so there is no 
effect.

The White Knight’s attack misses, and he will have to 
fatigue a Move asterisk.

FATIGUE STEP – Round 4

The White Knight must fatigue his Move H4** chit. He 
makes change and recovers his Move H5* chit.

The White Knight fervently hopes that the Ghost 
does not Change Tactics again: its “L2” attack, while blaz-
ingly fast, can’t hurt him at all, and he can no longer avoid 
the H4 attack on the Ghost’s light side.

ENCOUNTER STEP – Round 5

Nothing happens.
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End of Round 5 – Items & chits in play on the Melee Section (page 42) have been removed

MELEE STEP – Round 5

His Move H4** chit is now fatigued and out of play, so 
the White Knight plays his Move H5* chit in the Dodge 
Maneuver square. He is only playing one asterisk this 
round, so he will not need to fatigue.

If he does not intercept the Ghost, and the Ghost 
does not Change Tactics, in this round or the next, that will 
be two consecutive rounds in which nothing happened, 
causing the battle to end at the conclusion of Round 6. 
At this point, I think it is safe to say that the White Knight 
now fully understands just how foolish his decision to 
fight the Ghosts was, and he would be more than happy 
for the battle to end so that he could limp away with a 
damaged suit of armor and only a single kill.

The Ghost moves to Box 2 (finally!) and does not 
Change Tactics. It intercepts the White Knight, but its 
Light attack still has no effect thanks to the damaged 
suit of armor. The Great Sword then intercepts the Ghost 
and kills it. The Great Sword becomes unalerted, and the 
battle is over.

Each Ghost is worth 0 Fame and 2 Notoriety. The 
White Knight gets 2N for the first one he killed, and 4N for 
the second one (see rule 8.7.1) for a measly grand total of 
6 Notoriety.

Whew! What a long battle that was. The White Knight 
was very lucky not to have his suit of armor destroyed, 
and was also very lucky not to be killed. Multiple mon-
sters that he can’t undercut are enemies that he wants to 
avoid.

You may have noticed that this battle was little more 
than a die-rolling contest. There were few decisions that 
the White Knight could make that would actually influ-
ence the course of the battle; basically, if he was lucky he 
would win, and if he was unlucky he would die.

As a Magic Realm player, you want to avoid these 
types of battles at all costs. Ideally, you never want to 
fight unless you are guaranteed to win, or at least survive, 
the battle. You might wonder if fighting only battles you 
can win would be boring, but that is not the case. Small 
battles are often simply anticlimatic; the real challenge 
comes in moving across the map to set up battles that 
you know you can win (and avoiding battles that you 
know you can’t win). In the really big battles, you may 
know that you’ll win, but the question is how much dam-
age you and your hired natives will take in the process.

If you follow any Magic Realm forums you’ve prob-
ably come across comments from people who claim that 
Magic Realm’s combat system is overly complicated and 
could be simplified without losing anything. They’ll point 
to a battle like this one and ask: “Why have three attack 
directions and three maneuver directions when it doesn’t 
matter what choice you make?” The answer to this ques-
tion is that sometimes the choice made does matter: 
there’s armor that only protects in certain directions, 
attacks that can only attack in one direction, and maneu-
vers that can only be played in one direction. The com-
bat system can seem daunting because it encompasses 
a wealth of possibilities, but only a few of these possibili-
ties are likely to occur in any given battle.
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Although the White Knight’s decision to attack the Ghosts 
was not a smart move, the battle did have one beneficial 
result: with both Ghosts eliminated, the Bad Valley is now 
a safe hex. No monsters can appear in any of the Bad Val-
ley’s clearings, so characters can move there to rest, use 
Reading Runes on Spell Books and Artifacts, or enchant 
Magic chits without having to waste precious phases in 
hiding.

Unfortunately, the Bad Valley will only remain a safe 
hex until Day 14, when the Ghosts will automatically 
regenerate and reappear in the hex. But the White Knight 
will rest up and depart long before that happens.

Safe hexes are extremely valuable, so it’s important 
for Magic Realm players to know where the nearest 
safe hexes are, and to always be alert to the possibility 
of creating new safe hexes. The obvious way to create a 
safe hex is to kill off all of the monsters that can possibly 
appear there, but it’s not the only way. A safe hex is also 
created if all of the monsters that can appear there are 
summoned elsewhere. For example, if you discover a map 
hex that can only summon Goblins, but all 18 Goblins 
are already on the map in other hexes, then the hex that 
you’ve discovered is a safe hex… at least until the Goblins 
regenerate.

Valleys (other than the one containing the Ghosts) are 
always safe hexes, although a Valley clearing containing 
a Dwelling may not be safe, depending upon what 
natives are present or could possibly appear there. Two 
of the Woods hexes will contain campfires and will also 
be safe hexes, although again the clearing containing 
the campfire may not be safe, depending upon who can 
show up there.

The White Knight will take advantage of the Bad 
Valley being a safe hex and concentrate on recovering 
from his wounds and fatigue.

Day 10

The White Knight records five Rest phases, one of which 
is his bonus Rest phase.

The Monster Roll is a “5”.
A fatigued asterisk requires one Rest phase to 

recover. A wounded asterisk requires two Rest phases to 
recover: one to convert it from a wounded asterisk to a 
fatigued asterisk, and then one to recover the fatigued 
asterisk. The fact that some chits have two asterisks adds 
some complications, so here’s a Resting summary.

When you use a Rest phase on a fatigued chit:

 If the fatigued chit has one asterisk, it returns to 
play.

 If the fatigued chit has two asterisks, you make 
change by returning it to play and fatiguing a 
one-asterisk chit of any type.

When you use a Rest phase on a wounded chit:

 If the wounded chit has no asterisks, it returns to 
play.

 If the wounded chit has one asterisk, if flips over 
and becomes a fatigued chit.

 If the wounded chit has two asterisks, it is flipped 
over to become a fatigued two-asterisk chit, and 
another one-asterisk chit (of any type) must be 
removed from play as fatigued. In other words, 
it requires four Rest phases to fully recover a 
wounded two-asterisk chit: the first Rest phase 
flips it over to a fatigued two-asterisk chit, and 
then you have to fatigue another one-asterisk 
chit so that it will require another three Rest 
phases to get them all back.

Note that when you make change while resting, 
you are allowed to mix chit types freely. It is only when 
you pay for fatigue during combat that you have to use 
matching chit types when making change.

The White Knight uses his first Rest phase to recover 
his wounded Fight H6 chit.

He uses his second Rest phase to recover his Move 
H4** chit, fatiguing a Fight H5* chit to make change.

His third Rest phase recovers his Move T6* chit. 
Recovering his Move chits is always the White Knight’s top 
priority during resting, because he has so few of them.

His fourth Rest phase recovers his Fight H5* chit.
His fifth Rest phase recovers his Magic I5** chit, and 

he again fatigues a Fight H5* chit to make change.
He now has no wounds and only one fatigued 

asterisk, which he will recover on Day 11 with his bonus 
Rest phase. He can't do anything about his damaged suit 
of armor until he returns to the Chapel, where he can use 
the Chapel’s White magic to cast his Make Whole spell to 
repair his armor.
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Round 1 – Resolving Attacks

Killed

FIGHT
H4**

H5

5

T4

The White Knight decides to head back to the Chapel to 
sell his excess loot and repair his suit of armor. But with 
his suit of armor damaged, he will continue to move cau-
tiously with at least two Hide phases each day.

Day 11

The Monster Roll is a “4”.
His Bonus Rest phase recovers his Fight H5* chit, 

bringing him back to full strength.
His first Hide fails with a “6”, but the second Hide suc-

ceeds with a “4”. 
He moves back to the Cairns in Mountain 5, and the 

Stink M warning chit summons a Giant to his clearing. This 
is an opponent that the White Knight can handle easily.

The Giant uses two counters and can attack twice in 
each round of combat. The large counter represents the 
Giant’s body, and the small counter is the Giant’s Club. 
The Club counter is used only to determine the speed and 
direction of the Giant’s second attack. The Club cannot be 
targeted; attacks against the Giant are always aimed at 
the Giant’s body.

In the first round of combat, the White Knight does 
not lure, and, because he is hidden, the Giant remains 
unassigned and will not be able to attack him this round. 
He plays his Fight H6 chit to alert his Great Sword, and 
then places the chit in the “Used this Round” box.

He selects the Giant as his target, which causes him 
to become unhidden. The Giant and the Giant’s Club are 
placed in separate boxes on the Melee Section. He uses 
one of his Fight H4** chits to attack with the Great Sword 
in the Swing direction. He is not being targeted, so he 
does not need to play a Move chit.

The Giant’s body ends up in Box 
3, and the Giant’s Club in Box 1. Tre-
mendous monsters like the Giant 
never roll on the Change Tactics 
Table. Their large counters flip over to 
their red side only if they hit their tar-
get without killing it. When this hap-
pens, flipping over to their red side 
means that they have actually picked 
up their target and will attempt to rip 
it limb from limb in the succeeding 
rounds of combat!

The Club counter, however, does have to roll on the 
Change Tactics Table. The roll is a “6”, so the Club flips over 
to its T4 side.

The White Knight’s attack is then resolved. The Great 
Sword does not intercept the Giant, but the alerted 
sword’s attack speed of “4” is faster than the Giant’s move 
speed of “5”, so it hits by undercutting. The sword’s basic 
harm is Heavy, which is increased one level to Tremen-
dous by the sharpness star because the Giant is unar-
mored, so the Giant is killed. The White Knight gains 8 
Fame and 8 Notoriety, and fatigues one Fight asterisk (a 
Fight H5* is selected).

Monsters and Natives never suffer wounds or fatigue. 
If they receive harm that is equal to their vulnerability, 
they are killed.

This battle was completely different from the battle 
against the Ghosts. As long as the White Knight is hidden 
and plays his Fight chits correctly, the Giant is guaran-
teed to be killed in the first round. Experienced players 
wouldn’t even bother setting up a Melee Section for this 
one. If the White Knight is unhidden, he’ll still win, but he 
runs the risk of suffering a hit from the Giant’s Club.

The Giant, despite its fearsome size and dual attacks, 
is actually one of the easier monsters to deal with in 
Magic Realm. Characters that can kill it can generally do 
so quite easily, and every character can run away from it 
because it moves so slowly. A Giant is really only danger-
ous when it is stacked with another, faster, monster.
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The Monster Roll is a “1”.
The White Knight uses his bonus Rest phase to recov-

er his fatigued Fight H5* chit, which returns him to full 
strength.

His first Hide is successful with a roll of “5”, and then 
he moves back into the Borderland.

Dragons are active on a Monster Roll of “1”, so the 
Smoke C Warning chit summons a Heavy Dragon to his 
clearing.

The White Knight is hidden, so he declines to fight 
the Dragon. Combat ends in the clearing after two rounds 
in which nothing happens (see rule 8.2.2).

The White Knight could defeat the Dragon, but there’s 
some risk involved. He can’t undercut the Dragon, so he 
would have to intercept the Dragon before fatigue slows 
his Move speed down to a “5”, at which point the Drag-
on would start hitting him on every round. The odds are 
slightly in the White Knight’s favor: he’ll get four attempts 
at an intercept (a 1 in 3 chance of success) before the 
Dragon starts undercutting him. But with his suit of armor 
damaged he’s more vulnerable to a run of bad luck, and it 
would only take a single hit from the Dragon’s H4 attack 
to destroy the damaged suit of armor.

The constant need to hide from, sneak past, or 
 otherwise avoid certain monsters is one of the key dif-
ferences between Magic Realm and other roleplaying 
games (where monsters are usually just targets that are 
intended to be attacked on sight).
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The Borderland 6 cave clearing will once again make 
moving through the Borderland a slow, perilous under-
taking. The tactic that the White Knight used in his previ-
ous passage – moving adjacent to the cave clearing and 
then running through it without hiding – may be too 
dangerous with the Heavy Dragon already on the map. 
If a Monster Roll of “1” comes up again, both the Heavy 
Dragon and the Tremendous Dragon would end up in 
the White Knight’s clearing, and he wouldn’t want to face 
both of them while unhidden.

Note that on this day, the White Knight must move 
before he hides, because he is starting the day in a clear-
ing that already contains a monster. If he makes a mistake 
and puts his Hide phases first, he’ll only get one chance 

to hide, because if the first Hide phase were to fail the 
Dragon would immediately block him and cancel the 
remainder of his turn. A character must be in a clearing 
that does not contain any monsters in order to make 
multiple Hide attempts.

Day 13

The Monster Roll is a “2”.
The White Knight becomes unhidden, moves to Bor-

derland 3, and makes his first Hide with a roll of “4”.

Grey magic is available in every clearing on the map.
The Monster Roll is a “3”.
Goblins are active and, because this is the end of a 

week, they will also regenerate. The six Axe Goblins return 
to the Set Up Card as soon as the Monster Roll is made. 
The presence of a character is not required for regenera-
tion to occur. The Monster Roll of “3” causes every Goblin 
anywhere on the map – and all dead Goblins – to imme-
diately return to the Set Up Card.

The two dead Ghosts also regenerate, and reappear 
in Bad Valley 5. The Ghosts regenerate at the end of each 
week regardless of the Monster Roll. The White Knight 
retains the 6 Notoriety he earned for killing them. If he 
wanted to go back and fight them again, he could pos-
sibly earn another 6 Notoriety for killing them a second 
time.

The White Knight fails his Hide with a roll of “6”, and 
then moves unhidden to Borderland 6.

The six Axe Goblins are then summoned right back 
to Clearing 5 by the Patter 5 Sound chit. 

If this had not been the last day of a week, the situ-
ation at the end of the White Knight’s turn would have 
been notably different. The Axe Goblins in Clearing 5 
would have moved to Clearing 6, where all six would have 
attacked the unhidden White Knight during Evening. And 
the Patter 5 Sound chit would have summoned the sec-
ond set of Goblins, the six Spear Goblins, to Clearing 5.
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The Monster Roll is a “1”.
The White Knight moves unhidden to Awful Valley 2, 

a safe clearing in a safe hex.

The Monster Roll is a “4”.
The White Knight finally makes it back to the Chapel 

to do some trading.
In his first Trade phase, he sells the Scroll of Nature 

(10 gold), the Oil of Poison (3 gold), and the Great Sword 
(10 gold) to the Order, for a total gain of 23 gold. He now 
has a total of 33 gold. The Meeting Table is never used for 
selling; the natives simply give you the basic Gold price of 
each item that you wish to sell.

In the second Trade phase, the White Knight attempts 
to purchase a Morning Star, with a Gold price of 8 gold. He 
rolls a “6”, which becomes a “5” because of his Honor, and 
the result on the Friendly column of the Meeting Table is 
“Price x 4” or 32 gold. He could afford that price, but he 
declines, thinking that he can get a better deal.

He tries again in the third Trade phase, and rolls a “4”, 
which becomes a “3” because of his Honor, giving a result 
of “Price x 2” or 16 gold. He agrees to this price, so he 
takes the Morning Star from the Order and subtracts 16 
gold from his total, leaving him with 17 gold. You do not 
track gold totals for natives (they always have enough to 
purchase anything anyone wants to sell to them).

The Morning Star is an excellent weapon upgrade 
for the White Knight. It lacks 
the Great Sword’s sharpness 
star, but the White Knight can 
compensate for this by boost-
ing the Morning Star’s harm 
up one level by using a T Fight 
chit. It’s also much shorter 
than the Great Sword. But its 
Attack speed of “3” when it is 
alerted is a huge advantage 
that easily overshadows these 
minor drawbacks.

At the conclusion of the White Knight’s turn, the 
Lancers, who are also friendly to the White Knight, move 
from the Set Up Card to the Chapel (they prowl on a Mon-
ster Roll of “4”).

During combat, the White Knight will use his Magic 
I5** chit and the Chapel’s White magic to cast his Make 
Whole spell, which will repair his suit of armor. The only 
other way to repair a piece of damaged armor would 
be to sell it to a native group and then buy it back from 
them.

We’ll take our leave of the White Knight here, as he’s 
probably about ready to leave this area and go explore 
other parts of the map. He’ll definitely do one Trade with 
the Lancers to see what Treasure cards they have for sale, 
and he might very well attempt to hire either a Knight of 
the Order, or all four Lancers. With the Morning Star and 
some hired natives, the White Knight would become truly 
formidable.
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Chapter 2

The Woods Girl
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In many ways, the Woods Girl is the exact opposite of the 
White Knight. The White Knight is powerful and well-pro-
tected by armor, but he’s also very slow and tires easily. 
The Woods Girl, in contrast, is weak and has no armor at 
all, but she has blinding speed and very good stamina.

Their weapons of choice are also quite different. The 
White Knight’s Great Sword is a slow striking weapon that 
can kill almost any target that it hits. The Woods Girl’s 
Light Bow, on the other hand, is a missile weapon that, 
when alerted, will automatically hit any target… but 
there’s no way of telling how much harm it might inflict 
on the target.

These two characters are similar in one aspect: both 
have a single Magic chit, so the Woods Girl has a very lim-
ited ability to use magic, just like the White Knight. She 
can start the game with one of the Type VII spells (Good 
Luck knacks). Her best choice is Control Bats, because it 
can be powered by any color of magic. This means that 
she can cast it on the seventh day of each week, when 
magic is available everywhere on the map. She can also 
cast it whenever she is at the Chapel, using the Chapel’s 
White magic, but she’s highly unlikely to ever encounter 
Bats at the Chapel.

The other Type VII spells are just too limited for her: 
Premonition requires Grey magic, so she could only cast 
it on Day 14; Sense Danger (Purple) could only be cast on 
Day 21; and Peace with Nature & Protection from Magic 
(both Gold) could only be cast on Day 28. Other sourc-
es of magic may turn up as the game progresses, but it 
would be foolish to count on that happening.

The Woods Girl can start the game at either the Inn 
or the House. The House would seem to be an odd place 
for her to start, because the Soldiers there are Unfriendly 
to her. She wouldn’t be able to buy anything from them 
or hire them, unless she had a lot of gold to spend and 
could make some lucky rolls on the Meeting Table, and 
the Soldiers might even attack her if she ends a turn at 
the House. But the House is one of two Dwellings where 
her Allies, the Woodfolk, could appear (the other is the 
Small Campfire), so starting at the House could make it 
relatively easy for her to get the Woodfolk onto the map.

One other reason she might choose to start at the 
House is simply to avoid the crowd at the Inn. Every char-
acter can start at the Inn (and nine of them have to start 
at the Inn) so a game with a lot of characters could see 
quite a few of them starting there.

Her two Special Advantages, “Tracking Skills” and 
“Archer,” are both powerful. With players normally 

required to roll two dice and select the highest of the two 
as their result, a character who rolls only one die instead 
of two will have a significant advantage. However, the 
Woods Girl’s chances of success will be heavily influenced 
by whether or not there’s anything interesting in the 
Deep Woods, as that’s the only map tile that combines 
the possibility of treasure sites with her ability to use her 
“Tracking Skills” Special Advantage.

The Woods Girl’s biggest weakness is that her Move 
chits are all Light, so she cannot carry anything with 
Medium, Heavy, or Tremendous weight. This means, 
among other things, that the powerful Medium Bow, 
which can be purchased from the Woodfolk, is useless 
to her unless she can obtain a “boots” Treasure card or a 
horse that would allow her to carry it during the day and 
maneuver with it during combat.

The Woods Girl starts at the Inn with a Light Bow 
from the Woodfolk, Control Bats as her recorded spell, 
and 10 gold.

Her approach to the game will be quite a bit different 
from that of the White Knight. The Woods Girl’s primary 
method for avoiding trouble is simply to use her speed 
to run away from it, so she will put much less emphasis 
on hiding.

She also won’t be interested in hiring any of the 
Rogues. Hired natives can be very helpful when battling 
monsters, but they can be a liability for fast characters 
like the Woods Girl because they cannot run away from 
a combat (only characters can run away). So if the Woods 
Girl hired a Rogue and then ran into a monster that they 
couldn’t handle, she could run away but the Rogue would 
be left behind to fight alone and would likely be killed. 
She won’t think about hiring natives until she has a spe-
cific need for them, or until she has enough gold to hire 
a powerful native group that can have a good chance of 
winning any battle that it gets involved in.

Day 1

The Monster Roll is a “5”.
The Woods Girl starts off with a Trade phase, to see 

what Treasure cards the Rogues are holding. They have 
the Cloven Hoof and the Shoes of Stealth.

The Cloven Hoof is an Enchanted card: a treasure 
that is also a source of magic. It supplies an endless 
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amount of Black magic to the clearing where it is located. 
Any character in that clearing can make free use of that 
Black magic, even if they don’t actually possess the Clo-
ven Hoof. If the Woods Girl were to purchase the Cloven 
Hoof and carry it with her, it would allow her to cast her 
Control Bats spell whenever she wanted.

Because it is an Enchanted card, as soon as the Woods 
Girl sees the Cloven Hoof she must show it to all of the 
other players. It is then turned face up in the Rogues’ trea-
sure pile and it will remain face up for the remainder of 
the game. Once revealed, it can never be hidden or deac-
tivated.

The Cloven Hoof is also a Great Treasure (signified 
by the red dot) and it adds 40 points of Notoriety to any 
character that possesses it, both of which will provide a 
great boost to a character’s score. On the other hand, a 
character with the Cloven Hoof also loses 20 points of 
Fame, which will reduce a character’s score.

The most annoying aspect of the Cloven Hoof, how-
ever, is that any character in the same clearing as it must 
add one whenever they roll on a table. As much as the 
Woods Girl would love to have a Great Treasure, 40N, and 
the ability to use her Control Bats spell at will, the Cloven 
Hoof would really make it hard for her to Hide, Search, 
Loot, or kill anything with her Light Bow… so she wants 
nothing to do with it!

The Inn is a really terrible place for the Cloven Hoof to 
appear. It fouls up any character whose strategy involves 
hiring Rogues, as hiring will be difficult when you have to 
add one to all of your Meeting Table rolls at the Inn. In a 
game with more characters participating, it would not be 
too surprising to see someone purchase the Cloven Hoof 
(possibly with gold donated by several characters) just so 
that they could get the cursed thing out of their way by 
tossing it into the weeds (abandoning it) in Dark Valley 2!

Of course, if you like dirty tricks, a character could 
purchase the Cloven Hoof and then abandon it in a clear-
ing containing some other character’s Allies… where it 
would interfere with all of their future attempts at hiring 
and trading with those Allies.

The Shoes of Stealth is an excellent treasure. It can be 

played as a Move L3 chit that never fatigues, and it also 
allows a character to roll only one die when rolling on the 
Hide Table. But, with the Cloven Hoof in the same clear-
ing, it is going to be very hard to purchase it.

Now the Woods Girl must roll on the Meeting Table; 
once she looks at the Rogues’ cards it is too late to cancel 
the Trade phase or to switch to selling instead of buying. 
This could really be trouble for her: the Rogues are Neutral 
to her, she has to add one to her rolls because of the Clo-
ven Hoof, and the Rogue archer moves at a speed of “2”, 
which is fast enough to prevent her from running away if 
there’s a battle! (To run away you have to play a Move chit 
that is faster than the fastest opponent’s move.) Through 
no fault of her own, she now has a good chance of being 
blocked, attacked, and killed on the first day of the game.

She announces that she will attempt to buy the 
Shoes of Stealth and rolls a “3” on the Neutral column of 
the Meeting Table, which the Cloven Hoof changes to a 
“4” – No Deal. The Woods Girls breathes a huge sigh of 
relief and continues with her turn.

She moves to Oak Woods 2 and rolls one die for 
her Hide, which is successful. Smoke W is revealed, so 
the Small Campfire is placed in Clearing 5. If Clearing 5 
did not connect back to the Borderland, then the Small 
Campfire would be placed in Clearing 4 instead.

The Bashkars, the Woods Girl’s Enemies, are prowl-
ing on a Monster Roll of “5”, but they do not appear at 
the Small Campfire because the Woods Girl is not in the 
campfire’s clearing.

The Woods Girl scheduled her Hide as her last activity 
so that she could take advantage of only rolling one die 
in the Oak Woods. If there were other characters nearby 
that might have been able to move into the Oak Woods 
before she took her turn, she might have considered hid-
ing before she entered the Oak Woods, even though it 
would mean rolling two dice instead of one.

CLOVEN
HOOF

BLACK
FAME:–20
- N:40 4

plus one to
all rolls

SHOES OF
STEALTH
MOVE L3

HIDE 1 die

-  N:2  7
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The Woods Girl’s first priority is to explore the Deep 
Woods – the map tile where she can make the fullest use 
of her tracking skills. She would also like to get over to 
the Small Campfire to see if the Woodfolk will show up, 
but she’s got a long way to go to get there.

She decides to stop in Deep Woods 1 for a couple of 
reasons. First, if there’s nothing interesting in the Deep 
Woods she will then want to check out the Ledges, which 
is done the easiest from Deep Woods 1. In addition, she 
does not want to end her turn on Clearing 6 of an unex-
plored map tile; Clearing 1 is a safer location in which to 
stop.

Deep Woods 6 is dangerous because that’s where 
the Pool could show up, and the Tremendous Octopus 
at the Pool is one of the few monsters that the Woods 
Girl cannot run away from. She never wants to fight the 
Tremendous Octopus unless she has some hired natives 
helping her out. Now, granted, the chances of the Pool 
actually appearing in Deep Woods 6… and the Monster 
Roll being a “3”… and the Woods Girl failing to hide… all 
happening simultaneously is not very likely, but tempting 
fate is never a good idea in Magic Realm, where unlikely 
things seem to happen on a regular basis.

She decides to search for the hidden path that con-
nects to Deep Woods 1 mostly because she doesn’t have 
anything better to do with those last two phases. Dis-
covering that hidden path would let her move across 
the Deep Woods with fewer Move phases, and it would 
allow her to avoid moving through Deep Woods 6 should 
something unpleasant show up there.

Day 2

The Monster Roll is a “6”.
Her Hide (one die) is successful, so she moves to 

Deep Woods 1 hidden. She chooses to use the Peer Table 
for her two Search phases, as that table gives her the best 
chance of discovering the hidden path.

Her first roll on the Peer Table (one die) is a “5”, which 
is a “Clues” result. This allows her to look at the face down 
chits in the Deep Woods without revealing them to the 
other players. It’s a meaningless result here, because 
those chits will be revealed at the end of her turn regard-
less.

As an example of how the “Clues” result could be 
used: if the Woods Girl had recorded M DW1 – S – S – 
M OW2 she could see what chits are in the Deep Woods 
(if she got a “Clues” result in her Search phases) without 

revealing the chits to any other player (she doesn’t end 
her turn in the Deep Woods so the chits would remain 
face down).

Her second roll on the Peer Table (one die) is a “1”, 
which lets her choose any result from the Peer or Locate 
Tables. She selects “Hidden enemies and Paths” as her 
result. She discovers the hidden path from Deep Woods 
1 to Deep Woods 4 and can now move freely along it in 
either direction, and, for the remainder of this day, she 
can spy, block, attack, and cast spells on any hidden ene-
mies (characters, hired natives, controlled monsters) that 
she encounters.

The two Deep Woods chits are now turned face up: 
a Smoke M Warning chit, and the Hoard, which is placed 
in Clearing 6. The Deep Woods is potentially packed with 
Dragons: on a Monster Roll of “1” the Tremendous Flying 
Dragon from the Hoard, and the two Heavy Flying Drag-
ons, will all appear. But the Hoard – the richest treasure 
site in the game – is right where the Woods Girl wants it!
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woods gIrl dAy 3

H – M DW6 – S – S
H 6 S S

The Woods Girl can run away from any monster that can 
appear in the Deep Woods, so she actually wouldn’t need 
to hide at all. But she does one Hide anyway. Being hid-
den gives her a couple of options if the Dragons do show 
up, besides simply running away: (a) she could safely take 
a shot at one of the Dragons with her Light Bow in the 
first round of combat, and then run away in the second 
round; or (b) she could ignore the Dragons altogether 
and concentrate on looting the Hoard, only running away 
if she ever fails a Hide roll.

If she wanted to gamble that the Dragons won’t 
show up any time soon, she could skip hiding and thus 
be able to loot the Hoard that much faster.

Day 3

The Monster Roll is a “4”.
She hides successfully and moves to Clearing 6. Her 

first roll on the Locate Table is a “2” – Passages and Clues, 
which has no effect. Her second roll is a “4” – Discover 
chit(s), so she has discovered the location of the Hoard 
and will now be able to loot it.

woods gIrl dAy 4

H – S – S – S
H S S S

The Hoard contains nine treasures: four Small Treasures 
and five Large Treasures. The Woods Girl’s ability to only 
roll one die on the Loot Table in the Deep Woods means 
that she is likely to get most of these treasures.

Day 4

The Monster Roll is a “6”.
After hiding successfully, the Woods Girl rolls three 

times on the Loot Table. She draws the Glimmering Ring 
with a roll of “3”, followed by the Ointment of Bite on a roll 
of “6”, and finally the Enchanter’s Skull on a roll of “1”. Six 
treasures remain in the Hoard.

The Glimmering Ring is a Large Treasure, as indicat-
ed by the gold dot. Large Treasures are, in general, more 
valuable and sometimes heavier than Small Treasures, 
but they otherwise have no special value of their own. 
The gold dots are really only used when you are setting 

up the game, as you sort all of the treasures into the cor-
rect locations on the Set Up Card. Once the game actually 
begins the gold dots can be ignored. Great Treasures (red 
dots) can be either Large Treasures or Small Treasures.

The Glimmering Ring is an Artifact that contains one 
Type III spell which can be learned or awakened by Read-
ing Runes. Artifacts are used just like Spell Books. The 
only difference between the two is that Spell Books con-
tain four spells but Artifacts only contain a single spell.

The Ointment of Bite is a Potion that allows an attack 
to undercut a target even if the attack time is equal to the 
target’s move time (normally the attack time has to be 
faster than the target’s move time in order to undercut).

The Enchanter’s Skull is another Artifact, this time 
with a Type IV spell. It’s also a Great Treasure, as indicated 
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by the red dot.
None of these treasures are of any practical use to 

the Woods Girl. She doesn’t need the Ointment of Bite, 
because her alerted Light Bow will always undercut any 
target with its attack time of “1”. And she doesn’t have 
enough Magic chits to make use of the spells in the two 

Artifacts. She will most likely sell these three treasures for 
gold. If she needed Notoriety she might consider holding 
on to the Artifacts, as each one is worth 10N, and if she 
had included Great Treasures in her Victory Requirements 
she would almost certainly hang on to the Enchanter’s 
Skull.

woods gIrl dAy 5

H – S – S – S
H S S S

The Monster Roll is a “1”.
The Woods Girl’s luck takes a turn for the worse, as 

she finally fails a Hide on the same turn that the Dragons 
will be prowling. But the Dragons won’t appear until she 
finishes her turn, so she will still get her three Loot rolls.

Good rolling gets her three more treasures: the Crys-
tal Ball on a roll of “2”, the Power Gauntlets on a roll of “4”, 
and the Flying Carpet on a roll of “2”. But the Crystal Ball 
and the Flying Carpet both have a weight of Medium, 
which the Woods Girl can’t carry using her Light Move 
chits, so she will have to abandon these two treasures 
in order to be able to move on the map or maneuver in 
combat.

Characters can possess and use items that are too 
heavy for them to carry, and then abandon them when 
they are ready to leave the clearing (or when they plan 
on fighting a battle in that clearing), but in this situation 
the Woods Girl must abandon each of these two Medium 
weight treasures as she draws them from the Hoard. The 
reason why she must do this is very important, but it is 
not exactly obvious.

The Woods Girl is unhidden, and Dragons will appear 
that she will have to fight in the evening. Her only hope 
of surviving this battle is to run away. But, during a round 
of combat, when a character plays an action during the 
Encounter Step, she may either run away or abandon any 
number of items… she can’t do both! So if the Woods Girl 
is caught holding an item that she can’t carry at the start 

of this battle, she will not be able to run away in the first 
round which means that the Dragons would probably kill 
her.

The Crystal Ball allows a character to use the 
Enhanced Peer activity and the Remote Enchant activity. 
A character using the Enhanced Peer activity can roll on 
the Peer Table for any clearing on the map, rather than 
just his current clearing. It is a safe way to find hidden 
enemies, hidden paths, and to secretly look at the face 
down chits in a map tile. A spellcaster who is capable of 
enchanting map tiles can use the Remote Enchant activ-
ity to enchant a map tile anywhere on the map, rather 
than just his current map tile.

The Woods Girl abandons the Crystal Ball as soon as 
she draws it from the Hoard, placing it face down on the 
map in Deep Woods 6.

The Power Gauntlets is a gloves card that can be used 
as a Fight H4 chit. In theory, this will allow the Woods Girl 
to fight with almost any weapon in the game, including 
the Medium Bow and Heavy Crossbow, but she still has 
no way of carrying such heavy weapons.

If the Flying Carpet is activated with Purple magic, it 
can be used as a Fly M2 chit to fly across the map during 
the day or to fly during combat. It’s an incredibly useful 
treasure… if you have a source of Purple magic. With the 

CRYSTAL
BALL

PEER or SPELL
in any hex

M N:5 20

POWER
GAUNTLETS

FIGHT H4

FAME:3
-  N:4  7

FLYING
CARPET
FLY M2

(in PURPLE)

M N:12 17



HOARD
6

SMOKE
M

TreasureTreasure

M3

4
M3
H4

4

H4

4

M3

4

M3 H4

4

H4

4

56

Flying Carpet providing a fast Fly M2 chit, the Woods Girl 
could be a deadly threat with the Medium Bow, if only 
she also had a source of Purple magic.

But the Woods Girl must also abandon the Flying Car-
pet, placing it face down under the Crystal Ball in Deep 
Woods 6.

These abandoned items may only be recovered by 
searching for them with the Loot Table. From now on, 
whenever a roll on the Loot Table is made in Deep Woods 
6, the player must first declare whether he will be looting 
the Hoard or looting the pile of abandoned items.

Some of you may be wondering why the Woods Girl 
couldn’t simply leave these abandoned items in plain 
sight, or maybe even hide them somewhere, so that if 
she later gets a way to carry Medium weight items she 
could come back and retrieve them without having to 
loot for them all over again. You can’t do things like this in 
the basic Magic Realm rules, but there are optional rules 
that would allow it: 10.A.4 Caching and 10.A.5 Dropping 
(and losing) Belongings.

At the end of the Woods Girl’s turn, the Hoard sum-
mons its guardian, the Tremendous Flying Dragon, and 
the Smoke M chit summons the two Heavy Flying Drag-
ons, all of whom block the Woods Girl. All of the Dragons 
move at a speed of “4”, so in the first round of combat 
the Woods Girl will play one of her Move L3* chits to run 
away.

She can run towards either Clearing 1 or Clearing 4. 
She decides to run away towards Clearing 1, placing her 
character counter on the road halfway between Clearings 
1 and 6. Her first phase on Day 6 will have to be a Move to 

either Clearing 1 or Clearing 6.
The Woods Girl can choose to run away along either 

roadway connected to Clearing 6 because she spent the 
entire turn in that clearing. If she had entered Clearing 
6 during this turn, then her only option when running 
away would have been to go back the way she came. In 
other words, a character cannot move into a clearing, get 
blocked by monsters, and then run away down a differ-
ent roadway.
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woods gIrl dAy 6

M DW1 – H – M DW6 – S
1 H 6 S

The Monster Roll is a “2”.
The Woods Girl moves to Clearing 1, successfully 

Hides, moves back to Clearing 6 and does one more Loot 
at the Hoard, which only has three treasures remaining. 
Her Loot roll is a “1”, which brings out the Lucky Charm… 
one of the best treasures in the game!

You will almost never see a character sell the Lucky 
Charm for gold: the ability to only roll one die whenever 
you roll on a table is simply too beneficial to give up. The 
Lucky Charm won’t really change much for the Woods 
Girl as long as she remains in the Deep Woods, because 
her Archer and Tracking Skills abilities already let her roll 
one die on most tables.

It should be noted, however, that there are rare situa-
tions where a character will want to deactivate the Lucky 
Charm before rolling on a table. For example, if you are 
casting the Transform spell at a Tremendous Troll, hoping 
to turn it into something harmless like a frog or a squirrel, 
your chances of success are much better if you roll two 
dice on the Transform Table rather than one die.

In the first round of combat, the 
hidden Woods Girl does not lure, so 
the Dragons remain unassigned and 
cannot attack on this round. She 
plays a Fight L4 chit to alert her Light 
Bow, and then selects a Heavy Fly-
ing Dragon as her target. She uses a 
second Fight L4 chit to attack with 
the Light Bow in the Thrust direction, 
while the Dragon moves to Dodge 
and changes tactics. The alerted 
Light Bow’s attack time of “1” easily 
undercuts the Dragon’s move time 
of “3”.

Missile attacks are unlike striking 
attacks in that you must roll on the 

Missile Table to determine the amount of Harm that they 
inflict. The Heavy Flying Dragon is an armored target, so 
one of the Light Bow’s sharpness stars must be ignored. 
The Light Bow’s basic Harm is thus Medium (Light plus 
one sharpness star).

Missile weapons differ from striking weapons in one 
other way: you cannot increase the basic Harm of a mis-
sile weapon one level by using a stronger Fight chit. So 
even if the Woods Girl had used one of her Medium Fight 
chits to attack with the Light Bow, its basic Harm would 
remain Medium against an armored target.

The Woods Girl then rolls one die on the Missile Table 
and gets a “2”, which increases the Light Bow’s basic harm 
one level to Heavy. That is sufficient to kill the Heavy Fly-
ing Dragon, earning the Woods Girl five points of both 
Fame and Notoriety. The Light Bow becomes unalerted 
and the Woods Girl is no longer hidden.

In the second round of combat, she plays a Move L3* 
chit to run away. In this situation, because she entered 
Clearing 6 on this turn, she can only run away back in the 
direction she came from, towards Clearing 1.

In looking at the Missile Table, we can see that the 
Woods Girl would have to roll a “1” or a “2” in order to kill 
a Heavy Flying Dragon, and she would have to roll a “1” 
to kill the Tremendous Flying Dragon (both are armored 
targets). So even though her Light Bow is capable of tak-
ing down any monster she might face, she won’t be very 
efficient as a monster-killer.
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the PerIls of runnIng AwAy

Fast characters like the Woods Girl can avoid most 
trouble simply by running away from it, but if they are 
not careful in planning their escape routes they may 
find themselves falling victim to a devastating trap.

Consider the situation depicted above. The Woods 
Girl is hidden in Ruins 5 along with six Axe Goblins, 
and the unprotected Lair is in the next clearing. She 
doesn’t fear either the Goblins or the Lair’s guardian, a 
Tremendous Dragon, because she can easily run away 
from them. Thus the treasures in the Lair are hers for 
the taking, right? Well… maybe not.

Let’s say that her next move is M R3 – H – S – S. 
This appears to be a perfectly reasonable move, but 
it’s actually a terrible move because it sets her up to 
fall victim to the trap.

What happens if she fails to Hide and the Tremen-
dous Dragon appears?

She has to run away, of course. But, because she 
entered Clearing 3 on this turn, she can only run away 
back along the roadway she used to enter the clearing, 
towards Clearing 5. The Woods Girl would find herself 
trapped on a roadway between two clearings filled 
with monsters that she has almost no chance to defeat 
(see illustration at right). All she can do now is move 
to one of those clearings, be immediately blocked, 
and then run away again in the evening… day… after 
day… after day. Possibly until the end of the game! 
(Characters that begin a day on a roadway between 
two clearings cannot do any activity in their first phase 
of the day other than a Move to enter one of the two 
clearings that the roadway connects to.)

It is possible to escape the trap, if she gets the right 
Monster Roll at the right time, or if she can convince 
some other character to come over and assist her, but 
there’s no guarantee that either of these things will 
ever occur. A character who gets trapped like this is 
most likely out of the game.

The move the Woods Girl should have made was 
M R3 – S – S – M NW2. If she starts from the safe Clear-
ing 2 in the Nut Woods, she can concentrate on the 
Lair without any worry about being trapped if she has 
to run away.
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woods gIrl dAy 7

M DW1 – M DW4 – M DW5 – M DW3

1 4 5 3
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The Woods Girl has a number a treasures that she could 
sell, so she decides to head towards the Small Campfire, 
where her Allies, the Woodfolk, and her Friends, the Lanc-
ers, could appear. Of course, her Enemies, the Bashkars 
could also appear there, but she should have no trouble 
avoiding them with the help of the Lucky Charm.

One long-term idea that she could pursue, especially 
since she has the Lucky Charm, would be to hire both 
the Woodfolk and the Lancers and use them to attack 
the Bashkars. If she can defeat the Bashkars she could 
loot one of their ponies, which would provide her with 
all sorts of benefits: faster movement across the map, the 
ability to carry Medium weight treasures, and the abil-
ity to use the Medium Bow. But for this plan to work, the 
Woodfolk, Lancers, and Bashkars would all have to appear 
at the Small Campfire within a short period of time.

Day 7

The Monster Roll is a “3”.
The Woods Girls moves to Deep Woods 3. She decid-

ed to move without hiding, rather than waste a Hide 
phase on the 1 in 6 chance that the Dragons would be 
prowling.
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woods gIrl dAy 8

H – M DW2 – M CL4 – M CL4
H 2 4 4

The Monster Roll is a “1”.
The revealed chits in the Cliff are Bones M, which can 

summon Giants and Giant Bats, and Howl 5, which can 
summon more Giant Bats.

woods gIrl dAy 9

H – M CL6 – M CL6 – S
H 6 6 S

The Monster Roll is a “6”.
The Woods Girl hides, moves to Cliff 6, and rolls one 

die on the Locate Table to try to discover the secret pas-
sage from Clearing 6 to Clearing 3. The search fails when 
she rolls a “5”.

At the conclusion of the Woods Girl’s turn, the Bones 
M chit summons one Giant Bat directly to her clearing, 
Cliff 6, and then the Howl 5 chit summons two more Giant 
Bats to Cliff 5. Whenever the Sound and Warning chits 
summon the same type of monster, the yellow Warning 
chit summons first.

woods gIrl dAy 10

H – S – S – S
H S S S

The Monster Roll is a “5”.
With a Giant Bat already in her clearing, the Woods 

Girl will get just one chance to Hide. If she fails the Hide 
roll, she’ll be blocked and will lose the remainder of her 
turn. But her Hide attempt succeeds with a roll of “5”.

She fails to find the secret passage from Clearing 6 
to Clearing 3 on her first Search phase, but she succeeds 
with her second Search phase by rolling a “3” on the 
Locate Table.

She now has one Search phase left, but what can she 
do with it?

She could use Reading Runes on one of the Artifacts 

that she is carrying, to try to release the spell it contains. 
Reading Runes, however, would be a bad idea. Not only is 
she unlikely to be able to use any spell she awakens, but 
Reading Runes always involves the risk of getting cursed, 
and some of the Curses are deadly. Curses are automati-
cally removed at the Chapel each day at Midnight, so 
most characters won’t risk Reading Runes unless they 
have a clear path to the Chapel.

But, because she currently occupies a mountain 
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clearing, she has one other option. Whenever a character 
does a Search phase in a mountain clearing, they can use 
the Peer Table on any non-cave clearing in their current 
map tile or any adjacent map tile (rule 7.5.4b).

So, in this situation, the Woods Girl could:

 Peer at Cliff 2 or Cliff 5 to try to discover the hid-
den path connecting those two clearings.

 Peer at Deep Woods 3 or Deep Woods 6 to try to 
discover the hidden path connecting them.





 Peer at Ledges 1/Ledges 3 or Ledges 4/Ledges 6 
to try to discover one of those hidden paths. In 
addition, a Clues result would allow her to look 
at the face down chits in the Ledges without 
revealing them to any other player.

She decides to use her last Search phase to Peer at 
Ledges 1, but rolls a “6” for no result.



woods gIrl dAy 11

M CL3 – H – H – M CL5
3 H H 5

The Monster Roll is a “3”.
The Woods Girl moves through the secret passage 

she discovered last turn, hides successfully, and then 
enters Cliff 5, another clearing infested with Giant Bats.

She’ll have to make her first Hide on Day 12, or she 
won’t be able to enter the Ledges. If Ledges 5 was a 
woods clearing or a cave clearing she could simply walk 
away from the Giant Bats in Cliff 5, just like she walked 

away from the Giant Bat in Cliff 6 on this turn. But because 
Ledges 5 is a mountain clearing that requires two Move 
phases to enter, she has to Hide first or else she’ll be 
blocked by the two Giant Bats.

woods gIrl dAy 12

H – M L5 – M L5 – S
H 5 5 S

The Monster Roll is a “3”.
The Woods Girl successfully hides, still rolling just 

one die thanks to the Lucky Charm. She moves to Ledges 
5 and then does a Search. There’s nothing to search for in 
Ledges 5, but because it is a mountain clearing she can 
again Peer at any other non-cave clearing in the Ledges 
or in any adjacent map tile to try to discover a hidden 
path. There’s not much else that she could have done 
with that last phase, as it takes two more phases to enter 
Ledges 2.

She decides to Peer at Deep Woods 3, and discovers 
the hidden path connecting it to Deep Woods 6 on a roll 
of “2”.

The revealed Sound and Warning chits in the Ledges 
are Dank M, which can summon Spiders, and Slither 3, 
which can summon Dragons or Serpents. But no mon-
sters appear today.

At this point we’ll conclude our coverage of the 
Woods Girl. Nothing can prevent her from reaching the 
Small Campfire now, and her next problem will be decid-
ing how many turns she should sit at the Small Campfire 

waiting for someone interesting to show up. She can’t 
spend too many turns sitting at the campfire doing noth-
ing if she expects to have a chance of winning the game, 
but she also doesn’t want to pass up the opportunity to 
trade with, and possibly hire, either the Woodfolk or the 
Lancers.

There isn’t any useful rule of thumb for this situation; 
it will just depend on the player’s patience. For example, 
the Woods Girl could spend seven days at the campfire 
and never see another soul… or she could leave after two 
days and then discover that the Monster Roll would have 
brought on the Woodfolk on the third day, if she had only 
stayed just one more day.

It’s interesting to note that the Woods Girl did not 
fatigue a single asterisk in 12 days, making a stark con-
trast with the White Knight, who was constantly having 
to deal with his fatigue levels. She never needed to play a 
Move L2** chit to run away from a fast monster.
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Chapter 3

The Pilgrim
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PIlgrIm dAy 1

T – HR – H – H
T HR H H

We’ll now move up a small step in complexity to a full-
fledged spellcaster, the Pilgrim. Unlike the White Knight 
and the Woods Girl, whose spellcasting abilities are 
severely limited due to possessing only a single Magic 
chit, the Pilgrim has three Magic chits: a pair of Type I’s 
and one Type VII. These Magic chits give the Pilgrim the 
ability to cast spells and do enchantments regardless of 
his location on the map.

The Pilgrim is not much of a fighter. He only has four 
slow Move chits, no armor, and his starting weapon is a 
Staff, one of the weakest weapons in the game. But what 
he does have is a Fight M2** chit; no other character has a 
Fight chit with that combination of speed and strength. If 
he obtains a Medium weapon such as an Axe or a Broad-
sword, the Pilgrim could become a very dangerous oppo-
nent indeed.

His Special Advantages are “Heavenly Protection,” 
which prevents Demons and the Imp from either block-
ing or attacking him, and “Learning,” which allows him to 
roll just one die whenever he uses Reading Runes.

He can choose his starting spell from the Type I and 
Type VII spells. This spell choice is an important decision 
for the Pilgrim, because he will be relying on this spell to 
compensate for his weaknesses.

Most of the Type VII spells require color magic that 
he can’t create with his Magic chits, which severely limits 
their usefulness. The one Type VII spell that he could cast 
effectively, Control Bats, is unlikely to be a spell that can 
win the game for him.

Type I Spells (Righteous invocations)

  Exorcise (White) – This is an easy way to kill the 
Demons and the Imp, and it can break any Curse 
received from Reading Runes. Its main draw-
back is that it is a situational spell: if you don’t 
encounter any Demons or find anything to use 
Reading Runes on, you may never get a chance 
to cast this spell.

 Make Whole (White) – This would only be of lim-
ited use to the Pilgrim, who has no armor.

 Peace (White) – Although this spell offers pro-
tection from one monster, the monsters have a 
nasty habit of often appearing in groups of two 
or more.

 Small Blessing (White) – This spell’s appeal comes 
from the “I wish for strength” result on the Wishes 









Table which, when combined with the Pilgrim’s 
Fight M2** chit, gives him a T2 attack which is 
a guaranteed kill against almost every monster 
in the game. The main drawback here is that the 
chance of getting the “I wish for strength” result 
is only 30%, so he may have to cast the spell sev-
eral times before he gets it.

Exorcise and Small Blessing are thus both good 
choices for the Pilgrim. Here he chooses to start with 
Small Blessing as his starting spell.

The Pilgrim can start the game at either the Inn or the 
Chapel. Starting at the Chapel with his Allies, the Order, is 
usually his best choice. Finding one’s Allies is a top pri-
ority for almost every character because of the benefits 
Allies give in trading and hiring, so the Pilgrim’s option to 
start with his Allies is almost unfair. But the Pilgrim will 
need to get some more gold before he can take advan-
tage of his trading relationship with the Order, because 
with his starting 10 gold he can’t really afford anything 
that he would want from them, unless they happen to 
have a Treasure card that is both useful and affordable.

The Pilgrim’s plan on Day 1 is to stay at the Chapel so 
he can use the White magic there for spellcasting in the 
Evening. He could have recorded T – H – H – H, because all 
he really needs to do on this day is to look at the Order’s 
Treasure cards and then hide. But he decides to go with 
a Hire phase and only two Hide phases. The Hire phase 
gives him a chance to obtain a big benefit if he gets lucky, 
and two Hide phases should be sufficient.

The only threat that he faces comes from the Lanc-
ers, who can appear at the Chapel and are Neutral to the 
Pilgrim. Thus, if he fails both Hides, and the Lancers show 
up, and he rolls “6” twice in a row on the Meeting Table in 
the Evening when checking to see if they will battle him 
(“6” on Neutral = “Trouble”, “6” on Unfriendly = “Battle”) 
he would probably be killed by the Lancers. But the odds 
of all of that happening in a single turn are remote. The 
Neutral Patrol can also appear at the Chapel, but they are 
not a threat because the Pilgrim, slow as he is, is still fast 
enough to run away from the Patrol’s slow workhorses 
should they decide to battle him.

Day 1

The Monster Roll is a “6”.
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After declaring that the Trade phase will be used for 
buying, the Pilgrim learns that the two Treasure cards for 
sale by the Order are the Withered Claw and the Phantom 
Glass.

The Withered Claw is one of the more unusual Potions 
in the game: if you choose to use it, you get both a Wish 
and a Curse, using the same die roll for both tables! It’s of 
no interest to the Pilgrim, who can get all the Wishes he 
wants with his Small Blessing spell.

The Phantom Glass allows a character to use the 
Magic Sight Table when he searches, which normally 
only the Witch King can use. With Magic Sight, it’s a little 
easier to discover treasure sites, and you can learn spells 
without any risk of suffering a Curse. It’s harder to loot 
Treasure cards with Magic Sight, but when you do find a 
Treasure card you always take the top card on the pile… 
a card that normally cannot be looted unless you roll a “1” 
on the Loot Table. If you are trying to find hidden paths 
or secret passages, Magic Sight is much worse than the 
normal searches.

The Pilgrim is interested in the Phantom Glass 
because of the ability to learn spells without getting 
cursed, and to draw the top card from treasure piles, so 
he attempts to buy it. He rolls a “3” on the Ally column of 
the Meeting Table, but can’t afford the “Price x 2” result 
(16 gold).

In the Hire phase, he attempts to hire Order O3 
(remember that the Order and the Rogues have to be 
hired one individual at a time). O3 has a Gold wage of 8 
gold, so with only 10 gold to spend, the Pilgrim will need 
a “Price x 1” result (11% chance of success). He rolls a “5” 
on the Meeting Table, so the Hire attempt fails.

He then successfully hides. No one is battling him, 
so he can spend the Evening casting spells without any 
interference from anyone.

Although we’ve already seen a spell cast in a previ-
ous chapter, let’s take a closer look at the requirements 
for spellcasting. There are three requirements that must 
be met in order for a character to cast a spell:

 The character must know the spell that he is 
going to cast; that is, it must be recorded on his 
Personal History sheet. Spells can be recorded 
during set up, if the character starts with any 
spells, and spells can also be recorded during 
the game if the character successfully learns a 
spell using Reading Runes or Magic Sight.

 The character must have an active, unenchanted 
Magic chit that matches the spell’s Magic type. 
Thus a Type I Magic chit is required to cast a Type 
I spell, a Type II Magic chit is required to cast a 
Type II spell, etc. You can think of a Magic chit 
as a ritual that the spellcaster has to perform to 
cast the spell, with each ritual having a comple-
tion time and an effort level.

There is also one other way of fulfilling these first two 
requirements. A character can cast an awakened spell in a 
Spell Book or Artifact, if the awakened spell’s Magic type 
matches the Spell Book/Artifact’s Magic type. This works 
even if the spell is not recorded on the character’s Person-
al History sheet, and even if the character does not have a 
Magic chit that matches the awakened spell’s Magic type. 
In this case, knowledge of the spell is recorded within the 
Spell Book/Artifact itself, which will also work as a Magic 
chit to cast the spell. This will be demonstrated in a later 
chapter.

 And finally, there must be a source of color mag-
ic to power the spell, and this color magic must 
be of the type specified by the spell (White, Grey, 
Gold, Purple, Black, or “any”). Color magic can 
be supplied by certain clearings (the Chapel is 
a source of White magic), certain treasures (the 
Cloven Hoof is a source of Black magic), the color 
magic that is present everywhere on the map on 
the seventh day of each week, or by enchanted 
Magic chits. Enchanted Magic chits will be dem-
onstrated later in this chapter.

Today the Pilgrim will be casting the Small Bless-
ing spell (see rulebook page 114). He knows this spell 
because he recorded it as his starting spell, he has the 
proper Magic chit to cast it, and the required color magic 
will come from the Chapel itself.

During combat, the spell will be cast in the “Actions” 
segment of the Encounter Step, and resolved in the “Spell 
Effects” segment of the Melee Step. Combat rounds will 
continue as long as the Pilgrim keeps casting spells, 
unless he gets an “I wish for peace” result on the Wishes 
Table.

In the first round of combat, the Pilgrim uses his 
Magic I6* chit, and White magic from the Chapel, to 
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PIlgrIm dAy 2

H – H – M EV2 – M PW5
H H 2 5

The Monster Roll is a “4”.
The Pilgrim hides and moves into the Pine Woods, 

where Bones W is revealed, which can summon Ogres on 
a Monster Roll of “3”. This is something of a mixed bless-
ing for the Pilgrim: Ogres are monsters that he can defeat, 
as he is strong enough to kill them and can easily under-
cut their maneuver to guarantee a hit… but he doesn’t 
want to waste his wish for strength on a measly Ogre! He 
will want to avoid the Ogres until he is able to kill some 
other monster with his wish for strength.

He decided to get started exploring the map, rather 
than rest back his two fatigued Magic chits, because he 
has no immediate need for more Magic actions at the 
moment.

cast Small Blessing, selecting himself as the target. He 
becomes unhidden, and then rolls a “5” on the Wishes 
Table, which is “I wish for health” which has no effect. The 
Magic I6* chit fatigues (Magic chits used to cast spells 
always fatigue during the Fatigue Step, even if the spell-
caster only played one asterisk in that round).

In the second round, he uses his Magic I4* chit to cast 

Small Blessing again, and rolls a “6” on the Wishes Table. 
This is the result he wanted: his next attack that hits its 
target will inflict T damage. He cannot get another “I wish 
for strength” result on the Wishes Table until this one is 
“used up” by an attack that inflicts T damage.

Nothing else happens during combat, so Day 1 is 
concluded.
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PIlgrIm dAy 3

H – M HP6
H 6

This is a scary move. Entering an unexplored map tile 
with only a single Hide phase for protection is normally 
just asking for trouble, especially for a slow character who 
is unlikely to be able to run away from that trouble. But 
with Cave tiles, a move like this is often the only way to 
discover what they contain… you either accept the risk, 
or you ignore the Cave tile altogether and go somewhere 
else.

It’s difficult to play a full game of Magic Realm with-
out having to take some risky moves at some point. One 
of the keys to playing well is to manage your risks wisely 
and limit the overall amount of risk that you expose your 
character to. A move like this is an acceptable risk in most 
cases, but think carefully before doing it more than once 
or twice in the same game.

Day 3

The Monster Roll is a “1”.
The scary move gets a lot scarier when the Pilgrim 

fails his Hide roll and has to move into the High Pass 
unhidden.

He reveals a Dank C, which can summon Serpents, 
and a Flutter 2, which can summon Flying Dragons and 
Giant Bats. Two Flying Dragons appear and are placed on 
top of the Flutter chit in Clearing 2.

There’s nothing to interest the Pilgrim in the High 
Pass. There are no treasure sites to loot, and the monsters 
that can appear would be difficult to fight with his wish 
for strength because they appear in multiples and are too 
fast for him to run away from.

Because the Pilgrim has no need to remain in the 
High Pass, he is going to use a very neat trick.

Remember that combat occurs every day in every 
clearing containing a character, even if there are no oppo-
nents present for the character to fight. During combat, 
the Pilgrim runs away, moving to the roadway between 
Pine Woods 5 and High Pass 6. This is completely legal; 
you can run away from an empty clearing.

Why did the Pilgrim do this? By running away, he 
moved out of the cave clearing, so on Day 4 he will have 
his full four phases available to him. If he had remained in 
High Pass 6, he would only have his two basic phases on 
Day 4, even if he left the cave clearing on his first phase.



69

PIlgrIm dAy 4

M PW5 – M EV2 – R – R
5 2 R R

The Monster Roll is a “2”.
The Pilgrim returns to a safe clearing in the Evil Valley, 

where he rests to recover his two fatigued Magic chits.

PIlgrIm dAy 5

EM – E – H – M PW5
EM E H PW5

The Pilgrim seems to be at a dead end: there’s nothing 
interesting in the High Pass, and he has no apparent way 
to reach the Borderland or the Ledges on this mini-map. 
But, because he is a full spellcaster, he can overcome this 
problem with the use of enchantments. Enchant phases 
are used to do enchantments. The Pilgrim will do one 
enchantment today, and another one tomorrow.

The first Enchant phase of each day does absolutely 
nothing. It’s simply a necessary preparation for the fol-
lowing Enchant phases, each of which will be able to do 
one enchantment. The code for this first Enchant phase 
is “EM”, with the “M” indicating that the phase is spent in 
meditation.

Thus, if a spellcaster wants to do one enchantment, 
he has to record two Enchant phases (EM – E); if he wants 
to do two enchantments in a single turn, then he has to 
record three Enchant phases (EM – E – E); and if he wants 
to do three enchantments then all four phases of that day 
have to be Enchant phases (EM – E – E – E).

Prior to the 3rd edition, Enchant phases 
were called Spell phases and were recorded 
as “SPX” and “SP”. This was changed in the 
3rd edition rules to avoid possible confusion 
with spells and spellcasting, but the charac-
ter cards for the Sorceror and the Witch King, 
along with some Treasure cards and Spell 
cards, still refer to Spell phases rather than to 
Enchant phases.

Day 5

The Monster Roll is a “2”.
The first Enchant phase does nothing.
On the second Enchant phase, the Pilgrim enchants 

his Magic I6* chit, turning it into a White magic color chit. 
This is signified by turning the chit face down. As a color 
chit, this chit can now be used as a source of White magic. 
It cannot be used as a regular Magic chit until it fatigues 
and is recovered with a Rest phase.

The Pilgrim then hides successfully and moves to 
Clearing 5 in the Pine Woods.

Note that, in the shorthand turn notation, a move to 
Clearing 5 here is ambiguous: the Pilgrim has to indicate 
whether he intends to move to the Chapel in EV5 or to 
PW5 by adding a tile prefix to the “5”.
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PIlgrIm dAy 6

EM – E – R – H
EM E R H

The Monster Roll is a “4”.
The first Enchant phase again does nothing, but 

today, on the second Enchant phase, the Pilgrim enchants 
the Pine Woods map tile instead of a Magic chit.

To enchant the map tile that he currently occupies, a 
spellcaster needs a Magic chit and a matching source of 
color magic. The legal combinations are shown below:

Type I Magic chit & White magic

Type II Magic chit & Grey magic

Type III Magic chit & Gold magic

Type IV Magic chit & Purple magic

Type V Magic chit & Black magic











Note that the Type VI, VII, and VIII Magic chits can only 
be used to cast spells. They cannot be used in enchant-
ments, nor can they be enchanted into color chits.

The Pilgrim uses his Magic I4* chit and the White 
magic color chit that he created yesterday to enchant the 
Pine Woods, causing it to flip over to its enchanted side. 
The color chit fatigues and is no longer a color chit, but 
the Magic I4* chit does not fatigue.

He then does a rest to recover his fatigued Magic I6* 
chit, and successfully hides.
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PIlgrIm dAy 7

H – H – M PW4 – M BL1
H H 4 1

When the Pine Woods flipped over to its enchanted side, 
the roadways changed, and now a road exists that the 
Pilgrim can use to reach the Borderland and the Ledges. 
Many of the map tiles have changed roadways on their 
enchanted sides, but some map tiles have roadways that 
do not change at all when a tile is flipped.

The three clearings on the enchanted side of the 
Pine Woods are each a source of Gold magic. The gold 
coloring on the enchanted side reminds you of this. Every 
clearing on the enchanted side of a map tile is a source 
of color magic, with the type of color magic indicated by 
the color surrounding the clearing (Grey, Gold, Purple, or, 
in some cases, all three).

Day 7

The Monster Roll is a “1”. The two flying Dragons in the 
High Pass return to the Set Up Card, because they are 
prowling on the seventh day of a week. White magic 
and Black magic is present in every clearing on the map 
because this is the seventh day of the month.

The Pilgrim hides and moves into the Borderland, 
revealing a Smoke C Warning chit and a Roar 4 Sound 
chit. Both of these chits can summon monsters on a Mon-
ster Roll of “1”. When this happens, the yellow Warning 
chit always summons first, followed by the red Sound 
chit. The warning chit thus summons a Heavy Dragon to 
the Pilgrim’s clearing, and then the Sound chit summons 
a Tremendous Dragon to Clearing 4.

The Pilgrim chooses to fight the Heavy Dragon. The 
Dragon cannot be assigned to the hidden Pilgrim, so it 
will not attack in the first round of combat. The Pilgrim 
attacks the Dragon with his Staff and a Fight M3* chit in 
a Smash attack. There is no need to alert the Staff, as it 
gains no benefits when it is alerted, and it suffers no pen-
alties when it is unalerted.

The Fight M3* chit is faster than the Dragon’s move 
time of “4”, so the Pilgrim will get a hit if the Dragon 
doesn’t change tactics. If the Dragon does change tactics, 
he speeds up to a move time of “3” which would prevent 
the Pilgrim from undercutting him.

Using the Fight M2** chit would guarantee a hit on 
the Dragon, but the Pilgrim would rather not fatigue an 
asterisk if he doesn’t need to. If the Dragon changes tac-
tics and he misses, he’ll switch to the Fight M2** chit in 
the second round. The Dragon is not a dangerous oppo-
nent as long as the Pilgrim has a wish for strength in 
effect.

The Dragon ends up in the Charge & Thrust box, and 
does not change tactics, so the Pilgrim hits by undercut-
ting it. Normally, a Staff cannot kill a Heavy monster: it has 
a basic harm of L, which can be increased to M by using 
a M, H, or T Fight chit. But the Pilgrim’s wish for strength 
causes this hit to inflict T damage, which kills the Dragon. 
The Pilgrim gains 5 Fame and 5 Notoriety.

In the second round of combat, the Pilgrim uses his 
Magic I6* chit and the White magic present everywhere 
on the map to cast Small Blessing again. The roll on the 
Wishes Table is a “4” for “I wish for peace”. This is not what 
the Pilgrim wanted, as it causes combat to end in this 
clearing and he therefore loses the chance to cast Small 
Blessing again with his other Type I Magic chit. The Magic 
I6* chit fatigues and Day 7 is completed.
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those mysterIous woods tIles
The five Woods tiles are the only 
map tiles that can actually block 
paths when they are enchanted. If 
you get trapped in an odd corner of 
the map by a spellcaster enchant-
ing a Woods tile, the only way to 
escape is to have someone enchant 
it again to flip it back to the green 
side (unless you can fly, use walking 
the woods, or teleport). You can’t 
be trapped by any other enchanted 
tile, although in some cases you may 
need to find a hidden path or secret 
passage to escape. Good players are 
always careful not to get into a situ-
ation where they could be trapped 
in a useless part of the map by an 
enchanted Woods tile.

The rule of thumb here is that 
Clearings 2 and 4 always connect on 
the green side, and Clearings 4 and 
5 always connect on the enchanted 
side, as you can see in this visual ref-
erence.
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PIlgrIm dAy 8

M BL6 – M BL3
6 3

The Monster Roll is a “5”.
The Pilgrim runs through the cave clearing without 

hiding. This is a safe move, because the only monster that 
could show up would be the Tremendous Dragon from 
Clearing 4, which the Pilgrim can easily run away from. 
There are no more monsters on the Set Up Card that the 
Smoke C chit could summon, and if any Trolls show up 
they will appear in Clearing 4.

One alternative the Pilgrim might have considered 
here would be to simply run back to the Chapel and cast 
Small Blessing until he gets another wish for strength. 
That would have been his safest course of action, but it 
would also waste some time.

PIlgrIm dAy 9

H – H – M BL2 – M L4
H H 2 4

The Monster Roll is a “3”.
The Pilgrim hides and moves into the Ledges, where 

he reveals a Dank M Warning chit and the Shrine, which is 
in Clearing 4. Dank M can summon Spiders, which could 
be trouble: the Pilgrim can’t kill them (without a wish for 
strength) and he can’t run away from them.

The Shrine doesn’t have too many treasures, but it 
does have a Type I spell that could be learned by using 
Reading Runes. The Winged Demon that can appear at 
the Shrine is of no consequence, as it can not block or 
attack the Pilgrim, thanks to his “Heavenly Protection” 
Special Advantage.

PIlgrIm dAy 10

H – H – S – S
H H S S

The Pilgrim now has an interesting decision to make 
about what to do next. He could try to loot the Shrine 
(at least until a Spider shows up); he could retreat to the 
Borderland and cast Small Blessing each day to try to get 
another wish for strength (at least until the Trolls show 
up); he could retreat to the Pine Woods and cast Small 
Blessing each day while waiting for the Ogres to show up; 
or he could make the long trek back to the Chapel and 
cast Small Blessing twice each day in relative safety.

The Pilgrim finally decides to try looting the Shrine. 
If he can get one or two valuable treasures, he will then 
head back to the Chapel to hopefully hire a Knight of the 

Order and get another wish for strength. With a hired 
Knight, and an occasional wish for strength, he could bat-
tle the monsters in this area quite effectively.

Day 10

The Monster Roll is a “6”.
He hides successfully and discovers the Shrine on his 

second Search phase.



74

PIlgrIm dAy 11

H – H – S – S
H H S S

The Monster Roll is a “6”.
The Pilgrim hides and uses his Search phases to loot 

the Shrine. He draws the third treasure, the Amulet, on his 
first attempt, and gets nothing on his second attempt.

The Amulet can cancel any one spell or Curse. It’s 
obviously not something that you would drink, but since 
it is a one-use treasure it is classified as a Potion.

If the Pilgrim sells the Amulet, he will have 15 gold, 
which is 1 gold short of what he would need to have a 

-            5
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chance to hire a Knight of the Order with a “Price x 2” 
result (16 gold). But he can also sell his Staff – a fairly use-
less weapon – for 1 gold to get the 16 gold that he would 
need. A wish for strength result will work just as well with 
a dagger.

A character that plays a Fight chit without a weapon 
is assumed to be using a dagger with Negligible weight/
harm and one sharpness star. There are no dagger coun-
ters in the game, but every character always has a dag-
ger available. A dagger is always played with a Fight chit 
whose strength exceeds the dagger’s weight, so its basic 
harm of Negligible is increased one level to L. Against 
an unarmored target, the sharpness star will increase it 
another level to M. Thus a dagger is just about as effec-
tive as a Staff; the Staff’s main advantage is its much 
longer weapon length, and it can kill Medium armored 
opponents (which the dagger cannot).

PIlgrIm dAy 12

H – H – S – S
H H S S

The Pilgrim decides to spend some more time at the 
Shrine, since no Spiders have shown up yet. But with only 
three treasures remaining, he decides to use Reading 
Runes to see if he can learn a spell.

The Shrine has two spells: a Type I and a Type V. These 
spells can be learned, but they cannot be awakened (only 
spells in an artifact or a spell book can be awakened). The 
Pilgrim’s ability to roll only one die when Reading Runes 
will be a huge advantage here, and if he does get a really 
bad Curse he could always cancel it with the Amulet if he 
can’t make it back to the Chapel.

Day 12

The Monster Roll is a “3”.
The Pilgrim hides, and then uses his Search phases to 

make two rolls on the Reading Runes Table. The first roll 
is a “3”, so he looks at the Shrine’s top Spell card without 
showing it to any other player. The spell is Power of the 
Pit, which is a Type V spell that he cannot learn, because 
he doesn’t have any Type V Magic chits. He then moves 
the Power of the Pit card, still face down, to the bottom 

of the Shrine’s stack of Spell cards. The next character 
to successfully read runes at the Shrine will thus see the 
Shrine’s Type I spell, which is now at the top of the Spell 
card stack.

His second roll is a “5”, Curse! He must immediately 
roll on the Curses Table (normal roll with two dice). He 
gets a “6”, Disgust, making his recorded Fame worthless 
until he can cancel this Curse. This will happen automati-
cally when he returns to the 
Chapel and ends a turn 
there, so this Curse is noth-
ing to worry about.

POWER OF
THE PIT

roll for
POWER/PIT

attack
(V, BLACK)

Instant Spell
(Individual)
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PIlgrIm dAy 13
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The Monster Roll is a “5”.
The Pilgrim hides and uses his first Search phase for 

Reading Runes. He gets a “1”, so he again secretly looks 
at the top card in the Shrine’s Spell card stack. This Type 
I spell is Peace, which the Pilgrim records on his Personal 
History Sheet. He now has two spells that he can cast: 
Peace, and Small Blessing. He then places the Spell card 
face down at the bottom of the Shrine’s Spell card stack, 
so that the Type V card is once again on the top.

Note that if the Shrine’s Type I spell had been Small 
Blessing, the Pilgrim still could have recorded it… so he 
would then have Small Blessing recorded twice. There is 
no practical benefit to recording a spell twice, but it does 
count as a learned spell for victory condition purposes. 
The idea here is that a spellcaster is not penalized for 
learning a spell that happens to match one of the spells 
that he started the game with (Reading Runes is hard 
enough as it is).

There’s nothing left to use Reading Runes on, so on 
his second Search phase he rolls on the Loot Table, but 
gets nothing. A Spider is then summoned to his clearing 

by the Dank M chit. He remains hidden to avoid being 
killed by the Spider.

The Pilgrim will now head back to the Chapel, where 
he will cancel the Disgust Curse that is afflicting him, 
sell the Amulet and his Staff to try to hire a Knight of the 
Order, and cast Small Blessing repeatedly until he gets 
another “I wish for strength” result.

PEACE
cannot
attack
until

attacked
(I, WHITE)

Combat Spell
(Individual)

Active

Active Inactive

Fatigued Wounded

Fame

Notoriety

Gold

FIGHT
M4

MOVE
M5

FIGHT
M3*

MOVE
M4*

FIGHT
M3*

MAGIC
I4*

MOVE
H5*

MOVE
H6

MAGIC
I6*

FIGHT
H4*

FIGHT
M2**

MAGIC
VII3*

5

5

10

L

-            5

(discard to
SHAMAN)

AMULET
Potion

cancels one
spell or
CURSE



Pilgrim 
End of Day 13

CHAPEL

T

5

OHQ
H

6

O1
T

7

O2
T

7

O3

H6
4



OHQ

H4
6



O1

H5
5



O2

H4
6



O3

BONES
W

FLUTTER

2

DANK
C

ROAR
4

SMOKE
C

H5

6
H4

SHRINE
4

DANK
M

L4

3

76



Chapter 4

The Berserker
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berserker dAy 1
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The previous chapters have repeatedly indicated that hir-
ing natives can be an important tactic for a character. It’s 
now time to see just how hired natives can benefit a char-
acter… in this case, the Berserker.

At first glance, the Berserker appears to be similar to 
the White Knight. Both are strong, slow characters with 
powerful weapons, and they even share a Special Advan-
tage: both get an extra Rest phase every turn. But there 
are some significant differences between the two.

Unlike the previous characters we’ve seen, the Ber-
serker has no Magic chits whatsoever. The Berserker 
won’t be doing any spellcasting. But he does have a very 
special kind of Fight chit: the Berserk T4** chit.

The Berserker has much better stamina (six Move 
asterisks as compared to the White Knight’s four) but 
weaker armor protection. His relative lack of armor is 
partially offset by his second Special Advantage, the abil-
ity to play his Berserk chit to raise his vulnerability from 
Heavy to Tremendous.

This “Berserk” Special Advantage is somewhat diffi-
cult to use, however. It’s hard to play the Berserk T4** chit 
as an action during a round of combat, due to its slow 
speed and its two asterisks, so it’s more common to see 
the Berserk chit played during the day in an Alert phase. 
But this means that “going berserk” costs three phases: 
the original Alert phase, and the two Rest phases needed 
to recover the fatigued Berserk chit. The Berserker simply 
won’t be able to play his Berserk chit very often.

Perhaps the biggest difference between the Berserk-
er and the White Knight is that the Berserker is Friendly 
with the Rogues instead of the Order. This insures that the 
Berserker’s game will be quite different from the White 
Knight’s. The Berserker will almost always hire one or two 
Rogues on Day 1, and if he finds anything valuable to sell 
he could easily assemble quite a potent mercenary force.

He can only start at the Inn (and frankly, he wouldn’t 
want to start anywhere else), with a Great Axe, a helmet, 
and 10 gold. The Great Axe comes from the Order. His 
helmet can come from the Company, Patrol, Soldiers, or 
Guard. I prefer to take his helmet from the Soldiers. This 
leaves two Neutral groups, the Company and the Sol-
diers, with at least one helmet that the Berserker could 
potentially purchase, and by not taking a helmet from 
the Unfriendly Patrol or Guard there’s one more item to 
loot if you ever get a chance to defeat them.

Day 1

The Monster Roll is a “1”.
In the Trade phase, the Berserker learns that the 

Rogues have the Toadstool Ring and the Flowers of Rest 
for sale.

The Toadstool Ring gives the character that holds it 
an extra Enchant phase each turn. (Prior to the 3rd edi-
tion rules, Enchant phases were called Spell phases; the 
card should now say “extra ENCHANT”.) This treasure is 
utterly useless to the non-magical Berserker.

The Flowers of Rest is a treasure with an unusual 
effect. When a character with any fatigued asterisks is in 
the same clearing as the Flowers of Rest, his fatigued chits 
are all automatically rested and recovered… but he falls 
asleep and loses the remaining portion of his turn, only 
waking up at the start of combat. This can sometimes be 
a huge benefit (if you have a lot of fatigued chits), but it 
can also be terrible liability (if you were hoping to leave 
the clearing to avoid enemies).

The Flowers of Rest is also an Enchanted card, provid-
ing Gold magic to every character in its clearing. It must 
be turned face up as soon as it is discovered or looted, so 
that all players can see that Gold magic is present. Once 
turned face up, it can never be turned face down again.

Neither treasure interests the Berserker, so he elects 
to try to buy the H6/T8 workhorse. He doesn’t need the 
carrying capacity of a workhorse, but the bonus Move 
phase that it provides every day would be a big benefit. 
He rolls a “6” on the Friendly column of the Meeting Table, 
which results in “NO DEAL”.

Just like the Order, the Rogues have to be hired one 
at a time, starting with the highest numbered individual. 
But where the Knights of the Order are very expensive to 

TOADSTOOL
RING

extra SPELL

- N:3 9

FLOWERS
OF REST
lose turn

rest fatigue

-            2

GOLD
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hire (being the most powerful natives in the game), the 
Rogues have low enough Gold wages that any character 
can hire one, even if they are only Neutral to the Rogues.

In his first Hire phase, the Berserker attempts to hire 
R7, a Swordsman whose Gold wage is 1 gold. He rolls a “2” 
on the Friendly column of the Meeting Table for a “Price 
x 2” result, and hires R7 for 2 gold. He has 8 gold remain-
ing.

In his second Hire phase, he attempts to hire R6, also 
with a Gold wage of 1 gold. He rolls a “5” and hires him for 
4 gold.

Natives are hired for 14 days, starting with the day 
they were hired, so R6 and R7 will remain hired until Mid-
night on Day 14. The Berserker can try to extend their 
terms of hire by another 14 days before they become 

unhired, but this is normally only done a day or two 
before their terms of hire expire.

The Berserker hides (R6 and R7 remain unhidden), 
and then the Company appears. At the start of combat, a 
roll is made on the Neutral column of the Meeting Table 
to see if the Company will battle the Berserker, but the 
roll is “5” so they do not attack. The remaining unhired 
Rogues, who are Friendly, will never battle the Berserker.

berserker dAy 2
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The Berserker has enough gold remaining to hire one 
more Rogue, but he declines, thinking that he might have 
a better use for that gold later in the game. For example, 
one thing he could do with this gold is extend the term 
of hire of one of his Rogues for another 14 days, insuring 
that he would have some mercenary help throughout the 
28 days of the game.

He also declines to use a Trade phase to see what 
treasures the Company has for sale. The main reason for 
this is that the clock is ticking on his Rogues’ terms of hire. 

That is, once you hire some natives you need to make 
sure that you make full use of them, so now that the Ber-
serker has hired the two Rogues he wants to get out and 
explore the map as quickly as possible.

When using hired natives, it is important to keep their 
limitations in mind: they cannot move by themselves, 
they cannot run away during combat, and they never get 

M3

5


R7

M3

5


R6
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4
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a free attack in a battle if they are hidden.

Day 2

After recording his moves for this day during Birdsong, 
the Berserker must, during Sunrise, but before the Mon-
ster Roll is made, assign his two hired Rogues to follow 
him. When they are following him, they will move where 
he moves, hide when he hides, etc. If he forgets to assign 
them to follow him, they will be left behind, unhidden, 
when he moves.

Note that hired natives can only be assigned to fol-
low a guide during Sunrise. If you make the mistake of 
having a Move phase following a Hire phase in the same 
turn, you’ll leave behind any newly-hired native when 
you move… and then you’ll have to waste a day to go 
back and rejoin him.

The Monster Roll is a “3”.
The Berserker hides successfully, so both he and the 

two hired Rogues are hidden. The Rogues are turned dark 

berserker dAy 3

H – H – M MW2 – M MW4
H H 2 4

side up to indicate that they are hidden. All three then 
move to Deep Woods 1. The chits in the Deep Woods are 
Ruins M and Howl 4… potentially lots and lots of Giant 
Bats.

R6 and R7 follow the Berserker. The Monster Roll is a “1”.
The Berserker hides and moves into the Maple Woods, 

revealing a Ruins W chit, which can summon Wolves.

It takes Heavy damage to kill the Spider, and Medium 
damage to kill a Swordsman (neither are armored). With 
that in mind:

 A Swordsmans’ M3 attack on his light side will 
kill the Spider if it hits.

 The Spider’s L4 attack can be ignored, because it 
can’t harm a Swordsman.

 If the Spider changes tactics to its T6 attack, it 
cannot undercut a Swordsman. If it intercepts a 
Swordsman, the Swordsman will have both the 
fastest attack and the longest weapon, so he will 
kill the Spider before the Spider can kill him.
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R6 and R7 follow the Berserker. The Monster Roll is a “5”.
The Berserker fails to hide and moves to Crag 2. The 

revealed chits are Dank M (Spiders) and Roar 6 (Giants). 
The Dank M Warning chit summons a Heavy Spider to the 
Berserker’s clearing, which will result in a battle between 
the Spider and the unhidden Berserker and his two Rogue 
Swordsmen in the Evening.

If the Berserker fights the Spider one-on-one he will 
win, but he might suffer some wounds or fatigue. If he 
uses the Rogues to assist, he won’t suffer any wounds or 
fatigue, but the question is: can he use the Rogues with-
out getting them killed?
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So far, so good… but there’s one problem to con-
sider:

 If a Swordsman changes tactics and flips to his 
dark side, his L3 attack cannot harm the Spider, 
so the Spider’s T6 attack could kill a dark-side-up 
Swordsman if it intercepts him.

There’s only a slight chance of this occurring: the Spi-
der and both Swordsmen would have to flip to their dark 
sides. If only one of the Swordsmen flips to his dark side, 
the light-side-up Swordsman will undercut and kill the 
dark-side-up Spider before the Spider can kill the dark-
side-up Swordsman. And even if both Swordsmen do flip, 
the Berserker’s own attack might kill the Spider before it 
can kill a Swordsman.

So fighting the Spider with both Rogues would be 
pretty safe; the chance that one of the Rogues might be 
killed would be very slight.

But there’s a way that the Berserker can insure that 
he and his Rogues are perfectly safe in this battle, and 
that is what he decides to do here. (A basic rule of thumb 
in Magic Realm is: never take a risk if you don’t have to.)



ENCOUNTER STEP – Round 1

Luring

R7 lures the Spider. R7 thus becomes the defender on his 
own Melee Section with the Spider assigned to attack 
him.

Random Assignment

Skipped, because there are no unlured monsters.

Deployment

Here’s the key to this strategy: R6 is not assigned to attack 
the Spider. Because he is not assigned, R6 will sit out this 
round of combat and do nothing.

Why did the Berserker decline to deploy R6?
If R6 had been assigned to attack the Spider, the Spi-

der would become the defender on its own Melee Sec-
tion, with one Rogue as its target and the other Rogue 
as another attacker. In this situation, both Rogues would 
have to roll for changing tactics (and repositioning), and 
that would create the possibility of the target Rogue 
being killed by the Spider if the Berserker was really, real-
ly unlucky with his die rolls (Spider and both Swordsmen 
change tactics, Spider intercepts its target, Berserker does 
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not intercept Spider).
But with R6 sitting on the sidelines, R7 remains the 

defender on his own Melee Section, and hired native 
defenders on their own sheet never have to roll for 
changing tactics. So R7 and the Berserker will fight the 
Spider, who cannot possibly hurt either one of them in 
this situation.

Actions

The Berserker plays his Fight H5 chit to alert his Great 
Axe.

MELEE STEP – Round 1

Selecting Targets

The Berserker selects the Spider as his target.

Spell Effects

Skipped.

Attacks/Maneuvers

R7 is placed in the Dodge & Swing box, light side up. He 
will remain there, and will not roll for either repositioning 
or changing tactics. The Berserker plays his alerted Great 
Axe in the Smash direction with his Fight H4* chit.

Randomizing Attacks

The Spider moves to Dodge & Swing, and changes tac-
tics.

Resolving Attacks

In the first round of combat, attacks are resolved in the 
order of weapon length. The longest weapon, the Ber-
serker’s Great Axe, does not intercept or undercut the 
Spider. The next longest weapon, R7’s Thrusting Sword, 
intercepts and kills the Spider, whose tooth/claw attack 
is then cancelled.

The Berserker gains 3 Fame and 3 Notoriety from his 
hired native’s kill. He will retain these points even if R7 
later becomes unhired.
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The Berserker crew will easily defeat the Giants and Spi-
ders that can appear in the Crag. But sitting around wait-
ing for the occasional solitary monster to wander by may 
not be the best strategy, especially with the hired Rogues’ 
limited terms of hire. The Berserker would much rather 
find a map tile with a treasure site that he can loot while 
waiting for monsters to appear.

The problem isn’t that the Berserker couldn’t score 
points by staying in the Crag, because he probably could. 
The problem is that he may not be able to score enough 
points to win the game… there’s even a possibility that 
he might not score any more points at all in the Crag (if 
no more Spiders or Giants ever appear there).

He decides to try his luck down in the Caves.

Day 5

R6 and R7 follow the Berserker. The Monster Roll is a “3”.
The Berserk hides and moves back to Maple Woods 

2 where he encounters a pack of six Wolves. His Rogues 
are a good match for the Wolves, so he decides to fight 
them.

It takes Medium harm to kill a Wolf, so the Rogues’ 
dark-side-up L3 attack will do the job, and it will also 
undercut a Wolf who changes tactics to its dark side.

The pack of six Wolves actually contains two differ-
ent Wolf variations. Their possible attacks are: L3, L4, M4, 
M5. The L attacks cannot harm a Swordsman, and the M 
attacks cannot undercut a dark-side-up Swordsman and 
are not faster than the L3 attack. The Rogues will be 
perfectly safe as long they are defending on their own 
sheet so that they do not change tactics.

Each Rogue can only lure one Wolf, so that leaves 
four Wolves to go onto the Berserker’s sheet. But with a 
fast Move chit, and a little luck, he should only suffer one 
wound per round. The Rogues will target the M5 Wolves 
first, as they will always undercut the Berserker if they 
change tactics.

Round 1

In the first round of combat, everyone stays hidden so 
that the Berserker can get his free attack against the 
unassigned Wolves. Note that only characters can do this; 
if hired natives remain hidden, they cannot attack.

The Berserker alerts his Great Axe, and selects a L4 
Wolf as his target. He becomes unhidden, his attack miss-
es, the Wolf does not change tactics, and the Berserker 
does not fatigue.

ENCOUNTER STEP – Round 2

Luring

Each Swordsman lures a M5 Wolf (and becomes unhid-
den as a result).

Random Assignment

The remaining Wolves, one M5 and three L4s, are then 
assigned to the Berserker. They cannot be randomly 
assigned to any of the Berserker’s hired natives, because 
the Berserker himself is present and unhidden.

Deployment

Skipped.

Actions

Skipped. The Berserker’s Great Axe is already alerted, and 
going Berserk provides no benefit against the L and M 
attacks of the Wolves, so there is nothing to do here. And 
it’s a good thing, too, because the Wolves on the Berserk-
er’s sheet are fast enough to prevent him from alerting 
his weapon or playing his Berserk chit.

MELEE STEP – Round 2

Selecting Targets

The Berserker selects the M5 Wolf assigned to him as his 
target.

If he plays a fast Move chit in Duck, the L4 wolves 
can’t undercut him, and their L attack won’t harm him or 
his helmet if they intercept. The M5 Wolf also can’t under-
cut, and by targeting him the Berserker will kill him if he 
intercepts before he can damage his helmet and cause a 
wound.

Thus the Berserker is safe this round… unless one or 
more of the Wolves change tactics.

Spell Effects

Skipped.
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Attacks/Maneuvers

Both Rogues are placed dark side up in the Dodge & 
Swing box of their respective Melee Sections.

The Berserker places one L4 Wolf in each box of his 
sheet, and then stacks the M5 Wolf (his target) with one 
of them. He plays a Move H4** in Duck, to gain the pro-
tection of his helmet, and protects this move by playing 
his alerted Great Axe in Smash with his Fight H5 chit.

Randomizing Attacks

On the Rogues’ sheets, one M5 Wolf moves to Charge 
& Thrust, and the other one moves to Duck & Smash 
and changes tactics to its L3 dark side. The Rogues are 
defending on their own sheets, so they do not reposition 
or change tactics.

On the Berserker’s sheet, the L4/M5 stack ends up 
in the Duck & Smash box, and they change tactics to 
become L3/M4 on their dark sides.

Resolving Attacks

On the sheet with R6 and the M5 Wolf, neither one inter-
cepts or undercuts. R7 undercuts the L3 Wolf.

On the Berserker’s sheet, attacks are resolved in the 
order of their speed. The L3 Wolf intercepts the Berserker, 
hitting his helmet.

All other attacks here are at speed “4”, but the Great 
Axe will be resolved first because it has the longer weap-
on length. The Great Axe intercepts the L3 Wolf. The 
remaining attacks are simultaneous: the M4 Wolf inter-
cepts the Berserker and hits his helmet, and the two L4 
attacks miss.

Inflicting Harm

The L3 Wolf that was undercut by R7 is killed.
The L3 Wolf that intercepted the Berserker does not 

damage his helmet or cause a wound.
The Berserker’s Great Axe kills the L3 Wolf and 

becomes unalerted.
The M4 Wolf damages the Berserker’s helmet and 

inflicts one wound.

FATIGUE STEP – Round 2

The Berserker fatigues his Move T6* chit, and wounds his 
Fight T6* chit.

DISENGAGEMENT – Round 2

The M5 Wolf on R6’s sheet becomes unassigned. The 
three Wolves on the Berserker’s sheet (L4, L4, M4) remain 
assigned to him.

ENCOUNTER STEP – Round 3

Luring

R6 will lure the unassigned M5 Wolf. R7 will lure the M4 
Wolf away from the Berserker.

Random Assignment

Skipped.

Deployment

Skipped.

Actions

Skipped.

MELEE STEP – Round 3

Selecting Targets

The Berserker selects one of the L4 Wolves on his sheet as 
his target.

Spell Effects

Skipped.

Attacks/Maneuvers

The same attacks and maneuvers are used again, except 
now the Berserker’s helmet is damaged and his Great Axe 
is unalerted.

Randomizing Attacks

On the Rogues’ sheets, the M5 Wolf moves to Duck & 
Smash and the M4 Wolf moves to Charge & Thrust. Nei-
ther Wolf changes tactics.

On the Berserker’s sheet, his target moves to Charge 
& Thrust and the other L4 Wolf moves to Duck & Smash. 
Neither Wolf changes tactics.

Resolving Attacks

R6 and his target both miss; R7 undercuts the M4 Wolf; 
one L4 Wolf intercepts the Berserker, hitting his helmet; 
and the Great Axe misses and becomes alerted.

Inflicting Harm

R7 kills the M4 Wolf. The L4 Wolf’s attack does not destroy 
the Berserker’s helmet or cause a wound.
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FATIGUE STEP – Round 3

The Berserker fatigues a Move H4** chit and recovers the 
previously fatigued Move T6* chit to make change.

DISENGAGEMENT – Round 3

The M5 Wolf on the Rogue’s sheet becomes unassigned. 
The two Wolves on the Berserker’s sheet remain assigned 
to him.

ENCOUNTER STEP – Round 4

R6 lures the M5 Wolf, and R7 lures a L4 Wolf away from 
the Berserker.

MELEE STEP – Round 4

Selecting Targets

The Berserker selects the M4 Wolf on his sheet as his tar-
get.

Attacks/Maneuvers

The same attacks and maneuvers are used again.

Randomizing Attacks

On the Rogues’ sheets, both Wolves move to the Dodge 
& Swing box; on the Berserker’s sheet, the Wolf moves to 
the Charge & Thrust box. None of the Wolves change tac-
tics.

Resolving Attacks

The Rogues and their targets intercept each other. The 
Berserker and his target both miss.

Inflicting Harm

The Rogues’ attacks are faster than their targets’ attacks, 
so both Wolves on the Rogues’ sheets are killed and their 
slower attacks are cancelled.

FATIGUE STEP – Round 4

The Berserker fatigues his Move H5* chit.

DISENGAGEMENT – Round 4

The last surviving Wolf remains assigned to the Berserker.

ENCOUNTER STEP – Round 5

With only a single Wolf remaining, the Berserker will now 
use the same strategy that he used against the Spider 
in the earlier battle: One Rogue will lure the Wolf away 
from the Berserker, the second Rogue will remain unas-
signed and not participate, and the Berserker will assist 
the defending Rogue with his Great Axe.

MELEE STEP – Round 5

R6 remains in the Dodge & Swing box, the Berserker 
switches his Great Axe to Thrust, and the L4 Wolf moves 
to the Charge & Thrust box and does not change tactics.

The Berserker’s Great Axe intercepts the Wolf and 
kills it.

The Wolves are each worth 0 Fame and 1 Notoriety, 
so the Berserker earns 7 Notoriety for this battle: 4N for 
the four Wolves killed by the Rogues, and 3N for the two 
that he personally killed (because he killed two Wolves in 
one battle, the score for the second kill is doubled). This 
gives the Berserker a total of 10 Notoriety points.

If the Berserker had been by himself, he probably 
would not have fought the six Wolves, as there is a very 
real risk that they might wound him to death before he 
could kill all of them. But with the assistance of the two 
Rogue Swordsmen, the six Wolves were easily defeated 
with the Berserker suffering only a single wound.
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berserker dAy 6

R – R – R – R – R
R R R R R

R6 and R7 follow the Berserker. The Monster Roll is a “3”.
With the defeat of the Wolves, the Maple Woods is 

now a safe hex until the Wolves regenerate. The Berserker 
takes advantage of this to do five Rest phases (one is a 
bonus from his “Robust” Special Advantage).

He recovers his wounded Fight T6* chit (two Rest 
phases), his fatigued Move H4** chit (two Rest phases), 
and his fatigued Move T6* chit (one Rest phase).

berserker dAy 7

R – M DW1 – M DW6 – M DW4 – M DW5

R 1 6 4 5
The Deep Woods is a bad place for the Berserker. There’s 
nothing there except Giant Bats, who can undercut and 
kill the Rogue Swordsmen, and undercut and wound the 
Berserker. The Berserker should be able to defeat a single 
Giant Bat easily enough, although he’ll likely suffer sev-
eral wounds in the process. He’s much less certain of vic-
tory if he has to face two Giant Bats… and fighting three 
(or more) at once is too awful to think about!

The are two keys to the Berserker being able to 
successfully survive the Deep Woods: (a) He has to get 
through the Deep Woods as quickly as possible, to mini-
mize the number of chances that the Monster Roll might 
turn up a “6” that will summon Giant Bats, and (b) He has 
to avoid ending a turn in Clearing 4 with its Howl chit.

With those two keys in mind, the Berserker’s best 
chance on this Day is probably to just run through the 
Deep Woods at top speed without hiding, trusting in his 
ability to defeat a single Giant Bat if the Monster Roll is a 
“6”. This gets him close to the Caves, and past the danger-
ous Clearing 4, and will minimize the number of turns he 
will actually spend in the Deep Woods.

But, for this to be a good move, we have to make a 
number of assumptions. We have to assume that there are 
other map tiles connecting to Deep Woods 5 and Deep 
Woods 2 that the Berserker could escape to if things get 
too hot in the Deep Woods, and we also have to assume 
that there are no other characters that could enter the 
Deep Woods on this day. And, most importantly, we have 
to assume that there are no other characters anywhere in 
the game that could summon Giant Bats before the Ber-
serker takes his turn, if the Monster Roll is a “6”. If Giant 
Bats are active and are summoned by one or more other 
characters before the Berserker gets his turn, it won’t be 
one Giant Bat that he has to fight, but rather two or three 
of them! (It’s a common beginner’s mistake to forget that 
the other characters in the game can also summon mon-

sters, and that they might do so before your character 
gets to take his turn.)

If any of these assumptions were incorrect, then the 
Berserker would be well-advised to skip the Deep Woods 
and Caves altogether and go somewhere else.

Day 7

R6 and R7 follow the Berserker. The Monster Roll is a “1”.
The Company regenerates, leaving the Inn and 

returning to the Set Up Card, but the dead Spider and 
Wolves do not regenerate. There is also White and Black 
magic present in every clearing on the map, but that will 
have no effect on the Berserker.

The Berserker’s bonus Rest phase recovers his last 
fatigued chit, returning him to full strength, and then he 
moves safely to Deep Woods 5.
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berserker dAy 8

H – H – M DW3 – M DW2
H H 3 2

R6 and R7 follow the Berserker. The Monster Roll is a “3”.
The Berserker has made it to the entrance to the 

Caves without encountering any Giant Bats.

berserker dAy 9

H – M CS2
H 2

R6 and R7 follow the Berserker. The Monster Roll is a “6”.
The Berserker hides successfully and moves to Caves 

2, revealing a Dank C Warning chit and the Lair. The Dank 
C chit can summon Serpents.

The Berserker can handle the Tremendous Dragon 
at the Lair and the Tremendous Serpent (as long as he 
doesn’t have to fight both of them at once). The two 
Heavy Serpents are more troublesome, but his hired 
Rogues will be able to help him out there… even though 
the Rogue Swordsmen cannot kill a Heavy Serpent.

But getting to the Lair may be a bit of a problem, as 
he will have to discover the secret passage connecting 
Caves 2 to Caves 3. With only two phases per day in caves, 
he really can’t afford the time to use any Hide phases or 
Alert phases (if he wanted to go Berserk).

berserker dAy 10

S – S
S S

R6 and R7 follow the Berserker. The Monster Roll is a “2”.
The Berserker uses both Search phases to roll on the 

Locate Table, but fails to find the secret passage. His hired 
Rogues cannot assist him in searching (or looting).

As he takes his turn, the Berserker deactivates his hel-
met. He will not need his helmet in the upcoming battles 
and thus does not want to risk having it destroyed for no 
reason. Characters can activate/deactivate their belong-
ings at the start of every phase.

When his turn is completed, the Dank C Warning chit 
summons two Heavy Serpents that will block and attack 
the unhidden Berserker and his Rogues.

The Serpents are Heavy and armored. They cannot 

be killed by the Rogue Swordsmen: the Serpents’ armor 
cancels the sharpness star on the Rogues’ M3 attack, so 
they can only do Medium harm which is not enough to 
kill a Heavy Serpent.

If he wants to keep his Swordsmen alive, the Berserk-
er will have to fight the Serpents on his own. But the Ser-
pents pose a threat to the Berserker: their M attacks will 
cause a wound if they hit, and their H attacks will cause 
Serious Wounds (see optional rule 10.A.1) if they don’t 
strike armor. The Berserker should be able to survive one 
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serious wound, but if he takes two or more he could be in 
trouble. He’d like to go Berserk, so that even the Serpents’ 
H attack would only cause one wound, but the Serpents 
are fast enough to prevent him from playing his Berserk 
T4** chit as an action.

But there’s a way to avoid that problem.

Round 1

Each Swordsman lures one Serpent. This is a risky move, 
as it means that one or both Swordsmen could be killed 
by the Serpents in this round. But with the end of the 
Rogues’ term of hire approaching (Day 14), the Berserker 
is not unduly concerned about putting his hired natives 
at risk. The benefit of this tactic is that, with no Serpents 
on his own sheet, the Berserker is free to play his Berserk 
T4** chit as an action, increasing his vulnerability to Tre-
mendous for the remainder of the day.

This is why the Berserker deactivated his helmet: 
when he is Berserk, the Heavy Serpents can never cause 
more than one wound when they hit him, so his helmet 
would provide absolutely no benefit against them. He’s 
saving his helmet for a battle in which he can’t go Ber-
serk, or in which he’s facing an opponent that can inflict 
Tremendous harm.

The Rogues defend on their own sheets with their 

dark side up, so that the Serpents cannot undercut them. 
The Berserker targets the Serpent on R7’s sheet with his 
unalerted Great Axe and his Fight H5 chit.

Fortunately, neither Serpent intercepts a Swordsman, 
so both hired natives survive. The Serpent on R6’s sheet 
changes tactics, and the Berserker’s Great Axe misses and 
becomes alerted.

Round 2

The Berserker lures both Serpents to his sheet (no doubt 
eliciting a huge sigh of relief from the overmatched 
Swordsmen). He plays a Move H4** chit in Dodge, and 
his Great Axe with his Fight H5 chit in Swing. As long as 
he can continue to move at speed “4”, he’ll suffer no more 
than one wound per round, and that will only occur if 
the untargeted Serpent intercepts him. If the targeted 
Serpent intercepts, his Great Axe will kill it before it can 
attack.

In this round, nobody intercepts, and the Berserker 
fatigues his Move T6* chit.

Round 3

The untargeted M4 Serpent moves to Dodge & Swing 
and changes tactics hitting the Berserker with a H5 
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attack, which causes one wound. (If he wasn’t Berserk, 
this would cause a serious wound instead.) The Berserker 
fatigues a Move H4** chit (recovering the Move T6* chit) 
and wounds his Fight T6* chit.

Round 4

The untargeted Serpent stays in Dodge & Swing and 
inflicts another wound. The Berserker fatigues Move T6* 
and wounds Fight T5*.

Round 5

Everybody misses. Move H5* is fatigued.

Round 6

The targeted Serpent finally moves to Dodge & Swing 
and is killed by the Great Axe, which becomes unalerted. 
The other Serpent changed tactics. Move H4** is fatigued 
(recovering Move H5*). The Berserker has fatigued both 
of his Move H4** chits and can now move no faster than 
speed “5”. The remaining Serpent’s M4 attack will hit every 
round unless it changes tactics back to its H5 side.

Round 7

Move H5* is played in Dodge; the Berserker will no longer 
fatigue each round.

The Serpent moves to Dodge & Swing and its M4 
attack hits the Berserker for one more wound before the 
unalerted Great Axe (Fight H5) kills it. Berserker wounds 
Move H6 and the battle is over.

The Heavy Serpents are each worth 4 Fame and 4 
Notoriety, so the Berserker earns a total of 12F and 12N 
(the second kill counts double).

The Berserker actually could have avoided taking 
that last wound in Round 7. See if you can figure out what 
it is that I overlooked when I played that battle out.
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R6 and R7 follow the Berserker. The Monster Roll is a “2”.
The Berserker is pretty beat up after that last battle, 

with only five action chits remaining in play. He decides 
to spend a day resting in case the Tremendous Serpent 
decides to show up… which, of course, it does.

He recovers his wounded Fight T5* chit (two Rest 
phases) and his wounded Move H6 chit (one Rest phase).

The Tremendous Serpent shows up, and we’re fight-
ing again. But the battered Berserker seems strangely 
unconcerned about this development (in sharp contrast 
to his hired Swordsmen, who are positively terrified by 
the Tremendous armored monster).

Round 1

The Berserker lures the Tremendous Serpent, thus insur-
ing the safety of his hired natives. He plays Move H6 
in Charge, and his unalerted Great Axe with Fight T5* 
in Thrust. He fails to hit the Serpent, so his Great Axe 
becomes alerted. The Serpent’s L4 attack easily undercuts 
the Berserker’s Move H6, inflicting one wound. The Ber-
serker wounds his Fight H5 chit.

The Tremendous Serpent now flips over to its red 
side. Tremendous monsters never change tactics; they 
flip over only when they hit their target without killing it. 
When a Tremendous monster is on its red side, it means 
that the monster has grabbed its target, lifted it bodily 
into the air, and is preparing to rip it apart! (Or, in the 
case of an armless Serpent, it’s preparing to swallow the 
Berserker whole, or crush him within its coils… take your 
pick.)

Tremendous monsters have their red side attack 
numbers printed within an ominous black circle. The 
black circle indicates that this attack is an automatic kill: 
if the target is hit, it is simply killed outright, regardless of 
any armor, horses, protective spells, or the target’s vulner-
ability. The target just dies.

To make matters worse, a character with a red-side-
up Tremendous monster on his sheet cannot run away, 
regardless of the speed of his Move chits. And a battle 
cannot end when a Tremendous monster is on its red 
side, so a grabbed character cannot be saved by the 
“combat ends if there are two rounds where nothing hap-
pens” rule. The Berserker is in pretty dire straits, it seems.

But then… why does the Berserker have such an evil 
grin on his face?

Round 2

When the Tremendous Serpent picked up the Berserker 
and flipped over to its red side, its Move speed slowed 
from “4” to “5”. The Berserker’s now-alerted Great Axe will 
easily undercut the Serpent’s move, the weapon’s length 
insures that the Great Axe’s attack will be resolved before 
the Serpent’s attack, and the T Fight brings the Great Axe’s 
harm level up to Tremendous, even though its sharpness 
star is lost to the Serpent’s armor.

Thus, once he’s picked up, the Berserker is perfectly 
safe, and it’s the red-side-up Tremendous Serpent that is 
killed automatically!

The Tremendous Serpent is worth 7F and 7N, giving 
the Berserker a total of 22F and 29N.

The hired Rogues – two of the weakest natives in 
the game – were a great help to the Berserker. He’ll do 
a couple of Hire phases sometime in the next three days 
to try to extend the term of hire of one of the Rogues by 
an additional 14 days.  He should have no trouble looting 
the Lair and defeating its guardian Dragon.
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Chapter 5

The Elf
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This chapter starts on Day 4 rather than Day 1. There’s 
really no need to watch yet another character do Trade 
and Hire phases with the natives at his starting location, 
and a mini-map without a Valley tile is going to be a little 
more interesting to explore. Our featured character this 
time is the Elf.

The Elf is a character loaded with astonishing capa-
bilities.

He has a Move chit with a speed of “2” so, just like 
the Woods Girl, he is blazingly fast and will be able to 
run away from most trouble. But that speed “2” Move 
chit only has one asterisk… he’s able to maneuver or run 
away at speed “2” without fatiguing, something that no 
other character can do.

In fact, none of the Elf’s action chits have two aster-
isks!

He’s also a capable spellcaster, with six Magic chits 
(four Type III and two Type VII)… twice as many as the Pil-
grim.

And, as if all of that wasn’t impressive enough, he 
also gets a bonus Hide phase on every turn!

His main weakness is that, just like the Woods Girl, 
he’s not a very effective monster fighter. His Light Bow 
can kill any monster in the game, but it may require sev-
eral shots before he succeeds in killing a specific monster, 
and if he doesn’t have hired natives assisting him he’ll 
only be able to get one shot per day.

He starts the game with two spells, and has a num-
ber of interesting spells to choose from.

Type III Spells (Elvish lore)

 Elven Grace (Gold) – This spell can possibly speed 
up the move of an individual. It could be useful 
in certain situations, but it’s probably not useful 
enough to be selected as a starting spell.

 Faerie Lights (Gold) – Spells that change Magic 
chits into a different Magic type are extremely 
difficult to use effectively, and are never selected 
as a starting spell.

 Illusion (Gold) & Lost (Gold) – Nuisance spells like 
these, whose only purpose is to interfere with 
some other character’s game, are rarely useful 
and almost never selected as a starting spell. 
Given the right set of circumstances, however, 
they could be quite effective.







 Persuade (Gold) – A powerful spell that can be 
quite useful if the spellcaster has gold to spend 
on hiring.

 See Hidden Signs (Gold) – Casting a spell just to 
gain a single bonus phase is generally not a good 
idea, because of the number of phases that you 
have to spend to recover from the spellcasting, 
so this is rarely selected as a starting spell. But 
situations can arise in which having that bonus 
phase could be absolutely vital, and that’s when 
a spell like this becomes useful.

 For example, if you have just one day to loot a 
big treasure site before you have to leave to 
avoid an approaching opponent and his small 
army of hired natives, casting See Hidden Signs 
to gain an extra Search phase would allow you 
the chance to loot an additional treasure (and 
thus deny it to your opponent). That potential 
benefit is well worth the cost of recovering from 
a spellcasting.

Type VII Spells (Good Luck knacks)

 Control Bats (any) – A useful spell if you encoun-
ter Giant Bats.

 Peace with Nature (Gold) – A powerful spell, but 
the Elf, with his speed and bonus Hide phase, may 
not benefit from it all that much. In addition, the 
usefulness of this spell is somewhat dependent 
upon the number of characters in the game: it 
may not be very effective when there are a lot of 
other characters roaming around the map.

 Premonition (Grey) – A potentially useful spell, 
but awkward for the Elf to use because of the 
Grey magic requirement.

 Protection from Magic (Gold) – A difficult spell to 
use effectively, because its protection only lasts 
for one round of combat.

 Sense Danger (Purple) – Given the Elf’s speed 
and bonus Hide phase, it’s hard to imagine a 
situation in which he would actually benefit very 
much from a bonus Alert phase.
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The Elf here decided to start this game with the Per-
suade and Control Bats spells. In addition, a spellcaster 
can choose to start the game with any or all of his Magic 
chits enchanted into color chits. The Elf chose to start 
with two Gold magic color chits (Magic III3* and Magic 
III4*).

Day 4

The Monster Roll is a “3”.
The Elf hides and moves to Ruins 3, revealing a Bones 

C Warning chit and a Patter 5 Sound chit. The Patter 5 chit 
then summons six Axe Goblins to Clearing 5.

There are only Trolls and Goblins in the Ruins, so the 
Elf decides to head over to the Cliff.
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The Monster Roll is a “3”.
The Elf moves through the Ruins’ cave clearing, and, 

thanks to his bonus Hide phase, he’s hidden when the 
Goblins from Clearing 5 chase after him. The Patter 5 chit 
then summons the second group of Goblins, carrying 
Spears,  to Clearing 5.

In the Evening, the Elf remains hidden and declines 
to fight the Goblins.
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The Monster Roll is a “4”.
The Elf moves to Oak Woods 5 and hides. He had to 

record a Move phase as the first phase of the day to avoid 
giving the Goblins in his starting clearing a chance to 
block him. The decision of whether to move all the way 
to Oak Woods 5 before hiding, or to hide in mid-move in 
Ruins 1 or Ruins 2, depends upon the overall game situ-
ation. If the Elf had reason to suspect that monsters or 
other characters might appear in Oak Woods 5 before he 
takes his turn, then he would have wanted to hide before 
leaving the Ruins tile.

The revealed Warning chit is Stink W, which causes the 
Large Campfire to appear in Oak Woods 5. Then, because 
the Elf is actually at the Large Campfire, the Monster Roll 
causes the Lancers to appear… the Elf’s Enemies!

The Elf again remains hidden to avoid a fight during 
the Evening, so it’s pointless to roll to see if the Lancers 
are trying to fight him or not. The roll is mostly a formality 

in any case, as there’s a 89% chance that the Lancers will 
want to fight him.

However, even though the Lancers are the Elf’s Ene-
mies, he could actually hire them if he had some more 
gold to spend! He would cast his Persuade spell on them 
to make them Friendly instead of Enemy, and then he 
would have to get a price that he could afford in the next 
day’s Hire phases. But he would have to be extremely 
lucky to hire them with only 10 gold.

He could also cast Persuade on them just so that he 
could trade with them on Day 7 to see if they have any-
thing worth buying, but he declines to do this, mainly 
because he doesn’t believe that the benefits of trading 
with the Lancers would be worth the fatigue that will 
result from the casting the spell.

elf dAy 7
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Today the Elf will do a double enchantment, which will be 
a good example of the kind of amazing moves that a full 
spellcaster can execute.

The Elf does not have to worry about the Lancers 
at all. Even though they are his Enemies, they will never 
block him during Daylight, and they will not move to any 
other clearings in the Oak Woods to chase him regardless 
of the Monster Roll. The only time the Lancers are a con-
cern is if the Elf ends his turn in their clearing.

Day 7

The Monster Roll is a “1”.
The first Enchant phase is preparation that does 

nothing. In the second Enchant phase, the Elf uses his 
Magic III2* chit and a Gold color chit to enchant the Oak 
Woods, flipping it to its enchanted side. The Gold chit 
(Magic III3*) is expended and fatigues.

The Elf then moves to Oak Woods 4 along the newly 
revealed roadway. Note that it is perfectly legal to record 

an “impossible” move (from OW5 to OW4 when the Oak 
Woods is not enchanted) in the expectation that the 
move will be possible when it comes time to execute it. (If 
a recorded activity actually turns out to be impossible, it 
is simply skipped.)

In the third Enchant phase, he uses his Magic III2* 
chit and the Gold magic that’s present in the enchanted 
tile’s clearing to enchant the Oak Woods again, flipping it 
back to its unenchanted side.

Pretty neat, huh? (See the illustrations at the top of 
page 102.)

And finally, he hides with his bonus Hide phase. Oak 
Woods 4 is a totally safe clearing, so the Elf doesn’t actu-
ally need to hide unless there was some other character 
or hired native leader that could reach Oak Woods 4 on 
this turn.
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The Monster Roll is a “2”.
The Elf hides, recovers his fatigued Magic III3* chit, 

and then moves into the Cliff. He reveals a Bones M Warn-
ing chit and the Lost Castle chit.

The Lost Castle is a special chit, not a normal Sound 
chit. When the Lost Castle is revealed, the stack of five Site 
& Sound chits placed at the top of the Lost Castle section 
of the Set up Card during the game set up are removed 
from the Set Up Card and placed in the Lost Castle’s tile. 
Thus the map tile containing the Lost Castle could poten-
tially have five gold treasure sites, or five red Sound chits 
and no treasure sites at all, or anything in between.

In this case, the Lost Castle contains the following 
Site & Sound chits: Slither 3, Roar 4, Slither 6, Lair 3, and 
Pool 6. These are all placed in their respective clearings in 
the Cliff, and the Lost Castle chit is placed in Clearing 1.

The Lost Castle chit itself does not contain any trea-
sures or spells, and it never summons any monsters, 
natives, or visitors. Once the five additional Site & Sound 
chits are placed, the Lost Castle chit has no further role in 
the game except to identify the tile containing the Lost 
Castle (certain treasures are only usable if the character is 
in the tile containing the Lost Castle).

So why does the Lost Castle chit have to be placed in 
Clearing 1 if it plays no role in the game? In certain Magic 
Realm variants the Lost Castle chit does play an impor-
tant role in the game, so you might as well get used to 
placing the Lost Castle in its proper clearing in case you 
ever do play one of those variants.

The Lost City chit works exactly the same way as the 
Lost Castle chit, except that the Lost City can only appear 
in Cave tiles and is placed in Clearing 3. The Lost Castle 
can only appear in Mountain tiles (including the Deep 

Woods), and is placed in Clearing 1.
Lost Castle and Lost City tiles can often have amazing 

concentrations of treasure sites, but the swarms of mon-
sters that they can summon can be quite deadly.

The Slither 3 chit summons two Heavy Serpents (low-
er numbered chits summon first), and then the Slither 6 
chit summons a Tremendous Serpent.

Despite the presence of two big treasure sites, the 
Cliff is not a good place for the Elf. The sheer number of 
monsters that will show up will make it difficult for the Elf 
to accomplish anything quickly, but the biggest problem 
is the Octopus at the Pool. The Octopus is one monster 
that the Elf cannot run away from, nor can he easily kill it, 
so he really does not want to hang around in the map tile 
that contains the Pool.
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The Monster Roll is a “5”.
The Elf hides and moves into the Cavern to see what 

might be there. Note that he gets three phases even 
though he is entering a cave clearing, because his Hide 
phase is a bonus phase. He reveals a Stink C Warning chit 
and the Lost City chit.

The Lost City contains the following Site & Sound 
chits: Flutter 1, Flutter 2, Howl 4, Cairns 5, and Hoard 6. 
These are all placed in their respective clearings in the 
Cavern, and the Lost City chit is placed in Clearing 3. Only 
a single monster appears on this turn: the Tremendous 
Spider at the Cairns.

He remains hidden and declines to fight the Tremen-
dous Spider. His goal now is to loot the treasures at the 
Hoard.

elf dAy 10
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Most characters would think twice before wandering into 
the Lost City alone, but the Elf, with his speed and bonus 
Hide, laughs at danger and heads for the Hoard.

Day 5

The Monster Roll is a “6”.
Oh my…! The Elf fails to hide as he moves to the 

Hoard, and then lots of monsters appear.
Several of the red Sound chits can summon monsters 

today, so they do so in numerical order, starting with the 
lowest numbered chit. Flutter 1 draws the Giant Bat from 
the first box on line 6 of the Set Up Card, Flutter 2 draws 
the two Giant Bats from the second box, and Howl 4 
draws the three Giant Bats from the third box.

They’re all here, and on the next Monster Roll of “6” 
the Elf will be facing all six Giant Bats at once!
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The Monster Roll is a “5”.
The Elf hides and then uses his Magic III2* chit and 

his last Gold color chit to enchant the Cavern.  The color 
chit (Magic III4*) is expended and fatigues. Every clearing 
in the Cavern is now a source of Purple magic, which the 
Elf could use to power his Control Bats spell.

The Tremendous Spider comes over to the Hoard 
from the Cairns, but the Elf decides to remain hidden and 
not fight it so that he’ll have a chance to make two Search 
rolls on Day 12 to try to locate the Hoard. If he did fight 
the Spider and if his free attack from hiding fails (he only 
has an 11% chance of killing the Spider with his Light 
Bow), then he would have to run away towards Clearing 3 
and would not be able to search for the Hoard on Day 12.

elf dAy 12
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The Monster Roll is a “4”.
The Elf fails to hide and is blocked immediately by 

the Tremendous Spider. He loses the rest of his turn and 
does not get to Search. And then the Stink C Warning chit 
summons two Heavy Trolls to his clearing.

In combat, the Elf uses his Move L2* chit to run away 
towards Clearing 3. He does not fatigue.
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The Monster Roll is a “6”.
The Elf moves to Clearing 3, hides, and then sneaks 

back to the Hoard. All six Giant Bats then move to the 
Hoard. The Elf is facing a veritable army of monsters: a 
Tremendous Spider, two Heavy Trolls, and six Giant Bats! 
But the Elf sees this not as a threat, but as an opportunity 
to score points.

ENCOUNTER STEP – Round 1

The hidden Elf does not lure any monsters, so the mon-
sters remain unassigned and will not attack him on this 
round.

Actions

The Elf uses his Magic VII4* chit, and the Purple magic 
present in the clearing, to cast Control Bats.

MELEE STEP – Round 1

Selecting Targets

The Elf’s Control Bats spell targets all six Giant Bats, and 
the Elf becomes unhidden.

Spell Effects

The Elf’s Control Bats spell comes to life. The Elf takes 
control of all six Giant Bats, who will act as hired native 
leaders. The Type VII4* chit used to cast the spell does not 
immediately fatigue, but instead is placed on top of the 
stack of Giant Bats to signify that the Control Bats spell is 

in effect.
Control Bats is a Day spell, so it will remain in effect 

until Sunset on Day 14, at which time the Magic VII4* chit 
will fatigue and the Giant Bats will become uncontrolled.

Hired native leaders have a number of capabilities 
that regular hired natives do not have, but in combat 
they are used just like regular hired natives.

Round 2

The Giant Bats cannot kill either the Heavy Trolls or the 
Tremendous Spider. The Trolls can kill a Bat if they change 
tactics to their H5 attack, and the Spider can kill a Bat if it 
hits one and flips to its red side.

Each of the uncontrolled monsters will be lured by 
a Giant Bat. The other three Giant Bats will remain unas-
signed and will not take part in this round of combat.

The Elf alerts his Light Bow with his Fight M4 chit, and 
then plays his alerted Light Bow in the Thrust direction 
with his Fight L3* chit, selecting one of the Heavy Trolls 
as his target. The alerted Light Bow will automatically hit 
with its attack time of “1”, and it has a basic harm level of 
Medium (one sharpness star is lost because the Troll is 
armored). The Elf, who rolls only one die on the Missile 
Table due to his “Archer” Special Advantage, will have to 
roll a “1” or a “2” to kill the Heavy Troll.

He’s hoping to kill both Trolls and then the Spider, 
which would give him regular points for the first Troll, 
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double points for the second Troll, and triple points for 
the Spider. The only question is whether his controlled 
Bats can hold out long enough for this to happen.

The Elf fails to kill the Troll with a roll of “4”, so the only 
thing that happens in this round is that the Tremendous 
Spider hits the Bat that it is facing, picking it up and flip-
ping over to its red side.

Round 3

All attacks miss, except, of course, for the Elf’s alerted 
Light Bow, which hits, but fails to kill, the targeted Troll.

Round 4

The Elf kills the Troll that he was targeting; the other Troll 
changes tactics to its dark side but misses; and the Tre-
mendous Spider crunches the Bat that was struggling 
feebly in its grasp.

Round 5

Two Giant Bats lure, the other three remain unassigned, 
and the Elf targets the remaining Troll.

The Heavy Troll intercepts the Giant Bat with his H5 
attack, but the Elf’s Light Bow kills the Troll before the 
Troll can kill the Bat.

Round 6

A Giant Bat lures the Tremendous Spider, the other four 
Bats remain unassigned, and the Elf targets the Spider.

The Spider is not armored, so the Light Bow’s basic 
harm is Heavy. The Elf has to inflict Tremendous harm to 
kill the Spider, so again he needs to roll a “1” or a “2” on 
the Missile Table.

The Spider misses, and the Elf fails to kill it.
This was a round in which nothing happened (noth-

ing was killed, no asterisks were fatigued, no spells were 
cast, etc.). If nothing happens in Round 7, then the com-
bat will end because of two consecutive rounds were 
nothing happened (see rule 8.8.2).

Round 7

The Elf does not want this combat to end; he wants to kill 
the Spider to get triple points for it as his third kill of the 
day. To insure that the combat will not end if he fails to 
kill the Spider, he uses his Fight M3* chit to alert his Light 
Bow, and his Fight L3* chit to attack with it. The Elf will 
thus have to fatigue a Fight asterisk, which will keep the 
battle going if the Spider survives.

But the Elf rolls a “2” to kill the Tremendous Spider, 
ending the battle anyway. He fatigues his Fight L3* chit.

The Elf earns 5F/5N for the first Heavy Troll, 10F/10N 
for the second Troll, and 18F/18N for the Tremendous Spi-
der, for a total of 33F and 33N. But he also lost one “hired 
native” (the controlled Giant Bat that was killed by the 
Spider), so he has to subtract the Notoriety value of that 
“hired native” (3N) from his score. His final score for this 
day is 33 Fame and 30 Notoriety.
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End of Combat – The Magic VII4* chit that is bewitching the Giant Bats is not shown

elf dAy 14

H – R – R
H R R

Each of the Elf’s controlled monsters plays as a hired 
native leader. A hired native leader is a hired native that 
gets a turn of his own, just as if he was a character. It’s as if 
there were six characters at the Hoard, each of whom will 
get a turn to execute phases on Day 14.

The rulebook tells you that when you hire a native 
leader, you should set up a Personal History sheet for that 
leader that can then be used to record his turns and dis-

coveries. That works fine for a regular native leader that 
you hire for 14 days. But the Giant Bats are controlled by a 
spell that only lasts one day, so the Elf probably won’t be 
controlling them for too many days. In addition, the Elf is 
planning to have each of his five controlled Bats do two 
Search phases. It seems kind of wasteful to pull out five 
more Personal History sheets just to record the same turn 
five times, and then possibly never use them again (if the 
Elf decides to not cast Control Bats again).

So, instead of fooling around with a big stack of 
Personal History sheets, the Elf simply makes a note on 
a separate piece of paper: “Day 14: all Bats, S – S”. Much 
simpler, and yet it obeys the intent of the rules.

The controlled Bats also mean that Daylight becomes 
a little more complicated: when there is more than one 
individual taking a turn, the order in which the individu-
als take their turns must be determined randomly.

The rulebook suggests taking each character’s Atten-
tion chit, and a numbered red chit for each hired native 
leader, mixing them together face down, and selecting 
them one at a time. When an individual’s chit is selected, 
he takes his turn.
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There’s nothing wrong with this method of randomly 
selecting individuals to move, but it is a little fiddly, and, 
unless you are careful, it can put a lot of wear and tear on 
your characters’ Attention chits. I’ve actually never used 
this method.

I prefer to simply assign each individual who has yet 
to take his turn a number from 1 to 6, and then roll one 
die to see who moves next. If there are more than six indi-
viduals waiting to move, than I may have to make two 
rolls to select an individual to move, but I still think that is 
easier than using chits.

Or you could assign each individual a card from a 
deck of standard playing cards: shuffle the individuals’ 
cards together and then reveal them one by one to deter-
mine who moves next. It doesn’t really matter what meth-
od you use, as long as the moving individuals are selected 
in a random order (and they don’t know when they will 
get to take their turn until it actually is their turn), so pick 
a method that seems easy and intuitive to you.

On this day, the Elf will just rest, while his five con-
trolled Bats will search for the Hoard (with 10 Search 
phases!). If it is found, the Bats will then start looting it.

Day 14

The Monster Roll is a “4”. There is Grey magic in every 
clearing on the map, the Lancers leave the Large Camp-
fire and regenerate back to the Set Up Card, and the two 
dead Heavy Trolls also regenerate.

The first individual to move today (selected random-
ly from the Elf and the five controlled Bats) is a Bat. The 
Giant Bat rolls twice on the Locate Table, but fails to find 
the Hoard.

The Stink C Warning chit then summons the two 
newly regenerated Heavy Trolls to the Hoard. The Trolls 
block every unhidden individual in the clearing, so the 
Elf’s turn, and the turns of the four Bats that have not yet 
moved, are all cancelled (see rule 7.12.3a).

Then, at Sunset, the Control Bats spell expires. The 
Magic VII4* chit that was used to cast the spell fatigues, 
and the Giant Bats become uncontrolled, so the Elf will 
be facing two Heavy Trolls and five Giant Bats in the Eve-
ning’s combat.

Monsters assigned to a character in combat limit his 
ability to cast spells just like they limit his ability to alert a 
weapon or run away, with one very important difference. 
Here, the fastest monster that will be assigned to the Elf 
is a Giant Bat, with a Move time of “3”. The Elf cannot alert 
his weapon as an action, because he doesn’t have a Fight 
chit that is faster than “3”, although he could run away 
using his Move L2* chit. But he could also cast Control 
Bats again, even though he doesn’t have a Type VII Mag-

ic chit that is faster than “3”. To cast a spell in combat, a 
spellcaster only has to play a Magic chit that matches the 
speed of the fastest opponent assigned to him. (A spell-
caster can, of course, also cast a spell by playing a Magic 
chit that is faster than the fastest opponent on his sheet.)

So the Elf could cast Control Bats with his Magic VII3* 
chit, and the Purple magic present in the clearing, to once 
again get the five Giant Bats to fight on his side. This, 
however, would be an extremely foolish thing to do. The 
Elf would not be able to use the controlled Bats to lure 
the Heavy Trolls away from him until the second round of 
combat, so he would have a 66% chance of dying in the 
first round (if one of the Trolls intercepted him).

The unhidden Elf instead decides to do the smart 
thing, playing his Move L2* chit to run away in the direc-
tion of Clearing 3.

The Elf will now stay in the Caverns for quite some 
time, as this has turned into an absolutely perfect situa-
tion for the him. He doesn’t fear any of the monsters that 
can appear here, thanks to his speed. If he can hide and 
cast Control Bats, the assistance of the Bats will prob-
ably allow him to defeat many of the monsters that could 
appear. When no other monsters are present, the Bats 
should help him get almost all of the treasures out of the 
Hoard and the Cairns. The Bats will be particularly helpful 
at the Cairns, because, like all hired native leaders, they 
won’t fatigue when they loot it. And finally, once he’s 
killed all of the other monsters and looted all of the trea-
sures, he can jump on the back of a controlled Bat and 
quickly fly across the map to a place where he can sell all 
of his excess loot.

The Elf was extremely lucky to get the opportunity 
to control all six Giant Bats. I’ve played in close to 200 live, 
multiplayer games of Magic Realm, but I don’t recall ever 
seeing a character control all six Bats at once, which gives 
you some idea how just how unlikely this situation was. 
For the Elf to be able to take control of all six Bats, the fol-
lowing things had to happen:

 There had to be a Lost City or Lost Castle tile 
with red Sound chits that could summon all six 
Bats at once.

 The Elf had to be the first character to reach that 
Lost City/Lost Castle tile.

 All six Bats had to still be on the Set Up Card 
when the Elf arrived.

 After arriving, the Monster Roll had to be “6” 
twice in quick succession (once to summon all 
of the Bats from the Set Up Card to the Elf’s tile, 
and then again to bring them all together in the 
same clearing).
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That’s a lot of things that would have to happen in 
a real game for the Elf to get his chance to control all six 
Bats.

I didn’t actually plan for the Elf to control six Bats. 
The chits for the Lost City were chosen randomly, just like 
they would be in a real game, and the Monster Rolls were 
the result of actually rolling a die. It just happened that 
the Elf was able to control all six Bats, and all I could do 
was sit back and say, “Wow!”

I did think about switching some chits around so that 
the Elf would only be able to control one or two Bats, but 
ultimately decided to just go with what I got. It’s a great 
example of how Magic Realm can often surprise even 
experienced players when something unusual happens, 
and it’s also a good example of how a character can some-
times get lucky and gain a big advantage in the game.

One thing to keep in mind, however, is that even if a 
character gets lucky, there are almost always things that 
the other characters in the game can do to try to prevent 
the lucky character from winning a runaway victory.

In this situation, an easy way to disrupt the Elf’s plan 
to use his army of controlled Bats to win the game would 

be for another spellcaster to enchant the Cavern again, 
flipping it back to its green side. The Elf will have a dif-
ficult time making effective use of his Control Bats spell 
without the Purple magic supplied by every clearing of 
the Cavern when it is on its enchanted (purple) side.

The other players in the game could also go after the 
Elf directly: he’s a Light character with no armor, so he’s 
quite vulnerable in character vs character battles. Con-
trolled Bats can’t protect the Elf from character attacks 
the way that they protect him from monster attacks, 
because characters can always select anyone in the clear-
ing as their target. Controlled Bats might be a deterrent 
to other characters thinking about hunting down the Elf, 
but if enough characters/hired natives join together – or 
if a player doesn’t care if his character dies as long as he 
can take the Elf down with him – then the deterrent won’t 
work.

Some of the items that have been mentioned in 
passing here (flying, character vs character combat, etc.) 
will be covered in more detail in later chapters.
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Chapter 6

The Captain



Captain 
Start of Day 13

HOUSE

GUARD H5

5


GHQ

H5

5


G1

H5

5


G2

T4

6


SHQH6

4


S1 H6

4


S2
H6

5
S3

112



113

cAPtAIn dAy 13

H – H – M DW5 – M DW3
H H 5 3

At first glance, the Captain appears to be a thoroughly 
unremarkable character: He’s not as fast as the Elf or the 
Woods Girl, he’s not as strong as the White Knight or the 
Berserker, he cannot use magic at all, and his Short Sword 
is only slightly better than a dagger. Even his Special 
Advantages seem to be of questionable value, as “Aim” 
is useless without a missile weapon (Bows are only sold 
by the Woodfolk, who are Unfriendly to the Captain), and 
“Reputation” gives him a bonus phase that can only be 
used in Dwellings.

He does have very good armor protection, which can 
make him surprisingly hard to kill. But his biggest advan-
tage is a subtle one: he has two Friendly native groups 
that start the game on the map, the Guard and the Sol-
diers.

That may not sound like much, but most characters 
will have only one Friendly/Ally native group on the map 
at the start of the game, and some characters won’t have 
any. The Wizard is the only other character that starts the 
game with more than one Friendly/Ally native group on 
the map.

The Captain not only has two Friendly native groups 
on the map, but he can also choose to start the game 
with either one. He thus has easy access to natives that 
are both good trading partners and good mercenaries 
to hire, and the bonus phase he gets in Dwellings will be 
helpful whenever he does any trading/hiring.

In the situation here, we pick up the action on Day 
13 of a game in which the Captain has successfully loot-
ed five treasures (from a treasure site not shown on this 
map). His plan now is to hire the Soldiers at the House, 
and maybe buy a better Medium weapon from the Guard 
at the Guard house.

Day 13

The Monster Roll is a “2”.
The Captain hides and moves to Deep Woods 3, 

revealing Smoke M and Slither 3 (Dragons and Serpents). 
Slither 3 summons two Heavy Serpents, but the Captain 
remains hidden and declines to fight. He can’t kill the Ser-
pents with his Short Sword because they are armored.

He could have moved directly to Evil Valley 2 on 
this turn, if he had done four Moves and no Hides, but 
he really wanted to see what was in the Deep Woods. In 
addition, moving without hiding can be risky: if he had 
tried it, and some other character had entered the Deep 
Woods before he got to take his turn, he would have been 
blocked & attacked by the Heavy Serpents… monsters 
than he can’t kill or run away from (unless they change 
tactics).
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cAPtAIn dAy 14

M DW2 – M EV2 – H – M EV5 – H

2 2 H 5 H
The Monster Roll is a “1”.

The Captain moves to the House, using his bonus 
phase for an extra Hide. The concern here is that the 
Unfriendly Woodfolk can appear at the House, and he 
really doesn’t want to get into a battle with them if they 
show up when he’s unhidden.

On the other hand, the Captain really wouldn’t mind 
if the Woodfolk did show up. If he can hire the Soldiers 
and use them to help him defeat the Woodfolk, he would 
get a chance to loot the Medium Bow from their pile of 

abandoned belongings, and that would be a significant 
upgrade to his fighting ability.

cAPtAIn dAy 15

H – H – T – T – HR
H H T T HR

The Monster Roll is a “1”.
After successfully hiding, the Captain has two Trade 

phases and a Hire phase.
He uses the first Trade phase for purchasing, so that 

he can see what Treasure cards the Soldiers have for sale. 
The two treasures that they have are the Map of Lost City 
and the Handy Gloves. The Map of Lost City makes it eas-
ier to locate treasure sites and secret passages in the tile 
containing the Lost City, but it’s probably not worth pur-
chasing unless the Lost City has been revealed and con-
tains many treasure sites. The Handy Gloves would defi-

nitely be useful, giving the Captain a Fight M3 chit that 
could be played without fatiguing, but without a better 
weapon it probably is not worth buying either, unless the 
Soldiers offer it at a very low price.

The Captain decides to try to buy the Handy Gloves, 
believing it to be the most useful item that the Soldiers 
have to offer, but gets a “No Deal” result on the Friendly 
column of the Meeting Table.
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The second Trade phase is used for selling, as the 
Captain wants to earn some gold by selling some of the 
Treasure cards that he has obtained. The five Treasure 
cards that he has are:

 Map of Lost Castle – Similar to the Map of Lost 
City, useful if you know where the Lost Castle is, 
and if the Lost Castle has good Treasure sites in 
it.

 Elusive Cloak – This is a treasure that sounds 
good, but is rarely useful. It allows a character to 
dodge attacks by changing the direction of his 
Move chit… but only if all of the attacks target-
ing the character are slower than speed “4”.

 Vial of Healing – A Potion that is very useful for 
Heavy characters who can often take a lot of 
wounds in a battle, but it’s not very useful for 
Light characters. For a Medium character like the 
Captain, it has a chance of being useful, espe-
cially with the Captain’s armor (which can turn 
killing blows into wounds).

 Sacred Statue – The Captain has no interest in 
the Sacred Statue’s Type I spell, but the artifact is 
a Great Treasure that he may want to hold onto 
for Victory Point purposes. If he does want to sell 
the Sacred Statue, he would rather sell it to the 
Order to get the 10 point Fame reward along 
with the 10 gold.

 Garb of Speed – When active, the Garb of Speed 
changes the time numbers of the character’s 











action chits based upon the number of aster-
isks they have. It’s a very useful treasure for slow 
Heavy characters, but useless for speedy Light 
characters. It’s slightly useful for the Captain, 
mainly because it could change his two Fight 
H5* chits into Fight H4* chits.

The Captain decides to sell the Map of Lost Castle, 
the Elusive Cloak, and the Garb of Speed to the Soldiers 
for 29 gold, giving him a total of 39 gold.

In his Hire phase, the Captain attempts to hire the 
Soldiers. The Soldiers have to be hired as a group at a 
basic price of 10 gold (SHQ, the Soldiers’ native leader, 
has a gold wage of 4, and the other three Soldiers have a 
gold wage of 2 each). But, before he rolls on the Meeting 
Table, he has to decide if he wants to buy drinks for the 
Soldiers.

Whenever a character is going to attempt to pur-
chase something from a native leader, or hire a native 
group, he has the option to buy drinks before rolling on 
the Meeting Table. Buying drinks costs 1 gold for each 
member of that native group that is present in the clear-
ing. When a character buys drinks for a native group, that 
native group becomes one level friendlier to him for the 
remainder of that Hire/Trade phase.

In this case, the Captain declines to buy drinks. He 
doesn’t have enough gold to hire the Soldiers with a 
“Price x 4” result, so he will have to roll a “4” or less to hire 
them regardless of whether he’s rolling on the Friendly 
column or the Ally column. On the Ally column, he would 
have to roll a “2” or less to actually get a better price than 
the Friendly column. He doesn’t think that paying 4 gold 
to buy drinks for the Soldiers just to get an 11% chance of 
a better price would be a smart use of his money.

The best use of buying drinks is to change Neutral 
natives to Friendly, as the Friendly column is superior 
to the Neutral column regardless of what you roll. Buy-
ing drinks to change Friendly natives to Ally only makes 
sense if you can afford the “Price x 4” result and you want 
to avoid the “No Deal” result on the Friendly column.

The Captain rolls a “4” on the Friendly column of the 
Meeting Table for a “Price x 3” result, so he can hire the 
Soldiers for 14 days for 30 gold. He agrees to this price, so 
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the Soldiers are hired and he has 9 gold remaining. Their 
term of hire will expire at Midnight on Day 28, so he will 
have their services for the remainder of the game. He sets 
up a new Personal History sheet for SHQ, the Soldier’s 
leader, who will now record activities (and discoveries) 
and take a turn each day just as if he was another char-
acter.

Note that no one, including the Captain, can do any 
Trade phases with SHQ while he is hired. The items that 
he normally has for sale (Light weapons, helmets, shields, 
the two treasures that he starts the game with, and any 
other items that may have been sold to him before he was 
hired) will be unavailable for purchase until such time as 
SHQ becomes unhired. While hired, SHQ may, however, 
record and execute his own Trade phases in order to buy 

from, or sell to, other unhired native leaders or visitors, 
although he cannot sell any of his group’s items while he 
is hired.

Basically, a native group’s items are completely out-
of-play as long as their native leader is hired. This can lead 
to some dirty tricks… if a character was to hire the Guard 
before the Captain can get to them, the Captain could be 
stuck with his crummy Short Sword for a long time. With 
GHQ hired, the only likely ways for the Captain to obtain 
a better Medium weapon would be to either kill off the 
Woodfolk and try to loot their Medium Bow, or to try to 
buy a Spear from the Lancers. But there’s no guarantee 
that the Woodfolk or the Lancers will ever appear on the 
map!

cAPtAIn dAy 16

H – H – H – M EV2 – M DW2
H H H 2 2

A battle between the Soldiers and the Heavy Serpents in 
the Deep Woods would be interesting. The Soldiers have 
the advantage in the first round with their longer weap-
ons, but in the following rounds the Pikemen will be at a 
big disadvantage: if they maneuver fast enough to avoid 
being undercut by the Serpents’ M4 attack, their attacks 
will be slower than those of the Serpents. The Soldiers 
should win, but they may take some losses.

The Captain, however, decides to ignore the Serpents 
and head for the Caves. He wants to get to the Guard as 

quickly as possible to buy a better Medium weapon, and 
he hopes to find a treasure site along the way in either 
the Caves or the Mountain.

Whenever a hired native leader, a controlled monster, 
or a character will be assigned to follow someone else at 
Sunrise, their recorded move for that day is written sim-
ply as the single letter “F”. You do not have to write down 
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the identity of the individual that they are following.
The main reason to use the Follow activity is conve-

nience. If there is no benefit in the Captain and SHQ tak-
ing separate turns, then there is no need to write down 
the same move twice; just write it once and have the 
other guy Follow. The Follow activity also guarantees that 
everyone ends up in the same clearing. If they moved 
separately, there is sometimes a chance that the first indi-
vidual to move may summon monsters that could block 
the second individual before he can complete his move.

You can, of course, attempt to follow someone con-
trolled by an opposing character to hopefully spy out any 
discoveries that they may make or use. But that is difficult 
to do, because if the guide hides he can slip away and 
leave your would-be followers stranded.

Day 16

SHQ, S1, S2, and S3 follow the Captain. The Monster Roll 
is a “3”.

The Captain and his followers hide and move to Deep 
Woods 2 without incident.

cAPtAIn dAy 17

H – M CS5
H 5

SHQ, S1, S2, and S3 follow the Captain. The Monster Roll 
is a “5”.

The Captain and his followers hide and move to Caves 
5. The revealed chits are Dank C and Vault 3. The only 
monsters that can appear in this map tile are the Tremen-
dous Troll at the Vault, and the Tremendous Serpent. The 
two Heavy Serpents could normally also appear here, but 
they have already been summoned to the Deep Woods. 
They would have to regenerate back to the Set Up Card 
(with a Monster Roll of “2” on the seventh day of a week) 
before they could possibly appear in the Caves.

The Tremendous Serpent is not a threat at all. SHQ 
can handle him just like the Berserker did back in the 
fourth chapter: lure the Serpent, allow the Serpent to 
pick him up, and then undercut the Serpent with his T4 
attack for the easy kill.

The Tremendous Troll is another matter entirely. SHQ 
can’t lure the Troll, because he would be picked up on the 
first round and then killed on the second round by the 
Troll’s incredible speed “2” red side attack. So someone 
else would have to keep the Troll occupied while SHQ 

tries to hit it with his T4 attack… but the Pikemen can’t kill 
the Troll, and the Crossbowman only has a slight chance 
of killing the Troll, so things could get ugly in a hurry.
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cAPtAIn dAy 18

M CS3 – S
3 S

The Captain decides not to waste any time hiding from a 
monster that may never appear. If the Tremendous Troll 
does show up, the Soldiers will just have to deal with 
him.

The Captain and SHQ will move separately to maxi-
mize the number of searches that they can do.

Day 18

SHQ records “M CS3 – S” as his actions for this day.
S1, S2, and S3 follow SHQ. The Monster Roll is a “6”.

The Captain is randomly selected to move first. He 
moves to Caves 3 and rolls a “3” on the Locate Table. He 
finds the hidden passage from CS3 to CS2 and records it 
as a discovery.

SHQ then takes his turn. He (and his followers) moves 
to Caves 3 and rolls a “6” on the Locate Table for no result.

cAPtAIn dAy 19

S – S
S S

SHQ records “S – S” as his actions for this day.
S1, S2, and S3 will follow SHQ. The Monster Roll is a 

“4”.
SHQ is randomly selected to move first. On his first 

Search phase, he rolls a “4” on the Locate Table. He finds 
the Vault, which he records as a discovery.

On his second Search phase, a lot of stuff happens. 
First, since they are both in the same clearing with the 
Vault, SHQ tells the Captain the location of the Vault, so 
the Captain also records it as a discovery. The Captain 
then tells SHQ the location of the secret passage from 
CS3 to CS2, which SHQ then records as a discovery. Next, 
SHQ uses his T4 attack to bust open the Vault. The Vault 
is a sealed treasure site that cannot be looted until it has 
been unlocked with the Lost Keys, or busted open by 
someone with Tremendous strength. Once opened, the 
Vault will remain open for the remainder of the game and 
can be looted by anybody regardless of their strength. 
And finally, SHQ rolls a “4” on the Loot Table to draw the 
fourth Treasure card from the Vault.

The Treasure card that SHQ draws is the Enchanted 
Meadow, a Site card that is one of the six special Trea-
sures Within Treasures cards (indicated by the “P6” printed 
in red). Site cards cannot be possessed by any character. 
SHQ instead records the Enchanted Meadow as a discov-
ery, and then places the Enchanted Meadow card face up 
at the bottom of the Vault’s treasure stack, making it the 
Vault’s fifth treasure.

A Site card is a treasure site that exists within another 
treasure site (hence the Treasures Within Treasures name). 
In other words, while SHQ was exploring the Vault look-
ing for treasures, he found the Enchanted Meadow which 
has its own set of treasures. From now on, whenever SHQ 
does a Loot roll at the Vault, he must specify – before roll-
ing the dice – whether he will be rolling on the Loot Table 
to try to get one of the Vault’s four remaining unknown 
treasures, or rolling on the Enchanted Meadow’s special 
table to try to get one of its treasures. The Enchanted 
Meadow Table is printed on the Set Up Card and is also 
in the rulebook.

Other characters and hired native leaders cannot roll 
on the Enchanted Meadow Table until they have record-
ed it as a discovery, either by drawing it on a Loot roll or 
being told its location by someone who already has it 
marked as a discovery.

The six Treasures Within Treasures cards all contain 
spectacularly valuable treasures, but these treasures will 
be often be hard to obtain.

ENCHANTED
MEADOW
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CANNOT MOVE

P6
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At the conclusion of SHQ’s turn, the Tremendous Troll 
appears at the Vault and blocks all unhidden individu-
als present there, so the Captain does not get to take his 
turn.

This battle will be quite a bit different from the previ-
ous battles shown in this tutorial. First, the Captain cannot 
possibly hurt the Tremendous Troll with his Short Sword, 
so he will just be a spectator here and will take no part in 
the actual battle. But the biggest change is that none of 
the Soldiers will lure the Troll.

In the previous battles, natives would often lure a 
monster in order to be a defender on their own Melee 
Section, which meant that they would not have to roll for 
repositioning or changing tactics. That won’t work in this 
battle, because none of the Soldiers are strong enough 
to take on the Troll one-on-one and survive. They’ll have 
to work together as a team to defeat the Troll, so multiple 
Soldiers will be deployed to attack the Troll.

There is a definite risk involved here: there’s a chance 
that the Tremendous Troll could actually win this battle 
and kill all four Soldiers (which would then force the Cap-
tain to run away). But it would take a series of bad die rolls 
for the Soldiers to lose this battle, so the Captain thinks 
that the risk is acceptable, especially since the rewards of 
winning (the ability to loot the Vault and the Enchanted 
Meadow without fear) are so great. However, there is a 
good chance that at least one Soldier will die in this bat-
tle even if the Soldiers win.

ENCOUNTER STEP – Round 1

Luring

Skipped.

Random Assignment

The Troll is assigned to attack the Captain and is placed 
on the Captain’s Melee Section.

Deployment

SHQ is deployed to attack the Troll. The Tremendous Troll 
is removed from the Captain’s Melee Section and placed 
on his own Melee Section, with SHQ as his first attacker. 
SHQ is placed light side up with his T4 attack showing.

Whenever you deploy a hired native to attack anoth-
er denizen, you can choose to have him be either light 
side up or dark side up when you place him on the deni-
zen’s Melee Section.

S3 is then deployed as the Troll’s second attacker, 
dark side up with his H1 attack showing.

S1 is then deployed as the Troll’s third attacker, light 
side up so he will maneuver with a speed of “4”.

S2 is not deployed, so he will not take part in this 
round of combat. The Pikemen, S1 and S2, cannot harm 
the Troll, so one of them will be the Troll’s target while the 
other one sits out. The idea here is to keep SHQ and S3 
alive as long as possible because they are the only Sol-
diers capable of actually killing the Tremendous Troll. 
SHQ and S3 will try to kill the Troll before the Troll can kill 
the hapless Pikeman serving as the Troll’s target.

Actions

Skipped.

MELEE STEP – Round 1

The last denizen to be deployed against the Troll auto-
matically becomes the Troll’s target for this round of 
combat. So the Tremendous Troll is defending on its own 
Melee Section, with S1 as its target. SQH and S3 are addi-
tional attackers on the Troll’s Melee Section.

Randomizing Attacks

Because the uncontrolled Troll is defending on its own 
sheet, all four of the denizens involved in this round will 
have to make repositioning and change tactics rolls.

S1 goes to Duck & Smash and changes tactics, flip-
ping over to his M4/5 side.

S3 goes to Swing, and SHQ goes to Smash. Neither 
one changes tactics.

The Troll goes to Charge & Thrust. Tremendous mon-
sters never roll for changing tactics.

Resolving Attacks

The Crossbowman hits the Troll by undercutting his 
speed. The Pikeman and the Great Swordsman miss, 
but the Troll hits by undercutting because the Pikeman 
slowed down when he changed tactics.

Inflicting Harm

The Crossbowman has the longest weapon, so his attack 
is resolved first. He rolls two dice on the Missile Table and 
gets a “5” for light damage which has no effect on the 
Troll.

The Troll then inflicts Heavy harm on the Pikeman. S1 
is killed, as his vulnerability is only Medium. The Troll does 
not flip over to its red side.

ENCOUNTER STEP – Round 2

SHQ, S3, and S2 are deployed to attack the Troll, with the 
same settings as in Round 1.
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MELEE STEP – Round 2

S2 is the Troll’s target.
S2 goes to Duck & Smash. S3 goes to Swing, and SHQ 

goes to Smash. The Troll goes to Dodge & Swing.
The Crossbowman hits, all other attacks miss.
The Crossbowman rolls a “6” on the Missile Table for 

no effect.
This is now one round where nothing happened. If 

nothing happens in the next round, the battle will end. 
The Captain could keep the battle from ending early by 
playing a useless attack with his Fight M3** chit so that 
he would fatigue an asterisk, but after losing a Soldier 
early he’s having second thoughts about this attempt to 
kill the Troll. He decides that he’ll be content to let the 
battle end if they fail to kill the Troll in round 3.

MELEE STEP – Round 3

S2 is the Troll’s target.
S2 goes to Charge & Thrust and changes tactics. (At 

this point you should feel free to scream and shout and 
denounce your mercenary as being a bloody idiot for 

slowing down when facing a Tremendous Troll… watch-
ing your hired guys fight when they are not defending on 
their own Melee Sections can be very stressful!)

S3 goes to Thrust, and SHQ goes to Swing. The Troll 
goes to Dodge & Swing.

The Crossbowman, Great Swordsman, and Troll all 
hit.

The Crossbowman has the fastest attack, and rolls a 
“4” on the Missile Table for Medium harm which has no 
effect. He has to roll a “2” or less to kill the Tremendous 
Troll, which has only an 11% chance of success when roll-
ing two dice.

The attacks by the Great Swordsman and the Troll 
have the same speed, but the Great Swordsman has the 
longer weapon so he goes first. He inflicts Tremendous 
harm and kills the Troll before the Troll can kill the Pike-
man.

The Captain receives 8F and 8N for his hired natives 
killing the Tremendous Troll, but he also loses 3N for the 
death of S1. His total score for this day is thus 8 Fame and 
5 Notoriety.

cAPtAIn dAy 20

S – S
S S

SHQ records “S – S” as his actions for this day.
S2 and S3 follow SHQ. The Monster Roll is a “3”.
The Captain is randomly selected to move first. SHQ 

tells him the location of the Enchanted Meadow, which 
the Captain then records as a discovery. The Captain then 
makes two Loot rolls at the Vault. He finds the Golden 
Icon with a “2”, and nothing with a “6”.

The Golden Icon is the most valuable treasure in the 
game, as it is worth a cool 100 gold, in addition to also 
being a Great Treasure and adding 20N to the character 
that possesses it. It is also an Enchanted card that is a 
source of Grey magic, so it must always remain face up 
and activated.

Unfortunately, it also has a weight of Tremendous so 
the Captain cannot possibly carry it anywhere. Even SHQ, 
with his T4* attack, cannot carry the Golden Icon; he is a 
Heavy native and can only carry items of Heavy weight 
or less. In order to carry the Golden Icon somewhere in 
order to sell it, the Captain would have to hire a Knight 
of the Order or purchase a workhorse/warhorse with a T 
Move strength.

SHQ now takes his turn, and he also does two Loots 
at the Vault, getting nothing with a “5” and the Glowing 

Gem with a “3”. Two undiscovered treasures remain in the 
Vault, with the Enchanted Meadow as the third treasure.

The Glowing Gem is an Artifact that contains one 
spell, but the Captain will just sell it to get the 17 gold. 
If he sold it to the Soldiers he would get a Fame reward 
of 5F in addition to the 17 gold… but he can’t do this 
because SHQ is currently hired and cannot buy or sell 
anything for the Soldiers!
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cAPtAIn dAy 21

S – S
S S

The Captain would like to leave the Caves, with S2 and S3 
following him, to explore the Mountain, while SHQ stays 
behind to continue searching for treasures. The problem 
with this idea is that today is the seventh day of a week, 
so if the Monster Roll was a “4” the dead Tremendous Troll 
would regenerate and be summoned back to the Vault 
where it would kill SHQ (who can’t defeat it by himself ).

So the Captain decides to spend the day looting the 
Vault again, just in case they have to fight a regenerated 
Troll.

Day 21

SHQ records “S – S” as his actions for this day.
S2 and S3 follow SHQ. The Monster Roll is a “1”.
The Captain is randomly selected to move first. He 

does two Loots at the Vault, but finds nothing.
SHQ then takes his turn. He uses his Search phases to 

roll twice on the Enchanted Meadow Table. The first roll is 
a “6” which has no effect, and the second roll is a “5” which 
is a Curse. But natives are never affected by Curses, so this 
roll also has no effect (rule 4.6.8a.1).

cAPtAIn dAy 22

M CS2 – M EV4
2 4

SHQ records “S – S” as his actions for this day.
S2 and S3 follow the Captain. The Monster Roll is a 

“4”.
SHQ moves first, and does two more rolls on the 

Enchanted Meadow Table. He gets a “5” on each roll, for 
Curses that have no effect on him. It should be obvious 
by now why having a hired native leader, or a controlled 
monster, roll on a Treasures Within Treasures table is so 

useful… if the Captain had been the one searching the 
Enchanted Meadow he would have been hit by three 
Curses already, without finding a single thing!

The Captain abandons the Golden Icon in Caves 3, 
and then moves to Evil Valley 4, along with S2 and S3.
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cAPtAIn dAy 23

H – H – M EV1 – M M5
H H 1 5

SHQ records “S – S” as his actions for this day.
S2 and S3 follow the Captain. The Monster Roll is a 

“3”.
The Captain goes first, hiding and then moving to 

Mountain 5. The revealed chits are Bones M (Giants and 
Giant Bats) and Patter 2 (Spiders).

SHQ then does two more rolls on the Enchanted 
Meadow Table, finally having success with a “2” on the 
second roll, to take the Truesteel Broadsword. Hired native 
leaders cannot use weapons, but they can carry them, so 
SHQ will now race after the Captain to get the Truesteel 
Broadsword into his hands as quickly as possible.

The Truesteel Broadsword is an excellent weapon for 
the Captain. It gives him the ability to kill any opponent 
he might face, and it allows him to make full use of his 
fast Fight M3** chit as long as he’s not fighting a Tremen-
dous armored opponent (he would have to use a slower 
H Fight chit to kill a Tremendous armored opponent). This 
weapon also does not suffer any penalty when it is not 
alerted, so it can attack with full effectiveness in every 
round of combat. It gives the character who possesses it 
6F and 3N, and is worth 25 gold if it is sold.

The Captain’s main problem at this point is that the 
game is almost over, so he won’t have too many days 
available to take advantage of his potent Truesteel sword 
+ Soldiers combo.

M
TRUESTEEL



oPenIng gAmbIts
Certain characters have the possibility of using some 
unusual opening moves, and experienced players will 
often make use of these unusual openings. Although 
I’m not going to demonstrate any of these opening 
gambits in this beginner’s tutorial, I think that I should 
at least provide a brief discussion of them.

These opening gambits involve a character sell-
ing some – or even all – of his starting equipment on 
the first turn of the game, in order to gain gold that 
he can then spend on something else. Obviously, this 
only applies to characters who begin the game with 
some expensive equipment, and who can also start at 
a Dwelling that has natives that are Friendly or Ally to 
them.

The Captain is one of the characters that can use 
this kind of an opening gambit. With a little bit of luck, 
and a willingness to sell off his armor, he could poten-
tially have either the Soldiers or the Guard hired by the 
end of the first day of the game. Or, if he starts at the 
Guard house, he could upgrade from a Short Sword to 
an Axe, Mace, or Broadsword.

There is some risk involved in this kind of an 
opening. If the natives you hire get killed off early, or 
if you don’t find a good opportunity to make use of 
the upgraded equipment that you purchased, you 
may regret spending that much gold so early in the 
game. And you may not get the Trade/Hire rolls that 
you need right away. It’s also easier to make intelligent 
decisions about the best way to spend your gold after 
the map has been explored to some extent. But there’s 
no denying that this kind of opening can sometimes 
give a character an early advantage over the other 
characters in the game.

In the case of the White Knight, expert players 
were so adept at gaining a huge advantage with him 
by starting at the Chapel, selling off some or all of his 
starting equipment, and then trading/hiring with the 
Order as Allies, that optional rule 10.A.6.8 was added 
to the 3rd edition rules (with the full approval of Magic 
Realm designer Richard Hamblen) to try to limit the 
White Knight’s ability to benefit from this opening 
strategy.
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Chapter 7

The Swordsman
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The Swordsman is an extremely fast character, with two 
Fight L2** chits and one Move L2** chit. Just like the 
Woods Girl, his primary method of avoiding trouble will 
be to simply run away from it. He has no armor and no 
spellcasting ability, and his Thrusting Sword is mostly 
unremarkable, although its length gives him a slight 
advantage over opponents with shorter weapons (Short 
Sword, Axe, Mace).

What really makes the Swordsman unique, however, 
are his Special Advantages. “Clever” allows the Swords-
man to choose when to take his turn during Daylight. 
He can be the first character to take a turn, or the last 
character to take a turn, or he can watch the other char-
acters take their turns and take his turn at any point in 
that sequence. This may not sound like much of a Spe-
cial Advantage, but a skilled Swordsman player can use 
it to great effect. It is, however, completely useless if the 
Swordsman is playing solitaire and is the only character 
in the game.

His other Special Advantage, “Barter,” is obviously 
beneficial in that he only rolls one die when attempting 
to purchase something from a native group. He’s also 
Friendly with the Rogues; rolling one die on the Friendly 
column of the Meeting Table will certainly make it easy 
for him to buy stuff from them.

As the Swordsman contemplates his actions for Day 
8 here, there doesn’t seem to be much that he can do. 
There’s nothing in the Lost Castle in the Ledges except 

monsters that he doesn’t want to fight (there is no path 
he can follow to reach the Cairns); he can’t open the 
sealed Vault; there’s nothing interesting in the High Pass 
or Maple Woods; and he can’t even reach the Ruins with 
roads that are visible here.

But, instead of leaving the area altogether and 
searching for a better location, he decides to start search-
ing for the Vault. What on earth is he thinking?

Day 8

The Monster Roll is a “3”.
This is exactly what the Swordsman was hoping for, 

and he immediately uses his “Clever” Special Advantage 
to announce that he will take his turn last. The White 
Knight and the Berserker will have to take their turns 
first.

The White Knight is randomly selected to go first. He 
hides and moves to Ruins 4. Goblins are prowling today, 
so the six Axe Goblins move to Ruins 4 as well, and the six 
Spear Goblins are summoned by the Patter 5 chit.

The Berserker then takes his turn, hiding and mov-
ing to High Pass 3. The six Great Sword Goblins are sum-
moned by the Howl 4 chit.

Finally, the Swordsman takes his turn. He hides, 
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moves to the Vault and locates it with his first Search. But 
he can’t Loot the Vault because it is sealed, so his second 
Search phase is wasted. The Ruins C chit would then nor-
mally summon a group of Goblins directly to the Vault… 
but there are no Goblins left on the Set Up Card!

The Swordsman chose to move last in the hopes that 
the other characters, moving before him, would summon 

all of the Goblins that were left on the Set Up Card. Now 
the only monster that can appear in the Borderland is the 
Tremendous Troll that is guarding the Vault.

That was a neat trick, but the question remains: how 
does this benefit the Swordsman? He can’t kill the Troll, 
and he can’t open the Vault.

swordsmAn dAy 9

M BL6
6

Prior to Birdsong, the Swordsman’s player turns to the 
Berserker’s player and says, “Do you want to team up 
here? I’ll help you kill the Tremendous Troll if you’ll open 
the Vault. We’ll both loot it and split the treasures as even-
ly as possible.”

The Berserker’s player considers this proposal, and 
considers what chance he has of accomplishing anything 
worthwhile on this map by himself, and then readily 
accepts.

Now, at first glance, the Swordsman’s offer of assis-
tance in fighting the T Troll doesn’t seem to make much 
sense. You’ll remember the T Troll from the previous chap-
ter: it’s a really tough monster to defeat (and many expe-
rienced players believe it to be the toughest monster in 
the game). The Swordsman certainly can’t kill it, although 
he can run away from it easily enough. But the Berserker 
wants to avoid the T Troll at all costs. He can’t run away 
from it, and if the Troll picks him up (flips to its red side) 
the Berserker is dead on the next round. To avoid being 
undercut and picked up, the Berserker has to play a Move 
H4** chit… but that means that he can’t kill the Troll with 
his Great Axe. He has to use a T Fight chit to kill the Troll 
with his Great Axe, but all of his T Fight chits have at least 
one asterisk, so they can’t be played if he’s also playing a 
Move H4** chit!

Thus if the Berserker fights the Tremendous Troll he 
will only get one swipe with his Great Axe to line up and 
kill the Troll, and then the Troll will kill him. If the Berserk-
er starts the battle hidden, he gets two swipes before he 
dies. It’s suicidal for the Berserker to take on the Tremen-
dous Troll.

But with the Swordsman’s assistance the Berserker 
can get an easy kill on the Troll without any risk to either 
character. An important fact to remember about the 
Magic Realm combat system is that when two characters 
can trust each other enough to cooperate, they can often 
be way more powerful and effective than any single char-
acter. It is very cool to see two characters combine their 

efforts to easily defeat a monster that neither character 
could handle by himself.

Now that the Swordsman and the Berserker have 
agreed to cooperate to loot the Vault and kill the Troll (if it 
appears), their first objective is to meet in the same clear-
ing. The Troll remains a deadly threat to the Berserker as 
long as he is by himself. They agree to meet in Borderland 
6, a clearing that they can both reach on this day.

There’s no need to hide; if the Troll appears they will 
definitely want to fight it… and they won’t need a free 
attack from hiding to defeat it.

Day 9

The Monster Roll is a “2”.
The Swordsman goes first, moving to BL6. Then the 

White Knight, disgusted at seeing nothing but stacks of 
monsters that he can’t defeat, heads off to explore some 
other part of the map (not shown here). And finally, the 
Berserker moves to BL6 to join up with the Swordsman.
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The Swordsman’s plan all along has been to convince the 
Berserker to team up with him. To accomplish this, he 
tried to make sure that no Goblins could show up in the 
Borderland; he located the Vault so that he can offer to 
share that information with the Berserker; and he offered 
his assistance against the Tremendous Troll, which will 
give the Berserker an extra 8F and 8N that he otherwise 
could not have gotten.

The only reason that the Berserker might have 
declined this deal is if he thought that he could get more 
treasures out of the Vault by simply looting it himself. But 
if the Troll shows up early he might not get any treasures, 
and once the Vault is opened he can’t really prevent the 
Swordsman from looting it anyway, so cooperation here 
is a good deal that will benefit both characters.

Day 10

The Monster Roll is a “6”.
The Swordsman goes first and simply moves to the 

Vault. The Swordsman can’t show the Berserker where 
the Vault is until they are both present in the Vault’s clear-
ing (rule 4.5.5a) so the Swordsman will have no chance 
to Loot the Vault on this day. But the Swordsman moved 
first (with his Special Advantage) to insure that the Ber-
serker would get at least one Loot roll.

The Berserker then moves to the Vault and announc-
es a Search phase. At the start of the Search phase, the 
Swordsman shows the Berserker the location of the 
Vault, the Berserker records it as a discovery, and then 
he fatigues his Fight T6* chit to open the Vault. He then 
makes one Loot roll, drawing the Remains of Thief on a 
“4”.

The Remains of Thief is another Treasures Within 
Treasures card, but, unlike the Enchanted Meadow, it is 
not a Site card. In this case, the character that found the 
Remains of Thief simply takes all of the treasures that are 
listed… but he also suffers a Curse. The Berserker must 
take both the treasures and the Curse; he can’t decline 
the Remains of Thief to avoid the Curse.

The Berserker gets the Living Thrusting Sword, the 
Hidden Ring, and 20 gold. He then rolls on the Curse 
Table and gets the Disgust Curse: all of his recorded Fame 
is worthless and cannot be counted for victory purposes 
unless he can get the Curse removed. This Curse won’t 
bother the Berserker too much as long as the Chapel isn’t 
too far away.

REMAINS
OF THIEF

get CURSE,
treasures

discard

P3

HIDDEN
RING

(1 spell)

FAME:–10
- N:10 20
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The Monster Roll is a “2”.
The Swordsman chooses to go first. He does four 

Loots at the Vault, and finds the Girtle of Energy. This is a 
potentially useful treasure that allows a character to play 
three asterisks in a single round of combat, rather than 
the normal limit of two asterisks. However, if a character 
does use this treasure to play three asterisks, he must 
then fatigue two asterisks. (And, no… I have no idea what 

a “girtle” is either.)
The Berserker also does four Loots at the Vault, and 

finds the Belt of Strength, a fantastic treasure that can 
alter the strength of a character’s Move and Fight chits. 
If, for example, the Swordsman activated the Belt of 
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Strength, his Move L2** chit would become a Move T2** 
chit, his Fight L2** chits would become Fight T2** chits, 
etc. He could carry, and wield, the most powerful weap-
ons in the game with blazing speed!

GIRTLE OF
ENERGY

FAME:2
- N:4 13

EFFORT limit
is 3* / round

BELT OF
STRENGTH

FAME:3
- N:6 16

*’s determine
force, **=T,

*=H, zero=M
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There are only two treasures left in the Vault, but the 
Swordsman and the Berserker decide to spend one more 
day looting: eight chances to roll a “1” or a “2” on the Loot 
Table. And the Berserker, of course, is still hoping that the 
Tremendous Troll might appear.

Day 12

The Monster Roll is a “4”.
The Swordsman goes first and does four Loots at the 

Vault. He finds nothing, and then the Troll appears and 
blocks both characters, cancelling the Berserker’s turn.

Now here is how the Swordsman and the Berserker 
work together to take down the fearsome Tremendous 
Troll:

In the Encounter Step, the Swordsman lures the Troll, 
which allows the Berserker to play his Fight H5 chit to alert 
his Great Axe. In the Melee Step, the Berserker selects the 
Troll as his target. The Swordsman uses his Move L4 chit 
to Dodge but does not play any attack. The Berserker pro-
tects the Swordsman by playing his Great Axe in Swing 
with his Fight T5* chit (see illustration on next page).

And that’s it! The Troll cannot undercut the Swords-
man’s maneuver, so it will only hit if it moves to the Dodge 
& Swing box… but when that happens the Berserker’s 
Great Axe will kill it before it can harm the Swordsman. 
In the first round, the Great Axe will attack first because it 
is the longest weapon, and in any succeeding rounds the 
Great Axe will again attack first, because it has the same 
speed as the Troll’s attack but is still the longest weapon 
(attacks are resolved in weapon length order when their 
speeds are equal).

The only question is how many rounds it will take 
before the Troll moves to Dodge & Swing and is killed. 
To keep the battle from ending before the Troll is killed, 
the Swordsman and the Berserker will take turns playing 

a two asterisk chit every other round so that they have to 
fatigue.

In this case, the Troll moved to Dodge & Swing on the 
first round and was killed, so the characters did not need 
to fatigue any asterisks to keep the battle from ending 
because of two rounds where nothing happened.

The Berserker earns 8F and 8N for his kill. He’s not 
allowed to share any of these points with the Swordsman, 
which means that the Swordsman gets nothing even 
though it was his assistance that gave the Berserker his 
easy kill. The Berserker will keep this debt that he owes to 
the Swordsman in mind when they discuss how to divide 
up the loot from the Vault.

Characters can trade with each other in the Evening 
at the conclusion of combat, just like they can at the start 
of any phase during Daylight. The Swordsman and the 
Berserker decide that they are done with the Vault, so 
they go ahead and divide up the loot that they got.

The Berserker gives the Swordsman the Living Sword, 
the Belt of Strength, and 10 gold (half of the 20 gold he 
got from the Remains of Thief ). The total gold value of 
these items is 51 gold. The Swordsman gives the Berserk-
er the Girtle of Energy, and the Berserker keeps the Hid-
den Ring and the remaining 10 gold from the Remains of 
Thief. The total gold values of these items is 43 gold.

The Swordsman seems to have gotten the better 
deal, 51 gold to 43 gold, but the Berserker also got the 
8F/8N from killing the Troll, so both players feel that this 
split is fair. The Living Sword and the Belt of Strength are 
far more useful to the Swordsman than the Berserker, and 
the Berserker is probably more likely to make use of the 
Girtle of Energy.
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If the Swordsman needs a Great Treasure to meet his 
Victory Requirements, then he might also like to have the 
Hidden Ring. But he now has 20 gold in cash, so if that 
was the case he could simply offer to buy the Hidden 
Ring from the Berserker.

Now the Swordsman and the Berserker have to 
decide whether they want to continue working together 
as a team. The rules certainly allow this: as long as both 
characters finish with a positive score, they both can win. 
And they do make a very good team: their respective 
strengths and abilities complement each other nicely. 
Ultimately it just comes down to the willingness of each 
player to be part of a team, and the opportunities that 
may be available to them in the other parts of the map 
that are not shown here. If the Swordsman and the Ber-
serker do decide to join forces, it will certainly be a cause 
for concern among the other players in the game.

It should, however, be noted that backstabbing, 
betrayal, and player-killing are all perfectly legal in Magic 
Realm. The fundamental concern in any partnership is: 
how much can you trust the other player? In our example 
here, the Berserker could have said, “Screw you!” and run 
off with the Living Sword, Belt of Strength, Hidden Ring, 
and all 20 gold from the Remains of Thief, and there’s not 

much that the Swordsman could have done about it.
But backstabbing another character often results in a 

short term gain coupled with long term negative conse-
quences, so you should probably avoid doing this unless 
you are very certain about what you are doing. If the Ber-
serker had just run off with most of the loot, he would 
find it difficult to make any future deals with the other 
players, who will remember how he cheated the Swords-
man (possibly even in future games with the same play-
ers). In the worst case, you could create an implacable 
enemy who, instead of trying to win the game himself, 
will devote all of his efforts to seeing you hunted down 
and killed. The Berserker may not fear the Swordsman, 
but if the Swordsman joins up with the White Knight, 
promising the White Knight that he can have all of the 
Berserker’s loot in exchange for his assistance in killing 
the dishonorable Berserker… well, now the Berserker 
would have a real problem!

Building a reputation as an honorable player and a 
trustworthy partner will pay big benefits in the long run. 
And if you do occasionally get backstabbed along the 
way, reacting aggressively when it happens may help 
convince the other players that they are better off deal-
ing with you fair and square.
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Chapter 8

The Sorceror
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sorceror dAy 13

So far in this tutorial the only spellcasters we’ve looked 
at have been characters with limited spellcasting abil-
ity. These characters can start the game with one or two 
spells that might prove to be useful, but they don’t neces-
sarily rely on their spellcasting ability to have success in 
the game. (Some of these limited spellcasters can go an 
entire game – and win – without casting a single spell.)

In this chapter, however, we are going to look at a 
truly powerful spellcaster, the Sorceror, who is a radically 
different character than any of the previously featured 
characters. The Sorceror relies almost totally on magic.

(Yes, the Sorceror’s name is spelled wrong. Whether 
this was intentional or just an error that was never cor-
rected is unknown. This spelling has been used ever since 
the game’s initial release, although, oddly enough, the 
correct spelling – “Sorcerer” – does appear on the front of 
his character card.)

The Sorceror appears to be astonishingly weak at 
first glance: he has no armor, no weapon (other than 
a dagger), a single Fight chit, and only two Move chits. 
He’s definitely not a fighter, and he’s not fast enough to 
run away from most opponents. The Sorceror, however, 
is actually one of the most potent and dangerous charac-
ters in the game.

He has nine Magic chits, including six Type IV Magic 
chits (the most effective Attack spells are Type IV spells), 
and three Type VI Magic chits. These nine Magic chits 

make him a formidable opponent.
It’s interesting to compare the Sorceror to the spell-

casters found in traditional roleplaying games. Spellcast-
ers in other roleplaying games often need armor and 
possibly a weapon to increase their chances of surviving 
combat, and they will often have literally dozens of spells 
to choose from, but these spells may not be very pow-
erful. Magic Realm’s Sorceror, in contrast, will likely play 
the entire game without ever obtaining any weapon or 
armor, and his three spells can be extremely powerful… 
so powerful, in fact, that to win the game he may not 
need anything other than the three spells he has at the 
start of the game.

The Sorceror’s Special Advantages are receiving a 
bonus Enchant phase on every turn, which makes it eas-
ier for him to do enchantments, and rolling just one die 
on the Reading Runes Table, making him very effective at 
learning and awakening new spells.

He has a disadvantage in that none of the natives 
that are Friendly or Ally to him start on the map. Most 
of the natives that do start on the map are Unfriendly or 
Enemy to him.

The type of game that the Sorceror plays will be 
determined by the three spells that he selects at the start 
of the game. He has a wide variety of spells to choose 
from.
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Type IV Spells (Energy-binding alchemy)

 Blazing Light (Purple) – This is not often selected 
as a starting spell, as the effort required to recov-
er from casting it is generally not worth the ben-
efit of gaining a bonus phase in a cave clearing. 
However, given the right set of circumstances, 
this can be a useful spell. It can be particularly 
useful if you are playing with another character 
as a partner, as it gives every character in the 
clearing a bonus phase in caves on the next day.

 Elemental Spirit (Purple) – Spells that change 
Magic chits into a different Magic type are 
extremely difficult to use effectively, and are 
never selected as a starting spell.

 Fiery Blast (Purple) – Overall, this is probably 
the most powerful Attack spell in the game. It’s 
capable of killing any number of opponents in a 
single shot. This spell is almost always selected 
as a starting spell by any character who has mul-
tiple Type IV Magic chits.

 Hurricane Winds (Purple) – A useful spell that can 
be used in two ways: you can blow an opponent 
that you don’t want to fight out of your clearing 
and into an adjacent map tile, or you can fly into 
an adjacent map tile yourself. However, it can 
only be cast if you are in a mountain clearing.

 Lightning Bolt (Purple) – An Attack spell that 
does more damage than Fiery Blast, but it can 
only hit one opponent and it can only be used 
in mountain clearings. This spell is occasionally 
selected as a starting spell; its main drawback is 
that you may never get an opportunity to use it.

 Roof Collapses (Purple) – A potentially useful 
Attack spell if you will be spending a lot of time 
in caves, but it’s rarely selected as a starting 
spell.

 Violent Storm (Purple) – A nuisance spell that is 
almost never selected as a starting spell, but, like 
all nuisance spells, it could be useful in the right 
situation.

Type VI Spells (Conjuring techniques)

 Dissolve Spell (Purple) – This spell is more often 
used to break your own spells rather than those 
cast by your opponents. It can be an important 
starting spell for some strategies.

















 Enchant Artifact (Purple) – A powerful spell that 
can be used to great effect by someone like the 
Sorceror… if he can obtain a Spell Book or Arti-
fact.

 For example, if Blazing Light is added to a Spell 
Book or Artifact with the Enchant Artifact spell, 
and is used in a Cave tile that has been enchant-
ed to provide Purple magic in every clearing of 
the tile, you’ll get a bonus phase in those cave 
clearings every day at no cost! The Spell Book 
or Artifact is used to cast the spell rather than a 
Magic chit, and the clearing itself provides the 
necessary Purple magic, so the spell could be 
cast every day without any fatigue occurring at 
all.

 Melt into Mist (Purple) – This is a popular start-
ing spell for the Sorceror: once he casts this spell 
on himself, he turns into Mist whenever Purple 
magic is present in his clearing. In Mist form, a 
character is perfectly safe; he cannot be blocked 
or attacked. However, in Mist form a character is 
also unable to Search, Loot, Trade, Hire, Block, 
Attack, or do enchantments, so if there are oth-
er spellcasters in the game they may be able 
to use a character’s Melt into Mist spell against 
him by turning him into a helpless Mist in clear-
ings where is trying to do something other than 
hide.

 For example, assume that the Sorceror has been 
using Melt into Mist to avoid trouble, and then 
finds the Hoard in the Crag. If another spellcaster 
enters the Crag and enchants it, the Sorceror will 
instantly turn into Mist and be unable to loot the 
Hoard. If he does not have Dissolve Spell he may 
never be able to loot the Hoard. If he does have 
Dissolve Spell, he will still have to move out of 
the Crag to a clearing without Purple magic, cast 
Dissolve Spell to break the Melt Into Mist spell, 
and then move back to the Hoard without the 
protection of Melt into Mist… while hoping that 
the other spellcaster doesn’t loot all of the good 
stuff from the Hoard before he can get back to 
it.

 Phantasm (Purple) – A Phantasm allows you to 
safely Peer or Enchant an adjacent map tile with-
out any risk of encountering monsters that might 
be prowling there. This is a useful spell that is 
sometimes selected as a starting spell. Note that 
a Sorceror using Melt into Mist for protection 
could use Phantasm to enchant map tiles that 
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would otherwise turn him into Mist (preventing 
him from enchanting them normally).

 Transform (Purple) – This is a powerful spell that 
transmorphizes the target into a different crea-
ture. You can use it on an opponent to weaken 
him (transform the Tremendous Troll into a Frog 
and then kill it with your dagger), or use it on 
yourself to gain the ability to use walking the 
woods or flying. It’s an excellent starting spell, 
but it is a bit unpredictable (you might transform 
the Tremendous Troll into a Dragon instead of a 
harmless Frog).

 Unleash Power (Purple) – This spell allows spell-
casters to use weapons & armor, and carry trea-
sures, that they otherwise could not use/carry. 
It’s rarely selected as a starting spell.

 World Fades (Black) – This spells gives a character 
the chance to hide during combat, and allows 
the use of Magic Sight. It’s a useless spell for 
the Sorceror, however, because it requires Black 
magic that the Sorceror cannot supply.

Note that all of the spells listed here, except one, 
require Purple magic. The Sorceror, with six Type IV Magic 
chits that can be enchanted to create Purple magic color 
chits, is the absolute master of the Type IV and Type VI 
spells.

The Sorceror began this game with Transform, Dis-
solve Spell, and Fiery Blast as his three starting spells. 
He currently has his four slowest Type IV Magic chits 
enchanted into Purple magic color chits. He also has 26 
points of gold as a result of selling some treasures earlier 
in this game.

The Sorceror’s Allies, the Lancers, are at the Small 
Campfire, and he would certainly like to hire them, but 
he also needs to explore the other nearby map tiles 
to see where he and the Lancers might have the great-
est chance of success. He’s not overly interested in the 
Altar, even though it contains four Large Treasures. He 
can’t learn the spells that are inscribed on the Altar (one 
Type II and one Type III), and the Demon that can appear 
is a dangerous monster: its Power of the Pit attack can 
be instant death. The Stink M Warning chit can bring on 
Giants and Spiders.

We pick up the action here in the Evening of Day 13.

Day 13 Combat

The Sorceror is alone in his clearing, so he is free to cast 
any spells he wishes during this combat.

During combat, the Sorceror uses his Magic VI6* chit 







and a Purple color chit (an enchanted Magic IV4* chit) to 
cast Transform, selecting himself as the target. He spe-
cifically chose his slowest Type VI chit to cast this spell, 
in order to keep his fast Type VI chits available should 
he later need to cast spells during an actual battle. Simi-
larly, he selected his fastest enchanted Type IV color chit 
to provide the Purple magic needed to power this spell 
– even though the chit’s speed is ignored if it has been 
enchanted into a color chit – so that when he later recov-
ers that chit by resting he will be putting a fast chit back 
into play.

Normally, a character cannot select a hidden indi-
vidual as the target of a spell unless he has previously 
obtained a “Hidden enemies” Search result earlier that 
day. A character may, however, always select himself as 
the target of a spell, regardless of whether he is hidden 
or not. The Sorceror becomes unhidden as soon as he 
selects himself as the target of the Transform spell.

The Sorceror rolls a “6” on the Transform Table, so the 
Transform spell turns him into a Frog. A Frog moves with 
a speed of “3”, has Light vulnerability, and cannot attack 
at all. While he is in the form of a Frog, the Sorceror can-
not cast spells or use his dagger, and his action chits are 
frozen and out of play. Any belongings that he is carrying 
are transmorphized along with him, so they move with 
him but are otherwise frozen and out of play.

The color chit used to cast the spell fatigues normally 
(before it is frozen), but the Magic VI6* chit used to cast 
the spell is handled differently because Transform is a 
Permanent spell.

There are seven different varieties of spells in Magic 
Realm, each of which has a different duration:

 Instant spells take effect immediately when 
they come to life and expire as soon as they are 
resolved.

 Attack spells attack like a weapon and expire 
after the attack is resolved.

 Fly spells create a Fly chit and expire after the 
Fly chit is used, but the exact duration depends 
upon how the Fly chit is used.

 Phase spells have a delayed effect and expire 
after they are activated.

Combat spells expire at Midnight.

Day spells expire at Sunset of the next day.

 Permanent spells do not expire unless they are 
broken, or the target or spellcaster dies.

Whenever a Combat spell, Day spell, or Permanent 
Spell is cast, the Magic chit used to cast that spell is 
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placed with the target and the spell is said to be bewitch-
ing that target.

A Magic chit that is used to cast a spell remains out 
of play – and the spell itself is tied up and cannot be cast 
again – until the spell expires. When a spell expires the 
Magic chit used to cast it fatigues and can be recovered 
by resting, and the spell is freed and can be cast again.

In this case, the Sorceror’s Magic VI6* chit can be 
placed on his character card (or with his belongings, etc.) 
to indicate that he is bewitched by his Transform spell. 
He cannot use this Magic chit for any purpose, he cannot 
cast the Transform spell again, and he cannot roll again 
on the Transform Table to try to get a different result.

Permanent spells have two states: they can be inert, 
or energized. A Permanent spell’s effects are only active 
when the spell is energized. All Permanent spells always 
fall inert at Midnight. Here, the Sorceror’s Transform spell 
turns him into a Frog, but at Midnight the Transform spell 
falls inert and the Sorceror reverts to his true form. He will 
start Day 14 as a normal Sorceror.

Permanent spells can be energized by the appropri-
ate color magic, so Purple magic will energize the Trans-
form spell and turn the Sorceror back into a Frog. If the 
Sorceror is in, or enters, a clearing that contains Purple 
magic, due to an enchanted map tile, the Dragon Essence 
treasure (Enchanted card), or the 21st day of the month, 
the Transform spell is energized automatically and the 
Sorceror will turn into a Frog and remain in that form 
until Midnight.

In addition, any character in the Sorceror’s clearing 
can use a Purple magic color chit to energize the Trans-
form spell and turn the Sorceror back into a Frog. The 
 color chit will fatigue normally after energizing the Per-
manent spell. A color chit used in this way can only ener-
gize one Permanent spell, and cannot be used for any 
other purpose. Color chits used for other purposes have 
no effect on Permanent spells, so, for example, the Sor-
ceror could use a Purple magic color chit to cast his Fiery 
Blast spell without turning himself back into a Frog.
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sorceror dAy 14

H – M DW2 – M CG2 – M CG2
H 2 2 2

When the Sorceror chose to cast the Transform spell on 
himself, he gave up the ability to transform a danger-
ous opponent into something less dangerous, because 
he cannot cast the Transform spell again as long as it is 
bewitching him. However, he now has the ability to turn 
into a Frog at any time by expending a Purple magic color 
chit. How does this benefit him?

There are two benefits to being able to turn him-
self into a Frog. First, a Frog, with a move speed of “3”, 
moves faster than the Sorceror (whose fastest Move chit 
is a Move M4*), so turning into a Frog could allow him to 
 safely run away from some situations where, as a Sorcer-
or, he would otherwise be trapped and unable to escape.

The second benefit of being a Frog – and the one 
that the Sorceror is primarily interested in – is that a Frog 
is allowed to use a form of movement called “walking 
the woods” which is not available to normal characters 
or natives. When a character takes the form of a beast 
and walks the woods, he can ignore all roadways within 
a map tile and move directly from clearing to clearing as 
he sees fit. For example, from his current clearing of Deep 
Woods 5, a Frog could move directly to the Altar in Clear-
ing 1 with just a single Move phase, but a normal char-

acter would need three Move phases to reach the Altar 
from Clearing 5.

Beasts that are walking the woods must follow the 
roadways normally when moving from one map tile to 
another, so a Frog could not move directly from the Lin-
den Woods to the Crag. Beasts that are using walking the 
woods to ignore roadways cannot be followed unless the 
follower is also a beast. Note that, despite its name, walk-
ing the woods can be used in any map tile regardless of 
the tile’s terrain.

Day 14

The Monster Roll is a “5”. Grey magic is available in every 
clearing on the map, but the Sorceror can’t use it.

Note that the Sorceror’s recorded turn is illegal for 
a normal character. If he doesn’t turn into a Frog before 
he starts moving, his recorded Move phases will be can-
celled and his turn will be limited to a single Hide phase.

Color chits can be played at the start of any phase 
during Daylight, so at the start of his Hide phase the Sor-
ceror expends a Purple magic color chit (Magic IV4*) to 
energize the Transform spell and turn into a Frog. The 
 color chit fatigues. He will remain a Frog until the spell 
falls inert at Midnight.

The Frog fails his hide attempt, and then moves to 
Crag 2, revealing Smoke M (Flying Dragons) and the Lair. 
No monsters appear, and the Frog turns back into the 
Sorceror at Midnight as the Transform spell falls inert.
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sorceror dAy 15

M DW2 – M DW1 – M LW2 – M LW4

2 1 2 LW4
The Monster Roll is a “4”.

The Sorceror expends another Purple magic color 
chit (Magic IV4*) at the start of his first phase to turn back 
into a Frog, and then moves to Linden Woods 4. It takes 
four Moves phases to get there when walking the woods, 
but a normal character would require eight Move phases.

The Frog turns back into the Sorceror at Midnight 
when the spell falls inert. The Sorceror has one Purple chit 
remaining, and three fatigued Magic chits (all of them 
Magic IV4* chits).

The Lancers remain at the Small Campfire. Prowling 
natives will never leave 
a Dwelling to move to 
other clearings in their 
map tile.
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sorceror dAy 16

H – M CN2
H CN2

The Sorceror only has one Purple chit remaining, so he 
decides to stay in his normal form to explore the Cavern, 
in the hope that he won’t need to expend a color chit on 
this day.

Magic is powerful, but it takes a long time to recov-
er from using it… and an exhausted spellcaster is often 
highly vulnerable if some other character wanders by 
looking to cause trouble. This need to constantly manage 
one’s magical power is a problem shared by all spellcast-
ers. Most characters will try to avoid a fully-rested Sorcer-
or with a lot of Purple chits, especially if they don’t know 
what spells he has recorded, but an exhausted Sorceror 
with no Purple chits is at great risk of being attacked by 
any other nearby characters.

Day 16

The Monster Roll is a “4”.
The Sorceror again fails to hide, so he moves to Cav-

ern 2 unhidden. Bones C and Slither 6 are revealed. Two 
Heavy Trolls appear in the Sorceror’s clearing and block 
him, so the Sorceror has a battle on his hands in the Eve-
ning.

The Sorceror in human form has little chance of sur-
viving this battle: he can’t run away from the Heavy Trolls, 
and his Fiery Blast spell (which he can only cast once) has 
only a 25% chance of killing both Heavy Trolls.

Encounter Step –  Round 1

Actions

The Sorceror expends his last Purple chit to energize his 
Transform spell, which turns him back into a Frog. He 
then runs away, back out of the Cavern towards Linden 
Woods 4, which he do because the Frog’s move speed 
of “3” is less than the Heavy Trolls’ move speed of “4”. The 
Purple chit (Magic IV5*) fatigues.

sorceror dAy 17

M LW4 – R – R – R
4 R R R

The Monster Roll is a “5”.
The Sorceror moves to Linden Woods 4 and recovers 

his three fatigued Magic IV4* chits.
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sorceror dAy 18

R – EM – E – E – E
R EM E E E

The Monster Roll is a “1”.
The Sorceror does one more Rest to recover his 

fatigued Magic IV5* chit, and then enchants the Magic 
IV5* chit and two Magic IV4* chits into Purple color chits. 
He’s using his “Aura of Power” Special Advantage to record 
an extra Enchant phase, so he records and executes a 
total of five phases.

He now has recovered all of his chits (except for the 
Magic VI6* chit that is still bewitching him) and has pre-
pared three Purple magic color chits. It took two full days 
to recover from three days of extensive magic use.

sorceror dAy 19

H – H – M LW5 – M CL2
H H 5 CL2

The Monster Roll is a “6”.
The Sorceror expends a Purple chit (Magic IV4*) to 

become a Frog, hides, and then uses walking the woods 
to move to Cliff 2, revealing Ruins M and Patter 2. A Giant 
Bat appears in the hidden Frog’s clearing. The Frog, of 
course, will remain hidden and not fight a Bat that he 
cannot kill or run away from.

sorceror dAy 20

M LW5 – H – T – HR
5 H T HR

The Monster Roll is a “2”.
The Sorceror, who is now back in human form, moves 

to the Small Campfire in Linden Woods 5, hides, and does 
one Trade phase to attempt to buy something from his 
Allies, the Lancers.

The Lancers have four Spears and two Small Trea-
sures available for purchase. The Spears are of no interest 
to the Sorceror, but both treasures are potentially useful: 
the Quick Boots and the Cloak of Mist.

The Quick Boots can be used as a Move M3 chit that 

never fatigues. These boots would make the Sorceror 
faster without requiring the use of magic. The Cloak of 
Mist is an extremely valuable – and surprisingly afford-
able – treasure that allows a character to record an extra 
Hide phase every turn.

The Sorceror decides to attempt to purchase the 
Cloak of Mist, and rolls a “4” on the Ally column of the 
Meeting Table (“Price x 3”) for a final price of 12 gold. 
That’s more than he wants to spend, because he really 
wants to hire the Lancers, so he declines the offer and 
buys nothing.

He then attempts to hire the Lancers. The Lancers 
have to be hired as a group, with a basic price of 8 gold (4 
Lancers at 2 gold each). The Sorceror rolls another “4” on 
the Meeting Table (“Price x 3”) for a final price of 24 gold. 
He agrees to this price, so the Lancers are hired for the 
remainder of the game (fewer than 14 days remain) and 
the Sorceror has 2 gold remaining.
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If the Sorceror was willing to continue trading/hiring 
until he got better offers, he could actually hire the Lanc-
ers and buy the Cloak of Mist (he would need a “Price x 
2” for each). However, there aren’t many days remaining 
in this game, so the Sorceror did not want to waste time 
trying to get better offers.

The Woodfolk then appear at the Small Campfire: 
they prowl on a Monster Roll of “2”, and the presence of 
a character at the Small Campfire summons them. The 
Woodfolk are Neutral to the Sorceror, so he has to roll on 
the Neutral column of the Meeting Table at the start of 
Evening to see if they will attack him. He rolls a “5” (No 
Deal) so they do not attack.

There was little chance that the Woodfolk would 
attack: he would have to roll a “6” on the Neutral column 
(Trouble) followed by another “6” on the Unfriendly col-
umn (Block/Battle). The Sorceror has to check to see if the 
Woodfolk are attacking, even if he is hidden and has no 
intention of fighting them, because if they are attacking 
he may want to avoid any activity during the Evening’s 
combat rounds that would cause him to become unhid-
den. Attacking natives can do nothing if the individual 
they are looking for remains hidden.

The Woodfolk are not attacking today, so the Sor-
ceror is free to do some spellcasting. He uses his Magic 
VI5* chit and one of his Purple chits to cast Dissolve Spell, 
selecting the Transform spell that is bewitching him as 
the target. He remains hidden (because his target is a 
spell), the Transform spell is broken, and the Magic VI5* 
chit, the Purple chit, and the Transform spell’s Magic VI6* 
chit are all fatigued.

The Sorceror can no longer transform into a Frog by 

expending a Purple chit, but the Transform spell is freed 
and can be cast again. He could even cast it on himself 
again in the hope of getting a result other than a Frog. 
He cannot, however, cast Transform on one of his hired 
natives, because they would immediately rebel and start 
battling him (see rule 8.4.2g).

The Sorceror broke the Transform spell because the 
Lancers cannot use walking the woods, so there is little 
reason for him to turn back into a Frog. Now, for example, 
if he and the Lancers were to battle the Demon at the 
Altar, he could transform the Demon into something less 
dangerous and then let the Lancers finish him off.

During combat, the Sorceror could also choose to 
battle the Woodfolk, even though they are not attacking 
him, but he declines to do so.
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sorceror dAy 21

A – T – H – R
A T H R

The Lancers follow the Sorceror, so the Lancer leader will 
not be taking a turn of his own today. The Monster Roll is 
a “1”.

Purple magic is present in every clearing on the map, 
and the Sorceror plans to use it. Note that, if he had not 
broken the Transform spell that was bewitching him, he 
would have turned back into a Frog automatically (and, 
as a Frog, he could not have used this day’s free Purple 
magic).

The Sorceror’s first phase is an Alert phase. When a 
character executes an Alert phase, he can alert his active 
weapon so that it will be alerted in the first round of 
combat in the Evening (the Berserker can also use an 
Alert phase to play his Berserk chit). When a spellcaster 
executes an Alert phase, he may alert one Magic chit 
instead of alerting his active weapon. An alerted Magic 
chit has a time number of “0”. Alerted Magic chits are thus 
extremely fast, but there is one drawback: at Midnight, 
any unplayed alerted Magic chits will fatigue automati-
cally. Spellcasters must be careful not to alert Magic chits 
unless there is a high probability that they will be used 
that day… otherwise they are fatiguing chits for no pur-
pose.

Unlike weapons, Magic chits cannot be alerted as an 
action during the Encounter Step of combat. A Magic chit 
can only be alerted by executing an Alert phase during 
Daylight.

The Sorceror alerts his Magic IV4* chit, making it a 
Magic IV0* chit for the remainder of the day.

The Sorceror then trades with the Neutral Woodfolk, 
to see what Treasure cards they are carrying. The Wood-
folk have the Ancient Telescope and the Gripping Dust, 
along with two Light Bows and one Medium Bow.

The Ancient Telescope allows a character to use 
enhanced Peer phases: if the character carrying the 
Ancient Telescope is in a mountain clearing, he can Peer 
at any other mountain clearing on the map. This could be 

useful if a character finds the Ancient Telescope early in 
the game. The Gripping Dust is a Potion that, when used, 
will keep the character’s weapon alerted in every round 
of combat on that day, even when it scores a hit.

The Sorceror is not actually interested in anything 
that the Woodfolk have for sale, but he has to pick 
something to buy and make a roll on the Meeting Table 
regardless. He selects the Ancient Telescope, declines 
to buy drinks, and rolls a “6” on the Neutral column for a 
“Trouble” result.

The “Trouble” result forces him to roll again on the 
Unfriendly column of the Meeting Table (he cannot buy 
drinks now to change this column). This roll is a “5”, which 
is a “Challenge” result. When an “Insult” or “Challenge” 
result is rolled on the Meeting Table, the character must 
pay a penalty (–5 Notoriety for an Insult; –5 Fame for a 
Challenge). If the character refuses to pay this penalty, 
the result is changed to “Block/Battle” instead.

The Sorceror does not want his Fame score to drop 
to –5, so he refuses to pay the penalty and is blocked, 
which cancels the rest of his turn. The “Block/Battle” result 
causes natives to block a character if it occurs during Day-
light; if it occurs during Evening, it causes the natives to 
attack the character. The Woodfolk and the Sorceror are 
having a heated argument, but they haven’t started fight-
ing each other… yet.

In the Evening, the Sorceror would normally have to 
make another roll on the Neutral column of the Meeting 
Table to see if the Woodfolk will start battling him, but 
here he simply announces that he is battling the Wood-
folk, so no die roll is necessary.

Note that, because we are using the Watchful Natives 
optional rule, the Sorceror would gain no advantage in 
this battle by being hidden. The moment he selects an 
unassigned watchful native as his target, that native and 
all other watchful members of its group will immediately 
be placed on his Melee Section and be assigned to attack 
him. There are no free attacks from hiding when fighting 
watchful natives.

This battle will feature a couple of new types of 
natives: Archers and Lancers. Archers do not attack at all 
when they are light-side-up, but they move extremely 
fast and are nearly impossible to run away from. If they 
change tactics to their dark side, they slow down as they 
start firing arrows. Their missile attacks can be deadly: 
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Light or Medium harm with two sharpness stars, a speed 
of “1”, and, just like the Elf and the Woods Girl, they only 
roll one die on the Missile Table.

The Lancers are mounted and will always ride their 
ponies in battle unless the battle takes place in a cave 
clearing. Horses are always inactive in cave clearings; they 
cannot be ridden in caves. A horse provides its rider with 
a significant amount of protection in a battle, because 
the horse must be killed before any attack can hit the rid-
er. Thus it usually requires two successful attacks to kill a 
mounted opponent.

A native horse (square counter) can only be ridden 
by the native with the same exact ID code. Lancer pony 
L3, for example, can only be ridden by Lancer L3; no oth-
er Lancer, or other native, or any character, can ever ride 
Lancer pony L3.

All horses of a given type have the same vulnerabil-
ity: ponies are Medium, workhorses are Heavy, and war-
horses are Tremendous and armored. The weight that a 
horse can carry, however, is defined by the strength let-
ter on its counter and can vary quite a bit. Horses never 
attack in combat.
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Each horse counter has two speeds: walking and gal-
loping. A horse that is walking is moving at a slow steady 
pace; a galloping horse is, of course, moving as fast as it 
can. The light side of a horse counter is its walking side. 
The dark side of a horse counter is its galloping side, 
which is also identified by the large asterisk that is print-
ed next to its move time.

The use of native horses in combat varies according 
to whether they are hired or not. Unhired native horses 
always use their slow walking (light) side during the 
Encounter Step, but at the start of the Melee Step they 
flip over to their fast galloping (dark) side. When they are 
positioned on a Melee Section, an unhired native and his 
horse must be placed in different boxes; they cannot be 
placed together in the same box.

Native horses that are hired may start the Encounter 
Step either walking or galloping, as their employer sees 
fit. At the start of the Melee Step all hired native horses 
will flip over to their other side. Thus native horses cannot 
gallop in both the Encounter Step and the Melee Step. 
When hired native horses are positioned on a Melee Sec-
tion, they may either be placed in the same box as their 
rider, or in a separate box.

If a Tremendous monster’s club, head, or body hits a 
native horse without killing it (and the body is not red-
side-up), the Tremendous monster picks up both the 
rider and his horse, so the rider must continue to use his 
horse in future rounds against the red-side-up Tremen-
dous monster. If a red-side-up Tremendous monster body 
hits a native horse, both the horse and its rider are killed 
automatically.
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ENCOUNTER STEP – Round 1

Luring

Lancer L3 lures Woodfolk W2, and L2 lures W1. L2 and L3 
will be defenders on their on Melee Sections, and will not 
randomize their attacks or change tactics.

Random Assignment

WHQ is unassigned, so he is assigned to attack the Sor-
ceror.

Deployment

LHQ is assigned to attack WHQ. WHQ is no longer 
assigned to the Sorceror, but now becomes a defender 
on his own Melee Section. LHQ is placed on WHQ’s Melee 
Section dark-side-up, so his M3 attack is showing. L1 is 
then assigned to attack WHQ. He is also placed dark-side-
up, with his M3 attack showing, and is the last attacker 
assigned to WHQ, so he will be WHQ’s target. The M3 
attacks were selected because they are fast enough to 
undercut and kill an Archer that changes tactics.

Actions

The Sorceror uses his alerted Magic IV4* chit and the 
Purple magic that is present in the clearing to cast Fiery 
Blast.

MELEE STEP – Round 1

All four Lancer ponies turn over to their dark sides. Their 
riders do not turn over.

Selecting Targets

The Sorceror targets all three Woodfolk with his Fiery 
Blast. Because he is targeting all of the opponents pres-
ent in this clearing, there is no need for him to mark one 
of them with his Attention chit.

Spell Effects

The Fiery Blast is an Attack spell, so nothing actually hap-
pens as it comes to life here. It will be played like a regular 
attack with a time of “0”.

Attacks/Maneuvers

The Sorceror plays his Fiery Blast in Thrust. He can indicate 
this using either the Magic chit used to cast the spell or 
his Attention chit. L2 attacks in the Smash direction while 
his pony maneuvers in Duck, and L3 attacks in the Swing 
direction while his pony maneuvers in Charge. The Lanc-

ers’ defensive maneuvers really don’t matter here because 
the Archers’ attacks are fast enough to undercut them no 
matter how they maneuver. The Sorceror can only hope 
that the Archers do not change tactics and attack.

Randomizing Attacks

On WHQ’s Melee Section, LHQ changes tactics to his H5 
attack, WHQ moves to Dodge & Swing, and L1 changes 
tactics to his H6 attack while his pony moves to Charge. 
Native horses, whether hired or unhired, never change 
tactics; they only flip over (automatically) at the start of 
the Melee Step.

On L2’s Melee Section, W1 does not move or change 
tactics.

On L3’s Melee Section, W2 moves to Dodge & Swing 
and changes tactics, so he will be attacking this round.

Resolving Attacks

W2 hits L3’s pony; the Sorceror’s time “0” Fiery Blast hits 
all three Archers; L3 hits W2; and L1 hits WHQ.

Inflicting Harm

W2’s Light Bow is the longest weapon, so his attack is 
resolved first. His basic harm is Heavy (Light plus two 
sharpness stars), and a roll of “4” on the Missile Table 
reduces this to Medium, which is still enough to kill L3’s 
pony.

The Fiery Blast is the next longest weapon. It attacks 
each Archer with a basic harm of Tremendous (Light plus 
three sharpness stars), but the Sorceror must roll two dice 
on the Missile Table for each attack. It takes Medium harm 
to kill an Archer, so they will only survive if the Sorceror 
rolls a “6”. WHQ (roll of “5”) and W1 (roll of “2”) are killed, 
but W2 (roll of “6”) survives.

L3 then hits W2 with Tremendous harm and kills him. 
L1’s hit is ignored, because WHQ is already dead.

FATIGUE STEP – Round 1

The Sorceror’s alerted Magic IV4* chit fatigues.

DISENGAGEMENT – Round 1

All of the Woodfolk were killed, and the Sorceror does not 
wish to cast any more spells today, so the battle is over.

Each Archer has a bounty of 4 Notoriety and 2 gold. 
The Sorceror killed two Archers, so he gets 12 Notoriety 
(his second kill of the day counts double) and 4 gold. He 
gets 4 more Notoriety from the Archer that L3 killed, for 
a total gain of 16 Notoriety and 4 gold. The death of L3’s 
pony does not cost him any Notoriety points.



148

nAtIve-bAshIng
Magic Realm does have its share of flaws, and while 
some players may disagree with me, one of its biggest 
flaws is its treatment of natives, which is inconsistent 
with its theme of heroic high fantasy.

There’s nothing very heroic about slaughtering 
unsuspecting natives… especially natives that are 
Friendly or Ally to your character. Yet Magic Realm 
not only allows you to attack any native group with-
out suffering any negative consequences, it actually 
encourages you to attack natives, because it’s often the 
easiest way to win the game. For example:

Go to a native group; sell them all of your non-
essential belongings for gold; then kill those 
natives for Notoriety and more gold; then loot 
back everything you just sold them, and their 
items as well; and finally move on to the next 
native group and repeat the process.

This tactic, known as the “sell-kill-loot” tactic, makes no 
thematic sense whatsoever, but it allows a player to 
potentially tally an enormous final score. Players who 
are just fighting monsters and looting treasures often 
cannot hope to compete with the high score of a suc-
cessful native-basher.

The Watchful Natives optional rule that we are 

using in this tutorial helps to limit the abuse of natives, 
because it makes the natives somewhat harder to 
defeat in battle. It doesn’t eliminate the use of the 
sell-kill-loot tactic, but it may at least prevent the 
tactic from being used early in a game. This optional 
rule is strongly recommended for all players precisely 
because it makes the natives harder to defeat.

If you find that native-bashing bothers you, even 
with the use of Watchful Natives, you could try the fol-
lowing house rule:

All players agree to not attack any unhired natives 
that are Neutral, Friendly, or Ally to them.

This house rule works quite well in limiting the abuse 
of natives, but if you use it you’ll be at a disadvantage if 
you ever participate in a game with players outside of 
your regular opponents, as many players will veto any 
house rule designed to limit native-bashing. Native-
bashing as a tactic is surprisingly popular among 
modern players, despite the way in which it can result 
in lopsided victories.

There are some other ways of dealing with the 
native-bashing problem, but these involve optional 
rules and variants that are outside the scope of this 
tutorial.

WHQ was killed, so the Woodfolk’s items are placed 
in a pile in this clearing. They are placed in the reverse of 
the order that they are listed on the Set Up Card, so the 
two Treasure cards are on the bottom of the pile, then the 
two Light Bows, and finally the Medium Bow on top. This 

pile of five items can be looted by any character in this 
clearing; no Locate rolls are necessary. This pile of items 
will remain in this clearing even if the Woodfolk later 
regenerate. If the Woodfolk do regenerate, they will not 
have any items for sale.

sorceror dAy 22

R – R – EM – E – E
R R EM E E

LHQ records “S – S – S – S” as his actions for this day.
L1, L2, and L3 will follow LHQ. The Monster Roll is a 

“4”.
The Sorceror is randomly selected to move first. He 

recovers two fatigued Magic IV4* chits, and then enchants 
them into two Purple color chits. He now has two Type IV 
Magic chits, one Type VI Magic chit, and three Purple chits 
available for use.

LHQ then does four Loots on the pile of abandoned 
Woodfolk items and finds the Ancient Telescope and a 
Light Bow. He gives these items to the Sorceror at the end 
of combat, who will most likely just sell them for gold.
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EM – E – M LW4 – E – M LW2
EM E 4 E LW2

All of the Lancers will follow the Sorceror. The Monster 
Roll is a “3”.

The Sorceror has decided to check out the Altar and 
the Lair, so today he does a double enchantment. The 
first enchantment flips the Linden Woods to its enchant-
ed side, allowing him to move to Clearing 4. The second 
enchantment then flips the Linden Woods back to its 

green side, allowing him to move to Clearing 2.
He has to fatigue a Purple chit to power each of the 

enchantments, so he has one Purple chit remaining.

sorceror dAy 24

H – M DW1 – S – S
H 1 S S

LHQ records “H – M DW1 – M DW6 – M DW4 – M DW5 – M 
DW3 – M DW2” as his actions for this day.

L1 and L2 will follow LHQ; L3 will follow the Sorceror. 
The Monster Roll is a “2”.

LHQ is randomly selected to move first. He hides and 
moves six clearings to Deep Woods 2. The Demon then 
appears at the Altar.

LHQ was able to move that far because he and his 
followers are all riding ponies. An individual riding a pony 
can record one bonus Move phase for each regular Move 
phase that he records. Thus, here LHQ recorded one hide, 
and then repeated the sequence of one regular move fol-
lowed by one pony bonus move three times, for a total 
of seven phases. L3 and the Sorceror could not have fol-
lowed LHQ today, because when a guide uses a pony 
bonus move he can only be followed by individuals who 
are also riding ponies.

The Sorceror then hides and moves to the Altar, but 
fails to locate it. (The Sorceror and L3 are hidden, so the 
Demon can’t block them).

The Sorceror is sending LHQ ahead to search for, and 
possibly loot, the Lair while he checks out the Altar. This is 
somewhat risky, because the Lancers cannot kill the Lair’s 
Tremendous Dragon if it appears… and hired natives can 
never run away from a battle. In this case, however, the 
risk may be justified because the game is nearly over.

In combat at the Altar, both the Sorceror and L3 are 
hidden, so the Demon is unassigned and will not attack 
on the first round. The Sorceror uses his Magic VI4* chit 
and his last Purple chit to cast Transform, with the Demon 
as the spell’s target. Transform is not an attack spell, so it 
hits its target automatically; it does not have to be aimed 
on a Melee Section.

He rolls a “4” on the Transform table, so the Demon 
is turned into a Bird for the remainder of the day. A Bird 

is very fast, but it cannot attack and only requires light 
harm to kill.

In the second round, L3 lures the Bird, and the Sor-
ceror also targets it with his dagger. The Sorceror inter-
cepts the Bird and kills it, scoring 8 Fame and 8 Notoriety. 
The Magic VI4* chit that was bewitching the Demon then 
fatigues.

If the Transform spell had backfired, turning the 
Demon into an Eagle, Lion, or Dragon, L3 would lure the 
beast in the second round, allowing the Sorceror to auto-
matically run away, but the Lancer would then have to 
battle the beast on his own.

The Sorceror would not have wanted to fight the 
Demon without the Transform spell, even if all of the 
Lancers stayed behind to assist. The Demon attacks with 
a fast Power of the Pit spell that would be the longest 
weapon in the first round and the fastest attack on suc-
ceeding rounds. A Power of the Pit spell can be quite 
deadly: on a roll of “2” the Demon’s target is killed; on 
a roll of “3” the Sorceror and all of his Lancers would be 
killed (even if they weren’t the Demon’s target); and on 
a roll of “1” every unhidden individual in the clearing 
– including the Demon – would be killed! (If the Demon 
flips over to his red side he attacks just like any other red-
side-up Tremendous monster; he only uses the Power of 
the Pit when his V2 attack is showing.)

Many veteran players will avoid going anywhere 
near a Demon or Winged Demon – even if they are capa-
ble of killing it – simply because they fear their Power of 
the Pit attack too much. A Sorceror with a Transform spell 
and some hired natives, however, has little to fear from a 
Demon.
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how long Is A dAy? 
A character normally has four phases (two Basic and two Sunlight) in which to conduct 
activities during each day. However, characters can sometimes get bonus phases from 
treasures, spells, or a Special Advantage, and, as we saw in this chapter, a pony might 
give its rider several bonus Move phases.

This raises an interesting question: just how many phases could a character record 
in a single day? The answer might surprise you.

Let’s start by using the optional Weather rules (not discussed in this tutorial). Cer-
tain types of weather will increase the number of phases in a day. If we are playing in 
the month of High Summer, and the week’s weather is Heat Wave, each day will have 
six phases: three Basic and three Sunlight.

Next let’s select the Amazon, whose “Stamina” Special Advantage allows her to 
record an extra Move phase every day (that’s seven phases so far). If she also has the 7-
League Boots, she can record yet another Move phase each day (that’s eight).

If the Amazon is riding a pony, and records all eight phases as Move phases, the 
pony will give her eight bonus Move phases (that’s 16, and counting).

If she has the Cloak of Mist, she can record an extra Hide phase (17).
If she has the Magic Spectacles, she can record an extra Search phase (18).
If she has the Regent of Jewels, she can record an extra Trade phase (19).
If she has the Royal Scepter, she can record an extra Hire phase (20).
If she has any Artifacts or Spell Books with awakened spells, and if the proper color 

of magic is available to power each spell, she could also get bonus phases by casting 
Blend into Background (extra Hide), See Hidden Signs (extra Search), and Sense Danger 
(extra Alert).

That would make a grand total of 23 phases recorded in a single day! And I’m not 
completely certain if that is the absolute limit, as I could have easily overlooked some-
thing.

This tabulation ignores bonus phases that are only available in caves, as ponies and 
Sunlight phases cannot be used if a character is in a cave at any point of his turn. The 
question of how many phases you could record in a single day if you were in a cave I 
will leave as an exercise for the student.

Now, the chance that you might actually see a character record 20 or more phases 
in a single day is essentially zero, if even you were to play Magic Realm once a week 
for the rest of your life. It’s extremely unlikely to ever happen. But you will occasionally 
see a player reach a point at which he can routinely record turns with multiple bonus 
phases, and it can be amazing to see how much a character can accomplish in a day 
when he has so many phases to work with. The way in which a character’s capabilities 
can dramatically change as he obtains treasures and other items is part of what makes 
Magic Realm so much fun to play.
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Chapter 9

The Dwarf
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The Dwarf is the most controversial character in Magic 
Realm, and he’s also one of the most unique characters in 
the game. He is the only character in the game who has a 
Special Advantage that is actually a severe disadvantage!

His “Short Legs” Special Advantage prohibits the use 
of Sunlight phases, so he can only use Basic phases. This 
means that the Dwarf will only get two phases per day 
– even if he does not start in or enter a cave clearing – 
while every other character will get at least four phases 
in that same situation. He can, however, receive bonus 
phases from treasures, horses, and spells just like any 
other character.

Experienced players can have widely differing opin-
ions of the Dwarf. Many will claim that he is crippled, or 
even broken, and will refuse to ever play him in a game. 
(You can find numerous online threads where these play-
ers discuss various ways in which the Dwarf could be 
“fixed.”)

Others believe that the Dwarf is playable only if the 
map is built in a certain way (to maximize his advantag-
es). If they decide that a game’s map is unfavorable, then 
they think that the Dwarf cannot win and so they too will 
refuse to play him in that game.

And finally, there are experienced players who 
believe that the Dwarf is a perfectly fine character. I’m in 
this group, as I’m always willing to play the Dwarf regard-
less of how the map turns out. He’s actually one of my 
favorite characters to play (partly because winning with a 

character that the other players believe to be crippled or 
broken provides a very special kind of satisfaction).

The Dwarf is similar in many ways to the Berserker. 
They both start with the same equipment, a Great Axe 
and a helmet, and they both have a lot of powerful Move 
and Fight chits. The Dwarf’s Fight chits, however, are 
either slower, or cause more fatigue, than the Berserker’s 
Fight chits. The Dwarf even has a unique action chit just 
like the Berserker, although the Dwarf’s Duck T3* chit 
works quite differently than the Berserker’s Berserk T4** 
chit.

However, the Dwarf’s Special Advantages are what 
really set him apart from the other characters.

His “Short Legs” Special Advantage, as mentioned 
above, prohibits the use of Sunlight phases, which is 
a major disadvantage… but it also provides a couple 
of important benefits. “Short Legs” allows the Dwarf to 
recover two fatigued asterisks in a Rest phase, rather than 
just one asterisk (thus he can recover fatigued asterisks 
at the same rate as a character who records four phases 
per day), and it also allows the Dwarf to play his Duck T3* 
chit as a Move chit during combat. The Duck chit can only 
be played in the Melee Step, and only to maneuver in the 
Duck direction 

This speedy Duck chit, combined with the ability of 
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the Great Axe to kill any opponent, makes the Dwarf the 
best monster fighter in the game. The fearsome Tremen-
dous Troll, for example, which the White Knight and the 
Berserker will try to avoid at all costs, is easily defeated by 
the Dwarf.

One interesting aspect of “Short Legs” is that the 
Dwarf is allowed to use Sunlight phases whenever he fol-
lows another character or hired leader. Following another 
individual is the only way that the Dwarf can ever use 
Sunlight phases.

His other Special Advantage, “Cave Knowledge,” 
allows him to roll only one die for any Search, Hide, and 
Meeting rolls that take place in a cave clearing. This is a 
huge benefit, as it makes the Dwarf very good at hiding 
in caves, and makes it relatively easy for him to loot every 
treasure from any treasure site that he finds in a cave.

The Dwarf’s prowess in fighting monsters and his skill 
in operating in caves go a long way towards offsetting 

his inability to use Sunlight phases, and this also makes 
him an appealing potential partner for many of the other 
characters in the game. The Dwarf doesn’t need to team 
up with another character in order to be successful, but 
if he does find a partner the other players in the game 
should become very worried.

Day 5

The Monster Roll is a “2”.
Playing the Dwarf can be a bit more challenging 

than playing a normal character, as you will often have to 
take risks that you would never take if you were playing 
a different character. In this case, however, moving into 
the unexplored Ruins without hiding is maybe too much 
of a risk.

The Dwarf hides and moves to Pine Woods 4.

dwArf dAy 6

H – M R5
H 5

The Monster Roll is a “4”.
The Dwarf fails to hide and then moves to Ruins 5. 

The revealed chits are Smoke C (Dragons) and Howl 5 
(Goblins).

dwArf dAy 7

H – M R3
H 3

The Monster Roll is a “2”.
The Dwarf hides and moves to Ruins 3.

dwArf dAy 8

M CS5 – H
CS5 H

The Monster Roll is a “3”.
The Dwarf moves to Caves 5 and hides (rolling only 

one die in a cave clearing). The revealed chits are Vault 3 
and Dank C (Serpents).
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dwArf dAy 9

M CS3 – S
CS3 S

The Monster Roll is a “6”.
The Dwarf moves to Caves 3 and searches on the 

Locate Table. He only rolls one die, so he has a 50% 
chance of finding the secret passage and a 33% chance 
of finding the Vault. He finds the secret passage, so he 
records secret passage Caves 2-3 as a discovery.

He decided not to hide, as he has a good chance of 
defeating the Heavy Serpents if they show up, and he can 
defeat the Tremendous Troll at the Vault without being 
hidden.

dwArf dAy 10

S – S
S S

The Monster Roll is a “4”.
The Dwarf finds the Vault on his second Search phase. 

The Tremendous Troll then appears and blocks him.
In combat, the Dwarf cannot alert his Great Axe 

because he does not have a Fight chit that is faster than 
the Troll’s move time. He plays his Duck T3* chit in the 
Duck box, and protects his maneuver by playing his Great 
Axe in the Smash direction with his Fight T6* chit.

This all but guarantees that the Dwarf will win this 
battle.

The Tremendous Troll cannot undercut the Duck chit, 
so he has to move to the Duck & Smash box to hit the 
Dwarf. If this happens in the first round, the Great Axe 
will hit first – because it is the longer weapon – and will 

kill the Troll (attacks are resolved in the order of weapon 
length in the first round). If the Troll does not line up until 
a later round, the Great Axe will be alerted and the attack 
times will be equal, so the Great Axe will again hit and 
kill first because it is the longer weapon (weapon length 
determines attack order when attack times are equal).

The Dwarf will fatigue one asterisk per round until 
the Troll lines up and is killed. Experienced players prob-
ably wouldn’t even bother setting up a Melee Section for 
this battle… they would just make repositioning rolls to 
see how many asterisks the Dwarf must fatigue.
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It is possible, although extremely unlikely, that the 
Dwarf could lose this battle. If the battle goes 13 rounds 
without the Troll lining up, the Dwarf would be forced to 
fatigue his Duck T3* chit. He would then have to play his 
slow Move H6 chit in the 14th round, which the Troll can 
easily undercut. The 14th round thus would be his last 
chance to kill the Troll. If he fails again the Troll will under-
cut him, pick him up, and kill him in the 15th round with 
its speed “2” red-side-up attack.

Here the Tremendous Troll lines up in the first round, 
so it is killed and the Dwarf earns 8 Fame and 8 Notoriety. 
He fatigues his Move T6* chit.

dwArf dAy 11

S – S
S S

The Monster Roll is a “6”.
The Dwarf fatigues his Move T5** chit to kick open 

the Vault, recovering his fatigued Move T6* chit in the 
process. He then does two Loots at the Vault (again roll-
ing only one die), and draws the Blasted Jewel and the 
Magic Wand.

The Blasted Jewel is an artifact that contains one 
Type V spell. It is quite valuable, having a Gold price of 
30. The Magic Wand is a treasure that is coveted by many 
spellcasters, especially if they have Attack spells or spells 

like Transform that require rolling on a table. Both trea-
sures are Great Treasures, and they give a lot of Notoriety 
while subtracting an equal amount of Fame.

Neither treasure is of any particular use to the Dwarf, 
unless he happens to need Great Treasures or lots of 
Notoriety, so he will most likely just sell them for gold.

EYE OF
THE IDOL

(1 spell)

FAME:–5
M N:10 34

II

IMPERIAL
TABARD

(Guard 20F)
M N:–10 17
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dwArf dAy 12

S – S
S S

The Monster Roll is a “1”.
The Dwarf again does two Loots at the Vault, and 

draws two more treasures: the Eye of the Idol and the 
Imperial Tabard. Only one treasure remains in the Vault.

The Eye of the Idol is another valuable Artifact, this 
time with a Type II spell, but it is not a Great Treasure 
so the Dwarf will definitely sell it for gold. The Imperial 

Tabard is a Great Treasure without any special features 
or powers, but if the Dwarf sells it to the Guard (who are 
Friendly to him), he’ll get 20 Fame in addition to the 17 
gold!

dwArf dAy 13

S – M CS2
S 2

The Monster Roll is a “5”.
The Dwarf does one final Loot at the Vault but fails to 

draw the last treasure, then he heads towards the Moun-
tain.

dwArf dAy 14

H – M M4
H M4

The Monster Roll is a “2”.
The Dwarf hides in the caves (where he only rolls one 

die) and then moves to Mountain 4. The revealed chits are 
Shrine 4 and Smoke M. The Winged Demon then appears 
in his clearing.

The Winged Demon is a monster that the Dwarf usu-
ally wants to avoid. Its V3 Power of the Pit attack is lon-
ger and faster than the his Great Axe, so once the Dwarf 
becomes unhidden he apparently cannot avoid suffering 
a Power of the Pit attack before he can kill the Winged 
Demon. Lots of bad things can happen if the Power of the 
Pit hits the Dwarf: he’s killed on a roll of “1” or “2”, he suf-
fers 10 wounds on a roll of “4”, and his helmet is damaged 
on a roll of “6”.

However, if the Dwarf is hidden, there is a neat tactic 
he can use to avoid ever being attacked by the Power of 
the Pit.

In the first round of combat, the Dwarf does abso-
lutely nothing: he does not lure, he does not select a 
target, he does not make an attack, he simply remains 
hidden. The unassigned Winged Demon also makes no 
attack, so this is one round where nothing happens.

In the second round, the hidden Dwarf again does 
not lure, so the unassigned Winged Demon will not be 

able to attack in this round either. He then selects the 
Winged Demon as his target and plays his attack normal-
ly, being careful not to fatigue any asterisks in the pro-
cess.

The Dwarf has a 1-in-3 chance of lining up and kill-
ing the Winged Demon, which, of course, would end the 
battle. However, the Dwarf’s attack does not line up. This 
then is the second round in a row where nothing hap-
pens, so the battle ends automatically! The now-unhid-
den Dwarf is completely safe (and the befuddled Winged 
Demon is probably trying to figure out why it never got a 
chance to fight back against that pesky Dwarf ).

Doing nothing until the second round of combat is a 
useful technique. The Elf and the Woods Girl, in particular, 
can use it to avoid having to run away if their bow fails to 
kill their target. It’s also useful if your hired natives are fac-
ing opponents whose weapons are longer & slower than 
their own, because if you keep them hidden until the sec-
ond round they then will always attack first when their 
weapons are faster.
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dwArf dAy 15

M CS2 – R
CS2 R

The Monster Roll is a “3”.
The Dwarf moves back into the Caves and rests, 

recovering his Move T5** chit (he always recovers two 
asterisks per Rest phase).

dwArf dAy 16

H – M M4
H M4

The Monster Roll is a “1”.
The fully rested Dwarf hides and returns to the Shrine, 

but now two Heavy Flying Dragons appear alongside the 
Winged Demon, summoned by the Smoke M chit.

The Dwarf will use the same tactics that he used on 
Day 14. If he can kill the Winged Demon in the second 
round, he’ll then take on the two Flying Dragons. If he 
fails to kill the Winged Demon, he’ll let combat end auto-
matically and then head for the Ledges.

Thus nothing happens in the first round, but in the 
second round he lines up with the unassigned Winged 
Demon and kills it.

In the third round, both Flying Dragons are assigned 
to the unhidden Dwarf. He maneuvers with his Duck chit 
and plays his unalerted Great Axe in Smash with his Fight 
H6 chit. He would like to play a Fight H4** chit to match 
the Dragons’ attack speed, so that his longer weapon 
would attack first, but he can’t do this because his Duck 
chit also has an asterisk and it is illegal to play three aster-
isks in a single round.

The Dragon that he targeted moves to Charge & 
Thrust and changes tactics; the other Dragon moves to 
Duck & Smash and hits the Dwarf’s helmet with Heavy 
harm. The helmet is destroyed and the Dwarf wounds his 

Move H6 chit. He fails to hit his target, so his Great Axe 
becomes alerted.

In the fourth round, the Dwarf selects the H4 Dragon 
as his target. The L4 Dragon moves to Dodge & Swing 
and changes tactics back to its H4 side. The Dwarf’s tar-
get remains in Duck & Smash and is hit by the alerted 
Great Axe which now has the same attack time as the 
Dragon. The Great Axe thus attacks first because it is the 
longer weapon, killing the Flying Dragon and cancelling 
its attack. The other Dragon misses, and the Great Axe 
becomes unalerted.

In the fifth round, the last Flying Dragon again moves 
to Duck & Smash and is hit by the Great Axe, but because 
the Great Axe is unalerted with an attack time of “6” the 
Dragon’s H4 attack is resolved first, inflicting Heavy harm 
on the Dwarf.

Normally, this would kill the Dwarf, but because we 
are using the Serious Wounds optional rule he instead 
suffers a serious wound: he rolls a “4” so he has to wound 
four chits. He selects his Move H5*, Move T6*, Fight H5*, 
and Fight T6* chits to be wounded.
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The Flying Dragon is then killed by the Great Axe, 
ending the battle. The Dwarf scores 8F/8N for the Winged 
Demon, 10F/10N for the first Flying Dragon (double 
points for the second kill of the day), and 15F/15N for the 
second Flying Dragon (triple points for the third kill of the 
day). His destroyed helmet reappears as a new helmet in 
the Soldiers’ box on the Set Up Card (see rule 8.4.9k.3).

The Dwarf was unlucky in this battle. The only thing 
that went right for him was killing the Winged Demon in 
the second round. With better luck, he could have won 
this battle without suffering a serious wound, and maybe 
even without losing his helmet. He’s not complaining, 
however: 33 points of Fame and Notoriety is not bad at all 
for a day’s work, and he has enough treasures to sell that 
he should have no trouble replacing his lost armor.

Hopefully you’ll agree that the Dwarf is not crippled 
by his “Short Legs” Special Advantage. He does move 
around the map slowly, but that seems a fair price to pay 
for being the meanest, toughest monster fighter in the 
game… one capable of scoring points at an astonishing 
rate if he can find the right stacks of monsters to battle.

However, I do think that the Dwarf requires a player 
to have a certain amount of fearlessness to be able to 
play him effectively, so it’s not really surprising that some 
players will simply refuse to play him.
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dwArf dAy 17

R – R
R R

The Monster Roll is a “6”.
The Mountain is now a safe hex – at least until either 

the Flying Dragons or the Winged Demon regenerate – so 
the Dwarf concentrates on resting, recovering his Move 
T6* and Fight T6* chits.

However, with a Monster Roll of “6”, someone unusu-
al appears at the Shrine at the end of the Dwarf’s turn: 
the Scholar, who had been placed in the Toadstool Circle/
Shrine box on line 6 of the Set Up Card before the start of 
the game.

The Scholar is a visitor/mission chit, one of six visitor/
mission chits that are distributed into the seven boxes 
on line 6 of the Set Up Card. Visitor/mission chits don’t 
appear too often, because a character has to be in the 
exact clearing where they will appear in order to sum-
mon them. In this case the Scholar would not be sum-
moned just because a character was somewhere in the 
Mountain… the character must actually be in the clear-
ing containing the Shrine in order for the Scholar to be 
summoned.

The visitor/mission chits come in three basic types 
(visitors, missions, and campaigns) and have a variety of 
special characteristics.

Visitors are individuals who buy and sell things just 
like an unhired native leader, although some of them 

also sell spells. Each visitor has a list of treasures where 
the price that they offer is different than the Gold price 
printed on the treasure itself. Visitors never participate in 
combat, they cannot be hired, and you cannot buy drinks 
for them.

There are four possible visitors: Crone, Scholar, Sha-
man, and Warlock. The Scholar is Friendly to the Dwarf 
and has three Small Treasures for sale, so he may want to 
use a Trade phase to see if any of those Small Treasures 
would be worth buying.

The four visitors never move, once they appear 
on the map, and none of the visitor/mission chits ever 
regenerate. If the Monster Roll is a “6” on the seventh day 
of a week, every visitor/mission chit not currently being 
held by a character simply remains where it is and flips 
over, becoming something else. The Scholar, for instance, 
would flip over to become the Pillage campaign.

There are two missions: Escort Party and Food/Ale. If 
a character is in the same clearing as one of these mis-
sions, he can pay 5 Notoriety to pick it up. He then has 14 
days in which to take the mission chit to its destination, 
where he will receive a Gold reward based upon how far 
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away the destination was, and 5 Notoriety. If he fails to 
complete the mission in 14 days, he will lose another 5 
Notoriety.

Missions can be an easy way to earn some gold 
(although the Dwarf, with his short legs, would probably 
never pick one up), but sometimes players will ignore a 
mission if the Gold reward is too small (the destination is 
nearby), or if too many days would be required to com-
plete the mission (the destination is far way). 

The third type of visitor/mission chit is the campaign. 
Unfortunately the campaigns are perhaps the weakest 
part of Magic Realm. Many experienced players will just 
completely ignore the campaigns, and even the game’s 
designer has stated that the campaigns would need a lot 

more development before they would be able to work 
properly and add something of value to the game.

Campaigns are beset by several problems: they are 
quite expensive to pick up, they are almost impossible to 
complete, and the only advantage they offer to a charac-
ter who picks one up are improved trading relationships 
with certain native groups. Despite these problems, I’ve 
actually seen a player pick up a campaign and use it to 
great effect… but that was one instance over the course 
of maybe 200 games!

Beginners would be well advised to follow the lead 
of the experienced players here: watch for visitors and 
missions, because they can be quite useful, but ignore 
the campaigns.

dwArf dAy 18

R – T
R T

The Monster Roll is a “1”.
The Dwarf recovers his Move H5* chit with his Rest 

phase. He then announces that he will be buying from 
the Scholar with his Trade phase, so that he can look at 
the treasures that the Scholar has for sale.

The Scholar has the Elven Slippers, the Deft Gloves, 
and the Shielded Lantern.

The Elven Slippers can be used as a Move L2 chit that 
never fatigues. This is useless to the Dwarf, but would be 
incredibly useful to any Light character.

The Deft Gloves can be played as a Fight L2 chit, 
which would only be useful to characters that are using 
a Light weapon. However, the Deft Gloves also allows a 
character to roll only one die for Loot rolls… a benefit the 
any character would love to have. This would not help the 
Dwarf in cave clearings, where he already rolls one die for 
Loot rolls, but he could use it at treasure sites that are not 
in a cave (like, say, the Shrine).

The Shielded Lantern allows an extra phase in cave 
clearings, which would be a huge benefit for the Dwarf.

Both the Deft Gloves and the Shielded Lantern are 

good treasures for the Dwarf, and choosing between 
them is not easy. The Shielded Lantern, however, is prob-
ably better for the Dwarf unless there are a lot of nearby 
treasure sites that are not in cave clearings.

The Dwarf decides to try to buy the Shielded Lantern. 
He rolls a “4” on the Friendly column of the Meeting Table 
for a “Price x 3” result, which would be 24 gold.

You are normally not allowed to combine buying and 
selling in a single Trade phase, but there is one excep-
tion: when purchasing an item you can use one or more 
of your belongings as part of the payment. The Dwarf 
decides to accept the offered price of 24 gold; he gives 
the Scholar the Magic Wand, which is worth 17 gold, and 
7 gold in cash.

The Dwarf is now the proud owner of the Shielded 
Lantern, and has 3 gold remaining. His priorities for the 
remainder of the game would be to get to the Guard to 
sell them the Imperial Tabard and anything else that he 

doesn’t want to keep, possibly hire the 
Guard (which would allow him to fol-
low the Guard’s leader to bypass his 
“Short Legs” penalty), buy a replace-
ment helmet and/or shield, look for 
any treasure sites that might be in cave 
clearings… and maybe kill a few more 
monsters if the opportunity presents 
itself (after all, it’s what he does best).
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The Druid is fast, having both a Move L2** chit and a Fight 
L2** chit, but he’s also weak, having only Light strength. 
His Move L2** chit will let him run away from most trou-
ble, but his Fight L2** chit is really limited by its Light 
strength. He can kill Light and Medium unarmored oppo-
nents with his dagger, but upgrading to a Short Sword or 
a Thrusting Sword will give no benefit other than a longer 
weapon length.

He’s a decent spellcaster, with three Type II Magic 
chits and three Type VIII Magic chits. His speed advantage 
also applies to spellcasting, as he has a Magic II2** chit 
and a Magic VIII2** chit. With these fast Magic chits, he 
shouldn’t need to Alert a Magic chit as often as the slow-
er spellcasters.

His Special Advantages are, in a word, awesome. With 
“Concealment” he only rolls one die on Hide rolls, which 
is a significant advantage by itself… but thanks to his 
other Special Advantage, “Peace with Nature,” his pres-
ence does not cause Red Sound chits and Yellow Warning 
chits to summon monsters onto the map!

The Druid’s fortunes are thus somewhat tied to the 
number of characters in the game: the more characters 
there are, the less useful his “Peace with Nature” Special 
Advantage will be. It does the Druid little good to not 
summon monsters if some other character blunders into 
the same map tile and summons them anyway. The Druid 
really wants to go off somewhere by himself, far away 
from any other character.

His main disadvantages are that no Friendly or Ally 
natives start on the map, and that he has to start at the 
Inn… where lots of other characters will probably start, 
as well.

The Druid has some interesting spells to choose from, 
but many of them are not really useful to him.

Type II Spells (Pagan rites)

 Blend into Background (Grey) – This spell pro-
vides a bonus Hide phase, but the Druid doesn’t 
need it. No one else is likely to choose it as a start-
ing spell either, because of the effort required to 
recover from casting it.

 Fog (Grey) – This is one of the weaker nuisance 
spells. No Magic Realm spell is completely use-
less, but it wouldn’t be easy to find a situation 
where you might actually want to use this one.

 Prophecy (Purple) – A very useful spell: with 
Prophecy a character does not have to record 
his turn in advance. It’s a bit tricky for the Druid 
to use, because he cannot create Purple magic 
with his Magic chits. However, there are many 
map tiles that will provide Purple magic when 
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they are enchanted, and these are often the tiles 
where Prophecy would be most useful.

 Stones Fly (Grey) – A weak attack spell, although 
it will always make at least four attacks, even if 
only one target is selected. It’s not useless… but 
it’s no Fiery Blast, either.

 Talk to Wise Bird (Gold) – This can be useful early 
in the game, as it can show you what is hidden in 
remote parts of the map. The Druid would have 
to enchant a suitable tile to get the Gold magic 
necessary to cast this spell.

 The need to enchant a tile to get a source of 
Gold magic is not a drawback for this spell. A 
character who selects Talk To Wise Bird as a start-
ing spell will usually want to cast it several times 
in quick succession, in order to inspect several 
different areas of the map. Thus even a spell-
caster that can create Gold color chits will find it 
much less fatiguing to just enchant a tile to get 
a source of Gold magic that can be used to cast 
this spell repeatedly.

 Witches Brew (Grey) – Spells that change Magic 
chits into a different Magic type are extremely 
difficult to use effectively, and are never selected 
as a starting spell.

Type VIII Spells (Malicious tricks)

 Bad Luck (any) – A nuisance spell that is quite 
difficult to use, but it could be terrifically annoy-
ing if you could actually succeed in casting it on 
another character.

 Deal with Goblins (Black) – Useless to the Druid, 
who has no way to obtain Black magic.

 Guide Spider or Octopus (Grey) – A useful spell 
for the Druid, especially considering that the 
Octopus is a monster that he cannot run away 
from. The only drawback to this spell is that the 
Druid may never get a chance to use it.

 Poison (Grey) – If the Druid could obtain a Short 
Sword or a Thrusting Sword, this spell would 
make him a more effective fighter, but it cannot 
be cast on his dagger.

 Remedy (Grey) – This spell can be used to cancel 
a Curse received from Reading Runes, or break 
someone else’s Permanent spell, but I don’t think 
it offers enough of a benefit to the Druid to be 
considered as a starting spell.

















 Whistle for Monsters (Purple) – This spell allows 
you to wreak merry havoc on the game plans 
of the other players… sending Sound chits that 
will summon monsters that they want to fight 
off to the far corners of the map, and filling the 
tiles that they want to keep clear with Sound 
chits that will summon monsters that they can’t 
defeat. However, as with the Prophecy spell, the 
Druid would have to enchant a tile to get the 
Purple magic required. (This spell is not quite as 
effective as I make it sound, but it is a fun spell 
that is a personal favorite of mine.)

The Druid chose Prophecy and Guide Spider or Octo-
pus as his two starting spells, and has two Type II Magic 
chits enchanted into Grey color chits.

Day 4

The Monster Roll is a “6”.
The Druid hides (rolling just one die) and then moves 

to Crag 2, revealing Dank M and the Lost Castle. The Lost 
Castle contains the following Site & Sound chits: Flutter 2, 
Patter 2, Roar 4, Patter 5, and Statue 2.

Normally, with a Monster Roll of “6” the Flutter chit 
would summon a Giant Bat, but the Druid’s “Peace with 
Nature” Special Advantage prevents the Bat from appear-
ing. The only monster that the Druid can summon to the 
Crag is the Imp at the Statue! The Flying Dragons, Giant 
Bats, Giants, and Spiders that could normally be sum-
moned by these Sound & Warning chits will never appear 
unless some other character, hired native leader, or con-
trolled monster ends their turn in the Crag.
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The Druid decides not to waste any time at the Statue. 
The Statue only contains three treasures, and the Druid 
can only learn one of the three spells that are inscribed 
on it. In addition, the Statue is guarded by what may be 
the most annoying monster in Magic Realm: the Imp.

The Imp has a spell attack, V 2 (printed incorrectly on 
the Avalon Hill counter as VIII 2), that inflicts a Curse on 
any target that it hits. The Imp itself is Medium and unar-
mored, so it’s easy to kill, but the Imp is so fast – and its 
Curse attack has such a long weapon length – that it’s dif-
ficult to kill the Imp without suffering at least one Curse. 
Curse attacks are not as deadly as the Demons’ Power 
of the Pit attacks, but it is not unusual to see big, tough 
characters go out of their way to avoid the puny Imp if 
the Chapel isn’t nearby and easy to reach.

The Druid could safely defeat the Imp if he had select-

VIII 2

2 M43

ed Stones Fly as a starting spell, was hidden, and had an 
alerted (time “0”) Type II Magic chit available to cast it… 
but even in this case there’s a small chance of failure that 
could result in the Druid being Cursed (if the Imp survives 
all four Stones Fly attacks).

Day 5

The Monster Roll is a “1”.
The Druid moves to Nut Woods 5 and hides, reveal-

ing Ruins W. He hid because his “Peace with Nature” Spe-
cial Advantage does not prevent natives from appearing. 
Discovering the Small Campfire and summoning his ene-
mies, the Woodfolk, would have been a serious problem 
if he wasn’t hidden. The Nut Woods, however, turns out 
to be a safe hex for the Druid: Ruins W can only bring on 
Wolves, and his “Peace with Nature” will prevent them 
from appearing.

He will not need to hide in the Nut Woods unless 
another character, hired leader, or controlled monster 
enters the hex.

druId dAy 6

H – M HP3
H 3

The Monster Roll is a “5”.
The Druid fails to hide and moves unhidden to High 

Pass 3. Bones C and Pool 3 are revealed.
“Peace with Nature” will prevent Bones C from bring-

ing on any monsters, but it will not prevent the Octopus 
at the Pool from appearing… a monster that the Druid 
cannot run away from or kill. The Octopus, however, does 
not appear today.



POOL
6

BONES
C

L4

2

MAGIC
VIII2**

170

-            4

(discard to
SHAMAN)

OINTMENT
OF STEEL

Potion

counts like
T armor,
any blow

druId dAy 7

M HP6 – S
6 S

The Monster Roll is a “3”.
Despite being unable to kill or run away from the 

Octopus if it should appear, the Druid declines to hide. 
He boldly moves to High Pass 6 and conducts an unsuc-
cessful search for the Pool. The Octopus then appears and 
blocks him.

In combat, the Octopus is assigned to the unhidden 
Druid.

As his action for this round, the Druid uses his Magic 
VIII2** chit and a Grey color chit to cast Guide Spider or 
Octopus, with the Octopus as his target. The spell comes 
to life before any attacks are resolved, so the Octopus is 
controlled by the Druid and will not attack.

Note that, when you play a Fight chit to alert a weap-
on, or a Move chit to run away, the chit must be faster 
than the fastest opponent assigned to you or the action 
is cancelled. However, when you cast a spell, the Magic 
chit only has to match the speed of your fastest assigned 
opponent.

Thus, even though the Octopus is very fast with 
a speed of “2”, it’s not fast enough to prevent the Druid 
from casting a spell with his two speed “2” Magic chits. If 
the Magic VIII2** chit had been fatigued or wounded, the 
unhidden Druid would not have been able to cast Guide 
Spider or Octopus unless he had alerted one of his other 
Type VIII chits with an Alert phase during the day.

The Grey color chit fatigues, and the Magic VIII2** 
chit is placed on the Octopus to remind everyone that it 
is bewitching the Octopus. It will fatigue during Sunset of 
Day 8, when the Day spell expires.

druId dAy 8

S – S
S S

The Octopus records “M HP3 – M NW5” as its actions for 
this day.

The Monster Roll is a “3”.
The Druid is randomly selected to move first. He does 

two searches, finding the Pool with the first search and 
then drawing the Ointment of Steel with the second.

When the Pool is looted, a character must fatigue one 
asterisk each time a Treasure card is drawn (the character 
does not fatigue if he finds nothing). The Druid decides 
to fatigue his Fight L3* chit when he draws the Ointment 
of Steel.

When activated, the Ointment of Steel acts as Tre-
mendous armor that blocks all attacks. When a character 
has the Ointment of Steel active, attacks that inflict Light 
harm are ignored; attacks that inflict Medium or Heavy 
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harm cause one wound each; and an attack that inflicts 
Tremendous harm would cause a wound and destroy the 
Ointment of Steel.

The Octopus then takes his turn, moving to Nut 
Woods 5. Ruins W then summons six Wolves, who block 
the Octopus.

During Sunset, the Guide Spider or Octopus spell 
expires and the Magic VIII2** chit fatigues. There is no 
battle in Nut Woods 5 between the Octopus and the 
Wolves, because the Octopus ceases to be a controlled 
monster when the spell expires (combat only occurs in 
clearings containing a character, hired native leader, or 
controlled monster).

The Druid had the Octopus move to the Nut Woods 
so that he can loot the Pool in complete safety (at least 
until the Octopus regenerates back to the Set Up Card). In 
addition, the Octopus in Nut Woods 5 can act as a deter-
rent to prevent other characters from trying to get to the 
Pool: sneaking past the Octopus to get into the High Pass 
isn’t that difficult, but coming out a character will only 
have one chance to hide to avoid fighting the Octopus. 
This doesn’t bother the Druid, who can rest back his Mag-
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ic VIII2** chit so that he can cast Guide Spider or Octopus 
again to prevent the Octopus from attacking him.

The arrival of the Wolves, however, was not part of 
the Druid’s plan. Now even the Druid will have a hard time 
getting out of the High Pass through the Nut Woods. If 
the road from High Pass 6 to the edge of the tile connects 
to another tile (not shown here), the Druid will most likely 
leave that way.

The Druid did not want to just move the Octopus 
to some other clearing in the High Pass, because on a 
Monster Roll of “3” it would return to the Druid’s clearing. 
“Peace with Nature” only prevents monsters from mov-
ing from the Set Up Card to the map; it does not prevent 
monsters already on the map from moving when they 
are prowling.

As you can see, the Druid can be a very effective 
character if he can find an isolated area where the other 
characters won’t interfere with his actions. However, in 
a game with a lot of characters participating, the Druid 
may have to approach the game differently, because his 
“Peace with Nature” Special Advantage may not be very 
useful. We’ll see how this works in the next chapter.
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Chapter 11

The Amazon
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At first glance, the Amazon appears to be the Captain’s 
twin sister: both of them are well-armored Medium char-
acters with identical equipment, both have Fight and 
Move chits with a speed of “3”, and they even share the 
“Aim” Special Advantage.

There are, however, some subtle differences in their 
combat capabilities. The Amazon’s Move chits have fewer 
asterisks than the Captain’s, so she can maneuver quickly 
with less effort. In addition, she can maneuver at speed 
“4” without using an asterisk, but the Captain has to slow 
down to speed “5” to maneuver without using an asterisk. 
The Captain does have three Heavy Fight chits to her one, 
but her Fight H4** chit is faster than the Captain’s Heavy 
chits.

The natives that are Friendly to the Amazon do not 
start on the map, so the Captain has a big advantage 
there, but the Amazon’s second Special Advantage, 
“Stamina,” is a huge benefit. “Stamina” allows the Amazon 
to record an extra Move phase every day, even if she is 
riding a horse or is in a cave! No other character can move 
across the map as quickly as the Amazon, except for the 
characters that can fly. Flying, however, usually generates 
lots of fatigue… and you don’t always end up where you 
intended. (Flying will be demonstrated in a later chapter.)

In our situation here, the Amazon has obtained a 
workhorse from the Rogues, which provides a number of 
benefits.

Horses that can be used by characters have round 

counters, as opposed to native horses which are always 
square counters. A round horse counter can be used by 
any character, but it cannot be used by any native.

Unlike a pony, the workhorse only gives a single extra 
Move phase per day. However, the extra Move phase 
from a workhorse does not need to be preceded by a reg-
ular Move phase; a character riding a workhorse can use 
the bonus Move phase even if all of his other phases are 
activities other than moving. The workhorse bonus Move 
phase is cumulative with the Amazon’s “Stamina” bonus 
Move phase, so the Amazon could record six phases per 
day: her four regular phases, and two extra Move phases.

A workhorse makes up for its lack of speed (com-
pared to a pony) by being harder to kill and generally 
carrying more weight. The Amazon’s workhorse can carry 
Heavy items, which the Amazon could not carry on her 
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own. Even if a horse is inactive (in a cave, for instance) it 
can still be used as a pack horse to carry other inactive 
items.

Note that the Amazon’s workhorse has two different 
strengths. It can only carry Heavy items when it is walk-
ing; its galloping strength is only Medium, so it cannot 
gallop if it is carrying anything Heavy.

A warhorse gives no bonus Move phases at all, but 
they are the strongest horses. Many warhorses can carry 
Tremendous weight, and some can even gallop while 
carrying that much weight. The greatest benefit of a war-
horse, however, is the protection they offer to their riders. 
They are armored targets with Tremendous vulnerability, 
which means that many monsters, natives, and charac-
ters simply cannot kill a warhorse. A warhorse rider can 
battle these opponents in complete safety.

In combat, a round horse counter that gallops during 
the Encounter Step must flip over to its walking side at 
the start of the Melee Step. It can gallop in the Encounter 
Step, or in the Melee Step, but not in both in the same 
round. It can also walk in both the Encounter Step and 
the Melee Step, which will normally only occur if the 
horse is carrying too much weight to gallop.

If a Tremendous monster’s club, head, or body hits a 
round horse counter, it picks up the rider and flips over 
to its red side. A character can never play a round horse 
counter to run away or even maneuver when he is on a 
red-side-up Tremendous monster’s Melee Section (the 
monster has lifted him up into the air, right out of his 
saddle!). Note that this is different than how native horses 
are used when fighting Tremendous monsters.

Also present on this map is the Druid. If the Amazon 

enters a tile occupied by the Druid, his “Peace with Nature” 
Special Advantage will be nullified, as her presence will 
summon monsters normally. The Druid has planned for 
this possibility, however, so he has selected a different set 
of spells than he did in the previous chapter. He has two 
Grey magic color chits prepared.

Day 8

The Monster Roll is a “2”.
The Amazon is randomly selected to move first.
The Amazon did not hide, because the only monsters 

that could appear in her clearing today are Giants and 
Spiders. She doesn’t fear either of these, as she can defeat 
a Spider and run away from a Giant. She moves to Cliff 6 
using her two bonus Move phases and then searches for 
the secret passage using the Locate Table. She gets lucky 
and finds it on the first Search phase, so she then decides 
to Peer at Ruins 1.

Her three Peers result in nothing, Clues, and Hidden 
enemies, so she secretly looks at the face down chits in 
the Ruins. She sees Bones C and Hoard 6, but the chits 
remain face down and unknown to the Druid and any 
other characters in the game.

The Druid then hides and moves to Cavern 2, reveal-
ing Ruins C and Lost City 3. The Lost City contains Altar 1, 
Slither 3, Howl 5, Cairns 5, and Roar 6. The Druid’s “Peace 
with Nature” Special Advantage prevents the Slither 3 chit 
from summoning Serpents, but the Demon appears at 
the Altar. During combat, the Druid runs away from Cav-
ern 2 so that he will have four phases available for Day 9.

AmAzon dAy 9
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The Monster Roll is a “1”.

The Amazon is randomly selected to move first. She 
hides and then heads straight for the Hoard that she 
spied from the top of the Cliff. Bones C and Hoard 6 are 
revealed, and the Tremendous Flying Dragon appears at 
the Hoard.

The Druid did not like the look of the Lost City, with 
the Cairns far away and the Altar already defended by the 
Demon, so he too heads for the Ruins. He moves to Pine 
Woods 2, does two Hides which are successful, and then 
moves to Ruins 3. The prowling Tremendous Flying Drag-
on then moves from the Hoard to Ruins 3… which leaves 
the Hoard undefended for the moment.

There is no limit to how many times a prowling 
monster can move during a day. As long as the prowling 
monster has not blocked or been blocked, it will react 
every time a character, hired native leader, or controlled 
monster ends its turn in the prowling monster’s map tile. 
Thus, if a third character, moving after the Amazon and 
the Druid, were to now end his turn in Ruins 5, the Tre-
mendous Flying Dragon would then move from Ruins 3 
to Ruins 5.
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Prior to the start of this day, the Druid offers to team up 
with the Amazon. The Amazon isn’t particularly interest-
ed in this offer… until the Druid reveals that he has the 
Poison spell.

One of the Amazon’s biggest problems is that her 
Short Sword just isn’t very effective: she can only defeat 
Heavy unarmored opponents and Medium armored 
opponents. She desperately needs a better weapon, but 
the Guard, who sell Medium weapons, are only Neutral 
to her, so buying a weapon from them will be both dif-
ficult and expensive. She could try to buy a Spear from 
the Lancers, who are Friendly to her, but there is no tell-
ing when or where they may appear on the map (plus the 
Spear is an awkward weapon that must be alerted to be 
effective).

With a poisoned Short Sword, however, the Ama-
zon’s combat capabilities would increase dramatically: 
she could defeat Tremendous unarmored opponents and 
Heavy armored opponents… many of whom she could 
undercut with her Fight M3** chit. Thus the Druid’s offer 
is tempting.

There’s nothing particularly unique about the Druid 
teaming up with the Amazon. The Poison spell would 
actually benefit almost every fighter: the Elf and the 
Woods Girl become much more efficient monster kill-
ers with poisoned arrows; the Berserker with a poisoned 
Great Axe could kill Tremendous armored opponents 
with his Fight H4* or Fight H5 chits, which have fewer 

asterisks than his T Fight chits; a poisoned Staff gives the 
Pilgrim an H2 attack with his Fight M2** chit; etc.

The Druid’s other spell is Remedy, which, like Poison, 
is not likely to be very useful to him, but it does make 
him a valuable potential partner for any spellcaster who 
is planning on Reading Runes. By selecting both Poi-
son and Remedy, the Druid has a good chance of find-
ing some other character who would be willing to team 
up with him, which is not a bad strategy if he thinks that 
there are too many characters in the game for his “Peace 
with Nature” to be effective.

Of course, cooperation in Magic Realm is dependent 
upon how much the players involved trust and respect 
each other, but the benefits of working as a team can 
be substantial. After careful consideration, the Amazon 
agrees to the Druid’s offer. She will not only benefit from 
the increased combat capability, but the Druid’s ability to 
enchant hexes and hide with one die might also be use-
ful in certain situations.

To start, they agree to meet at the Hoard and see 
how much they can loot from it.

Day 10

The Monster Roll is a “2”.
The Amazon is randomly selected to move first. She 
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deactivates her workhorse (it cannot be ridden in caves), 
moves to Ruins 6 with her other bonus Move phase, and 
searches. She locates the Hoard on her second Search 
phase.

The Druid then moves to Ruins 6 and searches. At the 
start of his Search phase, the Amazon reveals the loca-
tion of the Hoard to him, so he rolls on the Loot Table and 
gets the Eye of the Moon. This treasure has no function in 
the basic game (it can only be used if optional rule 10.D.1 
Seasons and Weather is being used), but it does provide 
a nice amount of either gold or Notoriety. It is too heavy 
for the Druid to carry, so he gives it to the Amazon at the 
end of combat.

Neither character hid, because if the Tremendous 
Flying Dragon had returned they would just run away 
(albeit in different directions), and if the Heavy Trolls had 
appeared the Amazon could defeat them with a poisoned 
Short Sword.

AmAzon dAy 11
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The Monster Roll is a “5”.
The Druid is randomly selected to move first. He does 

two Loots at the Hoard, finding the Battle Bracelets and 
the Regent of Jewels.

The Amazon then does two more Loots at the Hoard, 
finding the Dragonfang Necklace and the Potion of Ener-
gy.

The Battle Bracelets is a fairly useless treasure that 
is normally just sold for gold. In combat, if your target is 
maneuvering with a move time greater than “4”, the Battle 
Bracelets allow you to change the direction of your attack 
to line up with your target… but very few monsters have 
a move time of “5” or more.

The Regent of Jewels gives a character a bonus Trade 
phase every day, which is nice, but the 67 gold you get 
for selling it is much nicer! Sell it to the Soldiers and get 

10 Fame in addition to all of that gold.
The Dragonfang Necklace can cast a spell that will 

control a Dragon, if Purple magic is available. This works 
just like the Control Bats and Guide Spider or Octopus 
spells, except that the target must be a single Dragon.

In theory, the Dragonfang Necklace could be used 
to control the Tremendous Flying Dragon: he could then 
be forced to Loot his own Hoard and battle any Trolls 
that might show up. Unfortunately it won’t work in this 
instance, as the Druid has no Purple magic and the Ruins, 
when enchanted, supply only Grey magic.

The Potion of Energy is an interesting treasure that 
allows a character to play any number of asterisks dur-
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ing a round of combat. With this potion the Amazon, 
for example, could play a Fight M3** to alert a weapon, 
another Fight M3** to attack, and a Move M3* to maneu-
ver… an amazing total of five asterisks played in a single 
round! This comes at a cost, however, as at the end of the 
round the Amazon would have to fatigue four asterisks 
(see rule 8.5.1c).

At the end of combat the Druid gives the Amazon the 
Battle Bracelets, which she immediately activates, even 
though she’ll probably never use it. She gives the Druid 
the Dragonfang Necklace, since he’s the spellcaster on 
this team (although it can actually be used by either char-

acter, if they ever find a Dragon and a source of Purple 
magic in the same place). In a real game, the character 
with the greater need for a Great Treasure would prob-
ably take it.

The Eye of the Moon, the Battle Bracelets, and the 
Regent of Jewels will eventually be sold for 92 gold, 
which the two characters will split.

There are now only four treasures remaining in the 
Hoard – and only two of them are Large Treasures – so 
they decide to try their luck elsewhere. If the Hoard was 
not in a cave they might have been tempted to stay for 
another day of looting.

AmAzon dAy 12

M R4 – M R1 – M R2
4 1 R2

The Druid will follow the Amazon. The Monster Roll is a 
“3”.

The team moves to Ruins 2, thanks to the Amazon’s 
bonus Move phase. As they leave the caves the Amazon 
activates her workhorse, but she won’t be able to use its 
bonus Move phase until Day 13.

Again they don’t bother with hiding, because they 
can run away from, or defeat, anything that could show 
up.

They could have run out of the caves during combat 

on the previous turn, to be able to use Sunlight phases 
today. Had they done so, however, they would have had 
to move separately to Ruins 2, as characters that begin a 
day on a roadway cannot follow anyone. That runs a slight 
risk of getting separated, if someone else should get a 
turn between them, moving into the Ruins and summon-
ing monsters into the path of the second character.

AmAzon dAy 13

H – H – M CN1
H H CN1

The Druid will follow the Amazon. The Monster Roll is a 
“2”.

The team decides to go Demon-hunting. The Ama-
zon hides successfully with two Hide phases, deactivates 
her workhorse, and uses her bonus Move phase to move 
to Cavern 1. Two Heavy Serpents show up alongside the 
Demon, so it’s going to be quite a party!

Note that, even though the Druid is following the 
Amazon (to take advantage of her bonus Move phase), 
there are still two characters taking a turn here. When 
the Amazon moves to Cavern 1 and ends her turn, the 
Slither chit summons the two Serpents to Cavern 3. Then, 
when her follower, the Druid, ends his turn in Cavern 1, 
the prowling Serpents move from Cavern 3 to Cavern 1. If 
the Monster Roll had been a “3” instead of a “4”, then there 
would have been 12 Goblins standing alongside the 
Demon: six Axe Goblins summoned directly to Cavern 1 

by the Ruins C chit, and six Spear Goblins summoned to 
Cavern 5 by the Howl chit when the Amazon completed 
her turn, and then moving to Cavern 1 when the Druid 
completed his turn.

If the Amazon had instead followed the Druid, then 
they would probably only be fighting the Demon today. 
The Druid, as the guide, would end his turn first but his 
“Peace with Nature” would prevent any new monsters 
from being summoned to the map tile unless the Mon-
ster Roll was a “5” (which would bring the Tremendous 
Spider on at the Cairns). Then the follower, the Amazon, 
would end her turn and summon monsters normally, 
but all monsters summoned by Red Sound chits would 
appear in the clearings occupied by those chits. Only the 
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Tremendous Spider, on a Monster Roll of “5”, or the six 
Axe Goblins summoned by Ruins C, on a Monster Roll of 
“3”, would end up at the Altar with the Demon. However, 
if the Druid is the guide then they can’t use the Amazon’s 
bonus Move phase, and getting two hide attempts with 
the Amazon as the guide is better than getting just a sin-
gle hide attempt with the Druid guiding, even if he does 
only roll one die to hide.

In the first round of combat, the two characters 
remain hidden and do not lure, so all three monsters will 
be unassigned: they won’t be making any attacks this 
round.

The Druid then uses his Magic VIII4* chit and a Grey 
color chit to cast the Poison spell. He selects the Amazon’s 
Short Sword as the spell’s target, and the Amazon selects 
the Demon as her target, so she becomes unhidden.

The Poison spell comes to life, adding a second 
sharpness star to the Short Sword. The Magic VIII4* chit is 
placed on the Short Sword to signify that it is bewitching 
the weapon. It will fatigue when the Day spell expires at 
Sunset on Day 14.

The Amazon uses a Fight M3** chit to attack, so she 
automatically kills the Demon. Her Fight chit is faster 
than the Demon’s maneuver (and Tremendous monster 
bodies never change tactics), so it hits regardless of what 
maneuver the Demon selects, and it delivers Tremendous 
harm: basic harm is Light; the first sharpness star makes it 
Medium; the second sharpness star makes it Heavy; and a 
M/H/T Fight chit used with a Light striking weapon adds 
one more level to Tremendous (and the Demon is not an 
armored target). The Amazon fatigues a Fight M4* chit.

In the second round, both Serpents are assigned to 
the Amazon because the Druid is still hidden (if he wasn’t 
hidden the Amazon would lure both Serpents). She 
maneuvers in Charge with a Move M4 chit, and attacks 
in Thrust with a Fight M4* chit and her poisoned Short 
Sword. She can’t be undercut, and if her target lines up 
she will either match its attack time and thus attack first 
because of having the longer weapon or, if the Serpent 
changes tactics, she’ll attack first because of a faster 
attack time. She will not fatigue this round. She protects 
her maneuver with her shield.

The Serpents move to boxes 2 and 3, and the Serpent 
not selected as a target changes tactics. All attacks miss, 
and the Short Sword becomes alerted.

In the third round, the Amazon switches her target 
to the Serpent with the move time of “4”, and uses a Fight 
M3** chit to attack. If her target does not change tactics, 
her fast attack will undercut it and kill it (one sharpness 
star is lost due to the Serpent being armored, but L weap-
on + second sharpness star + M Fight gives Heavy harm).

The Amazon’s target does not change tactics, so it is 
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killed by an undercut, but the other Serpent moves to the 
Thrust box and intercepts the Amazon’s maneuver. Its M4 
attack damages her shield and causes one wound. The 
Amazon wounds her Fight L4 chit, and fatigues her Fight 
H4** chit, recovering the previously fatigued Fight M4* 
in the process. She has now fatigued two Fight asterisks, 
suffered one wound, and had her shield damaged, but 
she has also killed two monsters.

The last Serpent cannot hurt her any further, so she 
will just continue to play combat rounds until she either 
intercepts the Serpent, or it changes tactics and she 
undercuts it. She may have to fatigue an asterisk every 
other round to keep the battle from ending because of 
two rounds where nothing happened, but the outcome 
is no longer in doubt.

At the conclusion of the battle, the Amazon scores 
8F/8N for the Demon, 8F/8N for the first Heavy Serpent 
(4 x 2), and 12F/12N for the second Heavy Serpent (4 x 
3), for total of 28F/28N for this battle. That’s an excellent 

score for the Amazon, but it was only possible because of 
the Druid’s Poison spell. Without a poisoned Short Sword 
she could not have killed any of those monsters.

She can’t share any of these points with the Druid, so 
he expects her to compensate him appropriately when 
they get around to dividing up their treasures and gold.

She can “repair” her damaged shield by selling it to 
a native group (for 5 gold) and then buying it back (Gold 
price of 7) in a later Trade phase. Natives instantly repair 
any damaged armor counters that they buy. She’ll want 
to sell it to her friends, the Lancers or the Patrol, or, even 
better, have the Druid sell it to his allies, the Bashkars, to 
minimize the cost of buying it back.

The Amazon can be quite a respectable monster 
fighter if she can get some sort of upgrade to her Short 
Sword. Until she gets a better weapon or other improve-
ment, she has to rely on her speed and bonus Move phase 
to try to obtain some treasures.
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End of Combat – The Amazon may have suffered some additional Fatigue before killing the last Heavy Serpent
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gAmbolIng wIth goblIns
So far, characters in this tutorial have always wanted to 
avoid running into Goblins, but just how dangerous are 
these Goblins anyway?

The Amazon seems well suited to battling Gob-
lins: she can maneuver at speed “4” without fatiguing, 
so the Goblins can never undercut her; she has plenty 
of armor protection if they do intercept her; and she 
can undercut them if they change tactics to their dark 
sides. With that in mind, I thought I would show a bat-
tle between an unhidden Amazon (she failed her Hide 
rolls) and six Axe Goblins. She is fighting on her own, as 
the Druid is not present.

Round 1:  Things go bad immediately, as the Amazon’s 
attack misses, but the two Goblins who 
lined up change tactics to hit her with two 
M4 attacks. The first one damages her shield 
and the second one destroys it. She suffers 
two wounds: Fight L4 and Move M4.

Round 2:  She switches to a fast Fight M3** and targets 
one of the slow Goblins, but misses when it 
changes tactics back to its fast side. She’s hit 
by two L4 attacks that do no damage against 
armor. She fatigues a Fight M4*.

Round 3:  She switches her maneuver to Duck, because 
her helmet is cheaper to replace than her 
breastplate (she should have done this in 
Round 2). She once again targets a slow 
Goblin, which once again changes tactics 
back to its fast side to avoid her attack. The 
Goblin hits are again ineffective, and she 

fatigues a Fight H4**, recovering her Fight 
M4*.

Round 4:  There are no slow Goblins to target, so she 
switches back to her Fight M4* to avoid 
fatiguing. None of the Goblins change tac-
tics, and her attack misses yet again. Thus 
nothing happens in this round.

Round 5:  Two of the Goblin stacks change tactics to 
their dark sides, but fortunately they don’t 
intercept the Amazon. The Goblins that do 
intercept can’t hurt her with Light attacks, 
and her attack once again misses, so this is 
the second round in a row where nothing 
happens and the battle ends… much to the 
relief of the Amazon!

In five rounds the Amazon lost her shield, suffered two 
wounds, and fatigued two Fight asterisks without kill-
ing a single Goblin. Although the Amazon could possi-
bly win this battle – she was really unlucky to not kill at 
least one Goblin in five rounds – she was quite happy 
to just let the battle end and escape with only a few 
wounds and most of her armor intact.

If the Druid had been available to assist her with 
his dagger, they probably would have won easily. The 
Amazon would lure all six Goblins to protect the unar-
mored Druid, who would kill two Goblins in the first 
two rounds with his fast Fight L2** dagger. He would 
have to slow down to his Fight L3* in the third round, 
due to fatigue, but even that is fast enough to under-
cut a Goblin on its dark side.
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Chapter 12

The Witch
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H H 4 2

Active

Active Inactive

Fatigued Wounded

Fame

Notoriety

Gold

MOVE
L3*

MAGIC
V4*

MAGIC
II2*

MAGIC
VIII2*

MAGIC
VIII4*

MOVE
L4

MOVE
M4*

FIGHT
L3*

0

0

10

For someone who appears to be a wrinkled old wom-
an, the Witch is surprisingly spry and agile. None of her 
action chits have more than one asterisk, and many are 
quite fast.

Her Fight L3* chit makes her reasonably effective 
with a dagger, and her Move L3* chit gives her a decent 
maneuvering speed. She’s a powerful spellcaster with 
eight Magic chits, of Types II, V, and VIII. Two of these 
 Magic chits, Magic II2* and Magic VIII2*, are incredibly 
fast.

Her only weakness in terms of speed are her three 
Type V Magic chits, the fastest of which has a time num-
ber of only “4”. On the other hand, she’s one of only two 
characters that can actually use Type V spells effectively 
(the other character being the Witch King), so having 
even slow Type V chits is a definite advantage.

She’s good at Reading Runes, thanks to her “Knowl-
edge” Special Advantage, but her other Special Advan-
tage, “Familiar,” is totally unique.

“Familiar” provides her with a separate invisible crea-
ture, a Witch’s familiar, that can move independently and 
search using the Peer Table. This gives her a huge advan-
tage in exploring the map early in the game. It can also 
make her a dangerous opponent: the familiar’s ability to 
search for hidden enemies makes it difficult for anoth-
er character to avoid an attack by the Witch. The White 
Knight is not in this game, so the Witch uses one of his 
face down action chits to represent the familiar.

The Witch starts the game with three spells. In addi-
tion to the Type II and Type VIII spells, which we’ve cov-
ered in previous chapters, she can also select Type V 
spells.

Type V Spells (Diabolic ceremonies)

 Absorb Essence (Black) – This is one of the 
most powerful spells in the game, and it’s hard 
to imagine the Witch not selecting it as one of 
her three starting spells! When this Permanent 
spell is successfully cast on a monster, the Witch 
becomes that monster, gaining its vulnerabil-
ity, combat values, and the ability to either walk 
the woods or fly. She returns to her normal form 
at Midnight, but she can change back into the 
absorbed monster at any time by using a Black 
magic color chit to energize the spell.

 Ask Demon (Black) – There are no totally useless 
spells in Magic Realm; every spell has an effect 
that could potentially be useful in the right situ-
ation. Ask Demon, however, has the dubious 
honor of being the spell that many experienced 
players feel is the least likely to ever actually be 
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used in a game. It’s really hard to imagine a situ-
ation in which the information you could gain 
from Ask Demon would be worth the effort 
involved in casting the spell.

 Broomstick (Black) – A useful spell that creates 
a Fly L1 chit that can be used to fly around the 
map, or fly during combat. Selecting this spell is 
kind of a toss-up for the Witch: the movement 
advantage that it gives is offset by the time 
needed to recover from casting it.

 Curse (Grey) – The problem with this spell is that 
the character you are trying to Curse might be 
attacking you with a weapon or spell at the same 
time. Cursing someone doesn’t do you much 
good if your victim kills you in the process.

 Pentangle (Black) – A useful spell that protects 
you from the Demons, the Imp, and other spell-
casters… but it might not be useful enough to 
be selected as a starting spell.







 Power of the Pit (Black) – A powerful (if some-
what unpredictable) spell, but if you are unlucky 
you could end up wounding or killing yourself 
when you cast it.

Here the Witch has selected Absorb Essence, Rem-
edy, and Whistle for Monsters as her three starting spells. 
She also started with two Grey color chits and two Black 
color chits.

Day 6

The familiar records M LW4 – M MW2 – M MW4 – M BL2 as 
its actions for this day. It can only Move, Peer, and Follow.

The Monster Roll is a “2”.
The familiar and the Witch always take their turns 

together, with the familiar moving first. The famil-
iar moves to Borderland 2. The face down chits are not 
revealed, and if they were face up the familiar would not 
cause prowling monsters to be summoned or move.

The Witch hides and moves to Maple Woods 2, reveal-
ing Ruins W, which can summon Wolves.



wItch dAy 7

H – H – M HP2 – M HP2
H H 2 2

The familiar records M BL3 – S – S – S as its actions for this 
day.

The Monster Roll is a “5”.
This is the seventh day of the month, so White magic 

and Black magic is present in every clearing of the map. 
The Witch, however, does not take advantage of this free 
Black magic: she does not need to enchant a map tile 
today, nor does she have Black magic spell that she wants 
to cast. Spellcasters hate to waste the free color magic 
available at the end of each week when it is a color that 
they could potentially use, but sometimes it just appears 

at a bad time.
The familiar moves to Borderland 3 and does three 

Peers, getting Clues and Hidden enemies. The Clues result 
allows the Witch to secretly look at the face down chits in 
the Borderland, without revealing them to the other play-
ers. The face down chits are Ruins C and Slither 3.

The Witch then hides and moves to High Pass 2, 
revealing Stink C and Lair 3.

wItch dAy 8

H – H – M MW2 – M LW4
H H 2 LW4

The familiar records M BL6 – M BL1 as its actions for this 
day.

The Monster Roll is a “4”.
The familiar moves to Borderland 1. The Witch hides 

and moves to Linden Woods 4. 
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wItch dAy 9

EM – E – M LW5 – H
EM E 5 H

The familiar records M CG2 – M CG2 – S – S as its actions 
for this day.

The Monster Roll is a “6”.
The familiar moves to Crag 2 and does two Peers. A 

Clues result allows the Witch to secretly look at the face 
down chits, which are Ruins M and Roar 4.

The Witch uses her Magic II2* chit and a Grey color 

chit to enchant the Linden Woods, giving her a way to 
reach the Lair in the High Pass. The Grey color chit (a Mag-
ic II3*) fatigues. She then moves to Linden Woods 5 and 
hides.

wItch dAy 10

M HP6 – M HP3
6 3

The familiar records M BL1 – M ??? – M ??? – M ??? as its 
actions for this day.

The Monster Roll is a “1”.
The familiar has finished exploring the part of the 

map shown here. The handful of hidden paths and secret 
passages that it could search for are unlikely to be very 
useful to the Witch, because she can absorb a monster 
that will let her walk the woods, ignoring all roadways 
within a map tile.

The familiar thus moves through Borderland 1 to 
an area of the larger map not shown here where it will 
continue to Peer into any unexplored tiles it might come 
across.

The Witch moves to the Lair without hiding. She can 
run away from any Trolls that Stink C might summon… 

and she wants the Tremendous Dragon at the Lair to 
show up, which it does.

In combat, the Tremendous Dragon is too slow to 
prevent her from casting a spell, so she uses her Magic 
V4* chit and a Black color chit to cast Absorb Essence on 
the Dragon. The Dragon is removed from the map (the 
Witch takes its counters), and the Witch then turns into 
a Tremendous Dragon! The Black color chit (Magic V5*) 
fatigues, and the Magic V4* chit is placed on the Dragon’s 
counter to signify that it is bewitching the Dragon. The 
chit will remain there, out of play, until the spell is broken 
or the Witch dies. The Witch does not score any Fame or 
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Notoriety points for absorbing the Dragon, because she 
did not kill it (if the spell is broken, the Dragon will reap-
pear in the Witch’s clearing).

The Tremendous Dragon is a decent monster to 
absorb, except that its slow speed makes it too vulnera-
ble to any opponent with a fast T attack. The monster she 
would most like to absorb would be either the Tremen-
dous Troll or the Tremendous Flying Dragon at the Hoard. 
This is why she took the Remedy spell: she can absorb the 

first decent monster that she encounters, and if she later 
encounters a better monster she can break the spell with 
Remedy (releasing the absorbed monster) and then cast 
Absorb Essence again on the better monster.

If she did not have the Remedy spell, then the deci-
sion of whether or not to absorb the Tremendous Dragon 
at the Lair is much more difficult, because she would only 
be able to cast Absorb Essence once in the game.

wItch dAy 11

S – S
S S

The Monster Roll is a “4”.
The Witch searches twice for the Lair, but fails to find 

it. Two Heavy Trolls then appear and block her.
In combat, the Witch uses her last Black color chit to 

energize the Absorb Essence spell and turn back into the 
Tremendous Dragon. The Heavy Trolls cannot possibly 
harm the Dragon – and the Witch cannot suffer wounds 
or fatigue while fighting as a Dragon – so the only ques-
tion here is whether she can kill both Trolls before the 
battle ends due to two rounds where nothing happens 
(while fighting as a Dragon, she cannot fatigue asterisks 
to prevent this). 

She takes two unused counters to mark her attack 
and maneuver on her Melee Section. These counters will 
have the same values as the Dragon’s body.

She maneuvers in Charge with a speed of “6”, but, 
since she can’t be hurt by the Trolls, this doesn’t really 
matter. She attacks in Swing with an H5 attack. She then 
places the Dragon’s head in Thrust, T4 side up, for her sec-
ond attack. The Dragon’s head can be played T4 side up 
in every round; the Dragon’s body will not flip over unless 
she hits her target without killing it.

Her target moves to box 1 where it changes tactics. It 
is hit and killed by the Dragon’s head.

In the second round, the  remaining Troll stays in box 
3, so both of the Dragon’s attacks miss, and thus nothing 
happens in this round.

In the third round, the Troll moves to box 2 and is 
killed by the Dragon’s body, ending the battle.

The Witch scores 15 Fame and 15 Notoriety points.
You can perhaps see now why Absorb Essence is 

such a powerful spell: the Witch will be able to score a lot 
of points fighting as a Tremendous Dragon against oppo-

nents who can’t hurt her! At the moment, however, she 
has used up all of her Black magic color chits. The only 
monster left to appear in the High Pass is a Tremendous 
Troll, a monster that could actually defeat her even if she 
fights as a Dragon, so she decides that it is time to leave 
the Lair behind to recharge her Black magic and find eas-
ier targets elsewhere.
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Chapter 13

The Magician
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mAgIcIAn dAy 15

H – H – H – M DV5 – M DW1
H H H 5 1
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0
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BEAST
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FAME:–5
- N:5 8
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7 LEAGUE
BOOTS

MOVE T5
extra MOVE

- N:2 5

The Magician is the jack-of-all-trades of spellcasters. He 
can use any spell in the game except for the four Type I 
spells, thanks to his seven Magic chits of Types II though 
VIII. However, he only has one Magic chit of each type, so 
he also has some serious limitations: with the Magic chits 
that he has, he cannot enchant map tiles, and he can-
not cast any spell that requires a matching pair of Magic 
chits. For example, he cannot cast Fiery Blast because it 
requires two Type IV chits (one to cast the spell and one 
enchanted into a color chit to supply the required Purple 
magic).

He will want to pay close attention to the magic 
that is available everywhere on the seventh day of each 
week. On these days he can enchant map tiles, and pos-
sibly cast spells that he can’t normally cast, using this free 
color magic.

His five Move & Fight chits are decent but unremark-
able. His first Special Advantage is “Knowledge,” which is 
especially helpful to him, as having seven different types 
of Magic chits means that he can make learning new 
spells a key part of his game strategy. His other Special 
Advantage is “Magical Paraphernalia” which gives him a 
bonus Alert phase every turn. His Magic chits aren’t all 
that fast, so a bonus Alert phase may come in handy on 
occasion.

He is also Friendly with the Rogues, making it easy 
for him to hire natives if he needs them.

Because he has so many spells to chose from, let’s 

review just the spells that he can cast with his seven 
Magic chits. In the list that follows, “Fully usable” indicates 
a spell that he can use to full effect, while “Limited use-
fulness” indicates a spell where his inability to enchant 
hexes to supply color magic, or the fact that he will nev-
er have more than one color chit of the color needed to 
cast/energize the spell, will mean that the spell won’t be 
as useful to him as it might be to some other spellcaster.

A spell with “Limited usefulness” is not necessarily a 
bad choice for a starting spell, but the Magician will want 
to think carefully about it before choosing it. Likewise, a 
“Fully usable” spell is not necessarily a good starting spell 
for him.

Prophecy (Type II/Purple) – Limited usefulness.

 Talk to Wise Bird (Type II/Gold) – Limited useful-
ness.

Curse (Type V/Grey) – Fully usable.

Dissolve Spell (Type VI/Purple) – Fully usable.

 Enchant Artifact (Type VI/Purple) – Limited use-
fulness.

 Melt into Mist (Type VI/Purple) – Limited useful-
ness.
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VIII

 Phantasm (Type VI/Purple) – Fully usable for 
searching, but it won’t be able to enchant hexes.

 Transform (Type VI/Purple) – Fully usable, and it 
could be a good starting spell for the Magician.

Unleash Power (Type VI/Purple) – Fully usable.

 World Fades (Type VI/Black) – Fully usable. Magic 
Sight would allow the Magician to learn new 
spells with no risk of suffering a Curse, and it can 
also be used to grab the topmost treasures from 
any treasure site.

Control Bats (Type VII/any) – Fully usable.

 Peace with Nature (Type VII/Gold) – Limited use-
fulness.

Premonition (Type VII/Grey) – Fully usable.

 Protection from Magic (Type VII/Gold) – Fully 
usable.

 Sense Danger (Type VII/Purple) – The Magician 
has no use for this spell, thanks to his “Magical 
Paraphernalia” Special Advantage.

Bad Luck (Type VIII/any) – Fully usable.

 Deal with Goblins (Type VIII/Black) – Fully usable.

 Guide Spider or Octopus (Type VIII/Grey) – Fully 
usable.

 Poison (Type VIII/Grey) – Fully usable (but cannot 
be cast on his dagger).

Remedy (Type VIII/Grey) – Fully usable.

 Whistle for Monsters (Type VIII/Purple) – Fully 
usable.

Here the Magician chose Prophecy, Transform, and 
Remedy as his three starting spells. His Magic IV3* chit 
has been enchanted into a Purple color chit, and his Mag-
ic V4** chit has been enchanted into a Black color chit. He 
also has two Small Treasures (and a total of 15 gold) as a 
result of doing some looting & selling earlier in the game. 
The Small Treasures are the 7 League Boots and the Beast 
Pipes.

The 7 League Boots give him a bonus Move phase 
every turn, and can be used as a Move T5 chit that never 
fatigues, which allows him to carry items of Tremendous 
weight. The Beast Pipes is an Artifact containing one Type 
VIII spell. The Magician earlier used Reading Runes on the 
Beast Pipes to learn & awaken its spell, Deal with Goblins. 
He thus has Deal with Goblins recorded as his fourth spell, 
and he can use the Beast Pipes to cast this spell, with a 































time number of “0”, without having to use his Magic VIII4* 
chit (which would fatigue when the spell expires).

Three of the Rogues at the Inn have already been 
hired by other characters earlier in the game. The Magi-
cian started the game at the Inn, and did a Trade with the 
Rogues, so he knows that they have the Royal Scepter 
and the Power Boots for sale, but neither of these trea-
sures interests him at the moment.

Day 15

The Monster Roll is a “2”.
The Magician hides and moves to Deep Woods 1, 

revealing Dank M and Pool 6. The Soldiers at the House 
are Unfriendly to him, so he certainly won’t try to trade 
with them to see what Treasure cards they are holding.

Although the Magician gets a bonus Alert phase 
every turn, he did not record one because Alert phases 
cannot be cancelled. If he records an Alert phase, then 
he must alert a Magic chit (he has no weapon counter 
that he could alert instead) which, if unused, would then 
fatigue at Midnight. See Note 3 on the Daylight Activities 
Table on page 121 of the 3rd edition rules: Trade and Hire 
phases are the only phases that can be cancelled. A num-
ber of veteran players believe that you should be able 
to cancel Alert phases, but the editors of the 3rd edition 
rules were unable to get a ruling from designer Richard 
Hamblen on this issue. It’s possible that this rule may be 
changed in some future version of the rules.

DEAL WITH
GOBLINS

group becomes
‘NEUTRAL’

can deal
(VIII, BLACK)

Day Spell
(goblins)
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mAgIcIAn dAy 16

H – H – M DW6 – M DW4 – M DW5

H H 6 4 5
The Pool is a tempting treasure site, but the monsters that 
can appear in the Deep Woods – Heavy Spiders and the 
Octopus – are fast enough that the Magician cannot run 
away, and cannot cast his Transform spell without alert-
ing his Type VI Magic chit. Thus, in this hex, failing to hide 
could mean death. The Magician decides to hire some 
help at the Inn before tackling the Pool.

Day 16

The Monster Roll is a “6”.
The Magician hides and moves to Deep Woods 5.

mAgIcIAn dAy 17

M L2 – M L2 – ML5 – M L5 – M BV2

2 2 5 5 2
The Monster Roll is a “4”.

The Magician moves to Bad Valley 2, a safe clearing, 
without hiding. The hidden chits in the Ledges are not 
revealed.

mAgIcIAn dAy 18

H – H – M BV5 – HR – HR
H H 5 HR HR

The Monster Roll is a “4”.
The Magician hides, moves to the Inn, and does two 

Hire phases using the Friendly column of the Meeting 
Table. He hires Archer R4 for 6 gold on a “Price x 3” result, 
and then hires Short Swordsman R3 for 8 gold on a “Price 

x 4” result. He has 1 gold remaining. The two Rogues will 
remain hired until the end of the game.

mAgIcIAn dAy 19

H – H – M BV2 – M L5 – M L5
H H 2 5 5

R3 and R4 follow the Magician. The Monster Roll is a “4”.
The Magician hides and moves to Ledges 2, revealing 

Stink M and Lost Castle 1. The Lost Castle contains Slither 
3, Howl 4, Cairns 5, Patter 5, and Slither 6. Stink M sum-
mons a Giant to the Magician’s clearing.

The hidden Magician could decline to fight the Giant, 
but he chooses to attack. He wants to move to Ledges 
2 tomorrow, but if the Giant is still in Ledges 5 he’ll only 
get one chance to hide, because Ledges 2 is a mountain 
clearing that requires two Move phases to enter. That is, if 
he recorded M L2 – M L2 as his first two phases of Day 20, 
the Giant would block him after the first phase; he would 

have to instead record H – M L2 – M L2, and the Giant 
would again block him if that first Hide failed.

In combat, R3 (light side up) and R4 (dark side up) 
are deployed to attack the Giant. The Giant becomes a 
defender on his own Melee Section with R4 as his target 
and R3 as an additional attacker.

The Magician, as his action for round 1, uses his Mag-
ic VI4* chit and his Purple color chit to cast Transform, 
selecting the Giant as the spell’s target. The Giant is trans-
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formed into a Squirrel with Light vulnerability, no attack, 
and a move time of 2.

The Archer undercuts the Squirrel’s maneuver and 
rolls one die on the Missile Table, but fails to kill the Squir-
rel with a roll of “6”. The Short Swordsman then intercepts 
the Squirrel with his Heavy attack and kills it. The Magi-
cian gains 8F/8N.
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mAgIcIAn dAy 20

M L2 – M L2 – M DW5 – R – R
2 2 5 R R

R3 and R4 follow the Magician. The Monster Roll is a “5”.
The Magician moves to Deep Woods 5 and does two 

Rest phases to recover his two fatigued Magic chits. At 
the end of his move a Heavy Spider appears and blocks 
him.

The Magician now has an interesting decision to 
make. If he has R3 lure the Spider and fight it on his own, 
he’ll be perfectly safe: the Spider cannot kill R3 as long 
as R3 is defending on his own Melee Section (R3 won’t 
roll for changing tactics, can’t be undercut, and if the Spi-
der lines up its L4 attack won’t cause any damage and its 
T6 attack won’t occur because R3’s M5 attack will kill it 
first, being both a faster attack and a longer weapon).

The problem with this strategy is that if R3 fights the 
Spider on his own there’s a chance that the battle may 
end after two rounds where nothing happens. If that 
occurs, then the next time that the Monster Roll is a “5” 
the Magician will be fighting two Heavy Spiders rather 
than just one. If he instead has both R3 and R4 battle the 
Spider, he increases his chance of killing the Spider, but 

there’s also now a chance that he could lose this battle. 
If the Spider intercepts R3, and both of them flip to their 
dark sides, and the Archer fails to kill the Spider, R3 would 
be killed. The Magician would then have to run away, 
leaving the Archer to fight the Spider on his own with no 
guarantee of winning.

There is no “correct” choice here; both strategies 
include some risk. The Magician decides to be aggressive 
and deploy both hired natives to attack the Spider. R4 is 
deployed first, followed by R3, so the Spider becomes a 
defender on its own sheet with R3 as its target and R4 as 
another attacker. The Magician cannot harm the Heavy 
Spider with his dagger, so he does not attack. Both hired 
natives are deployed with their best attacks.

In the first round, R3 moves to Charge & Thrust, the 
Spider moves to Duck & Smash and changes tactics, and 
R4 moves to Smash and also changes tactics. R3 and the 
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Spider both miss, and R4 doesn’t attack, so this is one 
round where nothing happens.

In the second round, R4 is flipped back to his attack-
ing side during deployment. R3 again moves to Charge & 
Thrust, the Spider moves to Dodge & Swing and changes 
tactics back to its light side, and R4 moves to Swing. R4 
has the fastest attack, hits the Spider, and rolls a “2” on 

one die on the Missile Table, killing the Heavy Spider. The 
Magician earns 3F/3N.

If R4 had failed to kill the Spider, all of the other 
attacks would have missed, so that would have been the 
second round in a row where nothing happens and the 
battle would have ended with the Spider still alive.

mAgIcIAn dAy 21

EM – E – M DW4 – M DW6 – S
EM E 4 6 S

R3 and R4 follow the Magician. The Monster Roll is a “6”. 
Purple magic is present in every clearing on the map.

The Magician does two Enchant phases to enchant 
his Type IV Magic chit back into a Purple color chit. He 
then moves to the Pool, does one Search, and succeeds 
in locating the Pool.

No monsters are summoned today. If the Octopus 
had shown up, one of the hired natives would have lured 
it, allowing the Magician to use his Transform spell to try 
to change the Octopus into a creature that would be eas-
ier to defeat.

However, with no monsters to fight during combat, 
the Magician uses his Type II Magic chit and the Purple 
magic in the clearing to cast his Prophecy spell, selecting 
himself as the target. The Type II chit is placed on his char-
acter card to show that it is bewitching him; it will fatigue 
when the Prophecy spell expires.
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mAgIcIAn dAy 22

(Prophecy Spell)
(Prophecy Spell)

R3 and R4 follow the Magician. The Monster Roll is a “3”.
With the Prophecy spell active, the Magician does not 

need to write down his Day 22 moves in advance. At the 
start of each phase, he simply selects the activity that he 
wants to do (and he can use his bonus Move phase from 
the 7 League Boots before or after any regular phase). 
Thus he will know the Monster Roll result before he has 
to decide what he wants to do, and he’ll always see the 
result of the previous phase before he has to select an 
activity for the next phase.

With a Monster Roll of “3”, the Octopus could be sum-
moned to the Pool. Prophecy gives the Magician several 
options here:

 If he wants to battle the Octopus, he simply 
remains at the Pool.

 If he does not want to battle the Octopus, then 
he just needs to move to a clearing other than 
Deep Woods 6 (or he could remain in Deep 
Woods 6 and still avoid a battle if he successfully 
hides).

 If he does not want the Octopus to even appear 
on the map, he just has to move out of the Deep 
Woods and end his turn in another map tile 
(while hoping that no one else ends their turn in 
the Deep Woods either).

The Magician decides to not fight the Octopus today, 
so he does four Loots at the Pool and then moves to Deep 
Woods 1. The treasures that he draws from the Pool are 
the Alchemist’s Mixture, the Poultice of Health, the Drag-
on Essence, and the Book of Lore.

A character must fatigue one asterisk for each item 
that he takes from the Pool (all that swimming is tiring), 
so the Magician fatigues his Move M4*, Magic III3*, Magic 
VII4*, and Magic VIII4* chits.

After drawing the Dragon Essence (which is a source 







of Purple magic) the Magician, at the start of his next 
phase, voluntarily fatigued his Purple color chit without 
using it for any purpose (he could also have done this 
during the Encounter Step of a round of combat). He no 
longer has any use for a Purple color chit, so he needs to 
convert his Purple chit back into a Type IV Magic chit that 
can be used for spellcasting and enchantments.

The Prophecy spell then expires at Sunset, and the 
Magic II3* chit that was bewitching him fatigues. The 
Octopus appears at the Pool.

The four treasures that the Magician got from the 
Pool are really excellent:

The Alchemist’s Mixture, once activated, becomes a 
weapon that can make one M missile attack each 
round until Midnight. The speed of the Mixture’s attack is 
determined by the Fight chit used to play it.

If a character activates the Poultice of Health at the 
start of a phase, each of that character’s Rest phases will 
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mAgIcIAn dAy 23

R – R – R – H
R R R H

R3 and R4 follow the Magician. The Monster Roll is a “2”.
The Magician activates the Poultice of Health at the 

start of his first phase, so his three recorded Rest phas-
es will count double, recovering six fatigued asterisks 
instead of only three. This is sufficient to recover all of the 
Magician’s fatigued chits. A Potion’s effect lasts only until 
Midnight of the day on which it was used (activated), so 
any Rest phases that the Magician uses after Day 23 will 
recover asterisks at the normal rate of one per phase.

The Magician then successfully hides, although no 
monsters show up. In addition to the Octopus coming 
over on a Monster Roll of “3”, and a Spider appearing on a 
Monster Roll of “5”, a Monster Roll of “1” would have sum-
moned a Dragon, because the Dragon Essence also acts 
as a Smoke chit.

Potions are one-use treasures that must be discarded 
after they are used, so at Midnight the Poultice of Health 
is placed in the Shaman’s box on the Set Up Card. If the 
Shaman ever appears on the map, he will then have the 
Poultice of Health for sale, along with the two spells that 
he normally sells. There is no limit to the number of times 
that a Potion can be recycled in this manner.

The Magician could have used his Type II Magic chit 
and the Purple magic from the Dragon Essence to cast 
Prophecy again, and frankly, if I was playing the Magician 
in this situation in a real game that is what I would have 
done. I would cast Prophecy every day as long as the only 

count double for the remainder of the day, recovering 
two asterisks instead of just one (or, if activated by the 
Dwarf, recovering four asterisks instead of two).

The Dragon Essence is an Enchanted card that is a 
source of Purple magic. This is an incredibly useful card 
for the Magician: Prophecy and Transform both require 
Purple magic, so it is now easier for him to cast those two 
spells (and he will suffer less fatigue when he does cast 
them), and he can now also enchant hex tiles. It is a Great 
Treasure, and the character who possesses it loses 10 
Fame but gains 20 Notoriety.

However, the Dragon Essence also acts like a Smoke 
chit. On a Monster Roll of “1”, it could summon the two 
Heavy Flying Dragons if the Magician is in a Mountain 
tile, or it could summon a Heavy or Tremendous Dragon if 
the Magician is in a Cave tile.

The Book of Lore is a Spell Book that contains four 
Type IV spells… all of which will be powered by Purple 
magic! Drawing both the Dragon Essence and the Book 
of Lore is almost unfair, but sometimes you just get lucky 
(and these four treasures for the Magician were com-
pletely random draws).
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H – H – M CS2
H H 2

R3 and R4 follow the Magician. The Monster Roll is a “3”.
The Magician does two Hides and fails them both, 

then he moves unhidden to Caves 2, revealing Ruins C 
and Statue 2. Six Goblins wielding Great Swords – the last 
remaining Goblin group on the Set Up Card – are sum-
moned by Ruins C and block him.

This is bad. He can’t run away from them, and he cer-
tainly can’t defeat them in a fight. He has Deal with Gob-
lins recorded as his fourth spell, but the Goblins are fast 
enough to prevent him from playing his Magic VIII4* chit 
to cast it.

Fortunately, however, he can use the Beast Pipes as 
a Type VIII magic chit with a time number of “0” to cast 

its awakened spell: Deal with Goblins. His Black color chit 
provides the necessary color magic. The spell pacifies the 
Goblins; they immediately stop attacking the Magician 
and become unassigned, which gives him the option to 
run away. However, if he chooses to run away his hired 
natives will be left behind, because only characters can 
run from a clearing. The Magician therefore chooses to 
remain in Caves 2 to avoid abandoning his hired help, so 
he will only have two phases (and his bonus Move phase) 
on Day 25, even if he leaves the Caves.

cost was a single Rest phase to recover the Type II chit 
used to cast it.

For demonstration purposes, however, I’m going to 
have the Magician check out the nearby Caves tile, and 
it’s much harder to cast Prophecy every day when you 
only have two phases per day because you are in cave 

clearings. The Magician decides to forego using Proph-
ecy today so that he is certain to have it available once 
he sees what might be in the Caves. With his bonus Move 
phase from the 7 League Boots, he’ll be able to do two 
Hide phases before entering the Caves, so he should have 
a good chance of being hidden.
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The Black color chit fatigues, and the Beast Pipes 
remains committed to the spell until it expires. Unlike a 
Magic chit, the Beast Pipes will not fatigue when the spell 
expires, so his fatigued Magic V4** chit is the Magician’s 
only concern. He’ll be in no hurry to recover it to cre-
ate another Black color chit, as he doesn’t plan to enter 
another Cave tile any time soon… and there are no Gob-
lins left on the Set Up Card anyway.

If he had any gold he could attempt to hire the paci-
fied Goblins on Day 25, using the Neutral column of the 
Meeting Table. A monster’s Gold wage is equal to its 
Notoriety value, and the six Goblins would have to be 
hired together as a group, so the basic price would be 6 
gold. Deal with Goblins is a Day spell, so the Goblins will 
remain pacified until Sunset of Day 25.

Should the Magician cast Prophecy now on Day 24? 
I think the answer to that question depends upon what 
his plans for Day 25 are. If he is planning to return to the 
Deep Woods I would say “No”… a regular recorded move 
like M DW1 – H – H should be safe enough. However, if he 
is planning on moving through the Caves to reach anoth-
er area of the map (that is not shown here) then I would 
definitely cast Prophecy, as this would allow him to see 
the Monster Roll before he has to decide how to move. 
If the Monster Roll was anything but a “3” he could then 
do three moves to Caves 1 secure in the knowledge that 
the Goblins will not be following him. If the Monster Roll 
was a “3” he could then either move to Caves 4 and try to 
hide from the Goblins, or move back to the Deep Woods 
to avoid the Goblins altogether.
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MAGIC
II3*

MOVE
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MAGIC
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VII4*
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VIII4*
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MOVE
M4*

FIGHT
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FIGHT
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11
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L  N:10 10
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MAGIC
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Chapter 14

The Wizard



Wizard 
Start of Day 4
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Magic Realm is not perfect. As you learn the game, you 
will undoubtedly discover some things about it that will 
disappoint you. The Wizard character might be one of 
those disappointing things.

The Wizard brings to mind some of the great spell-
casters of fantasy literature, especially Gandalf from the 
tales of J. R. R. Tolkien and Merlin from the King Arthur 
legends. Magic Realm’s Wizard, however, is not in their 
league. He’s just an average spellcaster who is one of the 
weaker characters in the game. It’s hard to win a game as 
the Wizard.

His Fight M3* chit is decent, but his other two Fight 
chits are either slow (Fight M5) or weak (Fight L4). He has 
four Move chits, but his fastest Move chit is a slow Move 
M4*. His other Move chits are three identical Move M5 
chits with no asterisks. Two of those Move M5 chits are 
thus redundant and essentially useless for anything other 
than taking wounds, but a slow Medium character with 
no armor doesn’t usually take wounds… an attack that 
hits him will probably just kill him outright. The Wizard is 
basically playing with just 10 action chits.

He’s equipped with a Staff, a weak weapon that has 
no special magical powers. He can play his fastest Move 
and his fastest Fight together for exactly one round of 
combat, after which one of those chits will fatigue and 
either his attack or his maneuver will have to slow down.

He has five Magic chits of types II, III, and IV, and 
these are all decent, with time numbers of “3” or “4” and 

just one asterisk each. However, he doesn’t have more 
than two Magic chits of any given type – and he starts 
the game with only two spells – so while he can dabble 
in three different types of magic, he isn’t really a master 
of any of them.

Thus, he plays like a feeble old man with no speed or 
stamina. The Wizard, however, does have a few beneficial 
aspects as well.

His Special Advantages are quite useful. “Lore” allows 
him to roll just one die when Reading Runes, an advan-
tage that he shares with the Pilgrim and the Sorceror, but 
the Wizard knows more types of Magic than those two, so 
he has more spells that he could potentially learn.

The Wizard also has every hidden path and secret 
passage recorded as a discovery at the start of the game, 
thanks to his “Experience” Special Advantage. He can use 
them all without searching for them, even the ones on 
the enchanted sides of the tiles. This allows the Wizard to 
move around the map more easily than the other char-
acters, and it can help him avoid other, more powerful, 
characters who might be thinking of the Wizard as easy 
prey.

He is friendly with four native groups, two of whom 
start on the map. Having this many friendly groups can 
pay big benefits in the long run.
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One of the Wizard’s two recorded spells will almost 
certainly be Fiery Blast (Type IV/Purple), but he does have 
quite an interesting variety of good spells to choose from 
for his second spell:

 Prophecy (Type II/Purple) – As you saw in the 
previous chapter, this is a powerful spell, and the 
Wizard could make great use of it.

 Talk to Wise Bird (Type II/Gold) – A decent spell 
for the Wizard who, because he’s a rather weak 
character, needs to be careful in choosing the 
areas he is going to explore.

 Elven Grace (Type III/Gold) – Although this spell 
is rarely chosen by the Wizard as a starting spell, 
it does offer some intriguing possibilities. If cast 
on himself, his Fight L4 becomes a Fight L1 (can 
be used as a dagger that is guaranteed to hit and 
kill a Goblin, Wolf, or any other Medium, unar-
mored target in each round of combat), and all 
of his other Move & Fight chits increase their 
speed to “2”. If the Wizard could obtain a Medium 
weapon and some armor, this spell could turn 
him into a surprisingly effective fighter. The main 
drawback to this spell is that, because the Wizard 
only has one Type III Magic chit, he can only cast 
this spell in a map tile that has been enchanted 
to provide Gold magic.

 Blazing Light (Type IV/Purple) – This spell could 
be useful if the Wizard is expecting to spend a lot 
of time in Cave tiles, especially if the tile can be 
enchanted to provide Purple magic.

 Hurricane Winds (Type IV/Purple) – This can be a 
useful spell, depending upon where the Moun-
tain tiles are located (and what is found in them). 
The main risk in selecting it is that you may never 
find a good opportunity to use it.

The Wizard is not a poor character, but he is quite 
a challenging character to play. Perhaps his greatest 
strength is that he really has a whole lot of untapped 
potential at the start of the game.

He becomes much more effective if he finds another 
character to work with him as a partner, or if he is able to 
hire one of his friendly native groups. He also has a large 
number of good spells that he can potentially learn and 
use, and he has lots of possibilities for trading and hiring 
with friendly natives. Thus, he may start out rather weak, 
but with smart play – and a little luck – he can become 
quite a powerful character by the end of the game.

The problem with teaming up with another character 
is that almost all of the characters that would make good 











partners for the Wizard are also quite capable of killing 
him. It’s the Wizard’s terrible dilemma: does he get a part-
ner and risk getting stabbed in the back at some point… 
or does he go it alone and risk accomplishing nothing 
because he is so weak by himself?

A partnership is actually fairly safe early in the game: 
the Wizard is far more valuable as a partner than the Staff 
& 10 gold that another character would get for killing 
him. However, as the Wizard gains Notoriety, gold, and 
treasures, the temptation for his partner to turn on him 
and take all of that for his own will grow. A prudent Wiz-
ard, if he doesn’t completely trust his partner, will end 
the partnership and move away before the temptation 
becomes too strong for his partner to resist.

Here the Wizard has selected Fiery Blast and Hur-
ricane Winds as his starting spells. He began the game 
with one Grey Magic chit and one Purple Magic chit. He 
also invited the Dwarf to be his partner, who accepted.

This partnership offers substantial benefits to both 
characters. The Wizard gains the protection of the best 
monster fighter in the game, and the Dwarf gains the 
ability to use four phases per day outside of caves (if he 
follows the Wizard). The combination of the Dwarf’s skill 
in caves and the Wizard’s knowledge of all of the hidden 
paths and secret passages should be quite useful to the 
team. In addition, the Dwarf and Wizard should have a 
chance of defeating any Goblins they encounter (Goblins 
can be terribly vulnerable to a Fiery Blast), which could 
allow them to explore many of the Cave tiles in relative 
safety.

On this map, there is obviously a road that connects 
the Crag to the Ledges and the Ruins running through 
other map tiles that are not shown here… the map would 
not be a legal map if this was not the case. That might, 
however, be a long way to travel, so the Wizard & Dwarf 
decide to take a shortcut by using the Hurricane Winds 
spell to fly off of the Crag!

Day 4

The Dwarf will follow the Wizard. The Monster Roll is a “6”.
The Wizard enchants the Crag using his Type IV/Pur-

ple chits, which causes his Purple chit to fatigue. He then 
rests to recover his fatigued chit, but fails to hide.

The Crag, when enchanted, supplies Grey, Gold, and 
Purple magic to all six of its clearings – a veritable para-
dise for most spellcasters. Ruins M summons a Giant Bat 
that blocks and attacks the unhidden Wizard & Dwarf.

The Dwarf can probably defeat the Giant Bat by him-
self, but he might take several wounds and his helmet 
could be damaged or destroyed. The Wizard thus decides 
to help out. This will delay the team’s progress by a turn, 
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but if the Dwarf was wounded they would be delayed 
anyway, and if the Dwarf’s helmet is lost it could really 
compromise his effectiveness in future battles.

ENCOUNTER STEP – Round 1

Luring

The Dwarf lures the Giant Bat, to prevent it from attack-
ing the Wizard.

Actions

The Dwarf cannot alert his Great Axe, because he doesn’t 
have a Fight chit that is faster than the Bat’s maneuver 
speed of “3”.

The Wizard uses his Magic IV4* chit and the Crag’s 
Purple magic to cast Hurricane Winds. The Bat is not 
assigned to attack the Wizard, so its fast speed does not 
interfere with his spellcasting. If there was a Bat assigned 
to him, he would have to use his Magic IV3* chit to cast 
this spell instead of his Magic IV4* chit. Remember that, 
unlike Move and Fight chits, Magic chits played as an 
action don’t have to be faster than an assigned oppo-
nent’s speed; they just have to match it.

MELEE STEP – Round 1

Selecting Targets

The Wizard selects the Bat as the target of his Hurricane 
Winds spell, and the Dwarf also selects the Bat as his tar-
get.

Spell Effects

The Hurricane Winds spell comes to life: the Magic IV4* 
chit becomes a Fly T1 chit and is placed on the Bat. If the 
Bat survives this round of combat, the Wizard will use this 
Fly T1 chit to force the Bat to fly away at the start of the 
next round’s Encounter Step.

Attacks/Maneuvers

The Dwarf plays his Duck T3* chit in Duck, and his Fight 
H6 and unalerted Great Axe in Smash. He’s not really pro-
tecting his Move here, as the Bat is fast enough to under-
cut him. What the Dwarf is doing is making sure that if 
the Bat does hit his helmet, he’ll at least get a few points 
of Fame and Notoriety for killing the Bat.

The bat moves to Dodge & Swing and does not 
change tactics, and the Dwarf’s Great Axe misses and 
becomes alerted. The Bat undercuts the Dwarf’s maneu-
ver and inflicts Medium harm on the Dwarf (Heavy vul-

nerability) which causes one wound. The Dwarf wounds 
his Move H6 chit.

At the start of the next round the Wizard forces the 
Bat to fly away towards the Ledges. When an individual 
runs away from a clearing, he is placed halfway along 
the roadway towards the next clearing. Likewise, when 
an individual flies away from a clearing, he is placed half-
way toward the next map tile, so the Giant Bat is placed 
on the border of the Ledges and the Crag. It will land in 
a randomly determined clearing in the Ledges at the 
beginning of Daylight on Day 5.
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wIzArd dAy 5

H – H – H – R
H H H R 

To fly off of the Crag, the Wizard will have to cast the Hur-
ricane Winds spell twice: once with the Dwarf as the tar-
get, and then again with himself as the target.

Because the Wizard and the Dwarf must fly sepa-
rately, they’ll probably land in different clearings. They 
will fly into the Ruins rather than the Ledges to avoid the 
Bat. However, they would not want to fly into the Ledges 
even if there were no monsters present, because they 
could end up landing on completely different roads and 
be really separated. (When an individual lands after fly-
ing into a new map tile, the clearing in which he lands is 
selected randomly by rolling one die.)

Day 5

The Dwarf will follow the Wizard. The Monster Roll is a “1”.
At the start of Daylight, after all of the players have 

written down their moves for Day 5, but before any indi-
vidual takes his turn, the Giant Bat must land in the Ledg-
es. A “3” is rolled on one die, so the Giant Bat is placed in 
Ledges 3. The Bat will remain in the Ledges (and prowl 
normally on a Monster Roll of “6”) until it regenerates or is 
killed. The Magic IV4* chit is fatigued.

The Wizard & Dwarf successfully hide. During the 
Rest phase, the Wizard recovers his fatigued Magic IV4* 
chit and the Dwarf recovers his wounded Move H6 chit.

No monsters appear in the Crag today, so the Dwarf 
voluntarily becomes unhidden, to allow the Wizard to 
cast a spell on him. During combat, the Wizard uses his 
two Type IV Magic chits, and the Purple magic supplied 
by the enchanted Crag, to cast Hurricane Winds twice, 
sending both of them flying towards the Ruins. This spell-
casting causes the Wizard to also become unhidden.
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If you are wondering if the Wizard & Dwarf are taking a 
risk by flying from the Crag to the Ruins with Hurricane 
Winds, you would be correct. This is a risky move for the 
team; a lot of things could go wrong here. Their greatest 
fear, perhaps, is that the Dwarf will land first, summon 
some monsters, and then the Wizard lands right on top 
of those monsters and is blocked and killed without ever 
getting a chance to hide.

Normally I wouldn’t take this much of a risk this early 
in the game, but it really depends upon the game situa-
tion. If there are simply no good areas that can be easily 
reached by normal movement, or if the Wizard & Dwarf 
are being chased by other characters who want to break 
up their partnership by killing them, then this risky move 
would be acceptable.

There is also a school of thought that believes you 
should take your big risks early in the game, so that if 
your character does get killed you’ll be able to start over 
with a new character and still have enough time left to 
have a reasonable chance of winning. That makes some 
sense, but I don’t care to play that way… I really want to 
keep my original character alive for the entire game!

When a character flies away from a clearing, his first 
phase of the next day must be a Fly phase to land in a 
randomly selected clearing. A Fly phase is recorded by 
writing “FL” followed by the code of the tile you are flying 
to, so, in this case, “FL R” is read as “Fly to the Ruins.”

Day 6

The Monster Roll is a “4”.
The Wizard is randomly selected to move first. He 

lands in Ruins 3 and hides, revealing Dank C and Howl 
5. The Magic IV3* chit that was bewitching him then 
fatigues.

The Dwarf lands in Ruins 1 and hides, and the Magic 
IV4* chit fatigues.

wIzArd dAy 7

H – H – M R5 – M R1
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The Ruins is not a great location for the Wizard & Dwarf. 
There aren’t any treasure sites, and, when enchanted, the 
Ruins only supplies Grey magic, which doesn’t help the 
Wizard.

They decide to check out the Cavern, which could be 
a much better location: the Dwarf will only roll one die 
when hiding and searching, and the Cavern supplies Pur-
ple magic when enchanted, which could allow the Wizard 
to cast Fiery Blast twice in a single battle (if he has both of 
his Type IV chits rested).

Day 7

The Monster Roll is a “5”.
The Dwarf is selected to go first. He does two hides 

– waiting for the Wizard to rejoin him – and succeeds.
The Wizard fails to hide in two tries, and then uses a 

hidden path to join the Dwarf in Ruins 1.
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H – H – R – R
H H R R

The Dwarf will follow the Wizard. The Monster Roll is a “4”.
The Wizard hides and recovers both of his fatigued 

Type IV Magic chits. The Dwarf had no fatigued or wound-
ed chits, so he is unable to benefit from the Wizard’s Rest 
phases.

wIzArd dAy 9
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The Wizard will follow the Dwarf. The Monster Roll is a “2”.
The Dwarf moves to Cavern 2 and successfully hides 

(rolling one die due to his “Cave Knowledge” Special 
Advantage). Smoke C and Hoard 6 are revealed: lots of 
Dragons, and lots of treasures!

wIzArd dAy 10

EM – E
EM E

The Dwarf will follow the Wizard. The Monster Roll is a “6”.
The Wizard uses his Type II/Grey chits to enchant 

the Cavern (the Grey chit fatigues). Every clearing in the 
Cavern is now a source of Purple magic, and the Hoard in 
Clearing 6 is now adjacent to the Wizard & Dwarf in Clear-
ing 2. The two characters are unhidden, but fortunately 
no Dragons appear today.

This was a slightly risky move, as the Wizard cannot 
hide if he wants to enchant the Cavern, but the potential 
benefits of the enchanted Cavern supplying unlimited 
amounts of Purple magic far outweigh the risks… espe-
cially with the presence of the treasure-filled Hoard.

Note that, had the Wizard selected Blazing Light as 
his second spell (instead of Hurricane Winds), and cast it 
on Day 9, he then would have been able to enchant the 
Cavern and still have a Hide phase for safety (H – EM – E). 
Some players dismiss spells like Blazing Light being as 
nearly useless, because they feel the benefit gained is not 
worth the time and effort involved in casting it, but this 
would have been a perfect situation in which to use it. Of 
course, without Hurricane Winds, it might have taken the 
Wizard & Dwarf much longer to reach the Cavern in the 
first place, so some other character could perhaps have 
beaten them to the Hoard and looted it ahead of them.
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A key decision that the team has to make here is whether 
or not to play it safe. A Monster Roll of “1” will bring on a 
Heavy Dragon and the Tremendous Flying Dragon. That’s 
a battle that the Dwarf could lose, and the Dragons are 
tough enough that there is no guarantee that the Wiz-
ard’s Fiery Blast will be much help.

If they choose to play it safe, the Wizard will always 
follow the Dwarf, who will move to the Hoard and hide 
this turn, and then do a search and a hide on each suc-
ceeding turn until the Hoard is found. They’ll have a good 
chance of being hidden if the Dragons appear, but it 
might take several days to locate and loot the Hoard.

If they choose to take a chance, the Dwarf and the 
Wizard will move independently, and neither one will 
hide. Once at the Hoard, the Dwarf will do two searches 
each day, and the Wizard will do an alert and a search 
(on a Monster Roll of “1” the Wizard would alert his Magic 
IV4* chit, giving it a time of “0”, but on any other Monster 
Roll he would just alert his Staff). With three searches per 
day, the team should be able to find and loot the Hoard 
much faster than if they played it safe… but they’ll be 
hoping that the Dragons don’t ever show up, or that 
they can get lucky and win the battle if the Dragons do 
appear.

I think the risk here is just too great to not play it 
safe. In addition, the Wizard & Dwarf have already done 
a couple of risky moves in using Hurricane Winds to fly 
from the Crag to the Ruins, and in enchanting the Cav-
ern without hiding, so for them to continue to tempt fate 
with additional risky moves would be ill-advised. Bad luck 
can strike at any time; if you play a long sequence of risky 
moves you’re just asking for trouble.

Some risks, of course, are unavoidable, and you may 
have to take other risks just to have a chance of winning 
the game, but minimizing the total amount of risk you 
subject your character to is also important. It’s often a dif-
ficult decision to make: the desire to gain an advantage 
by taking a risk can be matched by the fear of what could 
go wrong if you do take that risk!

Day 11

The Wizard will follow the Dwarf. The Monster Roll is a “2”.
The Dwarf moves to the Hoard and hides. No mon-

sters are summoned today.

wIzArd dAy 12
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The Wizard will follow the Dwarf. The Monster Roll is a “4”.
The Dwarf hides and then locates the Hoard with 

his second phase, a search. Because the Dwarf only rolls 
one die when he searches in cave clearings, he has a 33% 
chance of locating the Hoard with each search attempt 
(rolling on the Locate Table), so finding the Hoard on the 
first search wasn’t exceptionally lucky. A character rolling 
the normal two dice to search would only have a 22% 
chance of success.
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The Wizard & Dwarf decide to take one more risk, moving 
separately so that they can get three loots at the Hoard. 
There are nine treasures in the Hoard, so each of the three 
loots is guaranteed to draw a treasure. After this, there 
will be no guarantee that three loots will get three trea-
sures, so they’ll go back to playing it safe with the Dwarf 
doing a Hide and a Loot, and the Wizard following him.

Day 13

The Monster Roll is a “2”.
The Wizard is selected to move first. No Dragons will 

be summoned today, so he alerts his Staff to avoid fatigu-
ing a Magic chit (alerted Magic chits fatigue at Midnight 
even if they aren’t used for anything). If the Monster Roll 
had been a “1”, he would have alerted his Magic IV4* chit 
so that a Fiery Blast cast with it would be fast enough 
to undercut the Dragons if it did not line up. His Magic 
IV3* chit is fast enough to undercut the Dragons without 
needing to be alerted.

He then does one Loot at the Hoard, and finds the 
Penetrating Grease. When you use this Potion on a 
weapon, that weapon will ignore any armor that its tar-
get might have. If the target is armored you do not lose a 
sharpness star, and if the target is another character the 
harm from any hit is applied directly to the character and 
not to his armor. The Dwarf could use this to potentially 
kill a character like the White Knight or the Captain with 
a single blow… but that killing blow would leave the tar-
get’s armor completely undamaged!
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The Dwarf goes next and does two Loots at the 
Hoard, rolling just one die to find the first and sixth trea-
sures: the fabulous Timeless Jewel and the Draught of 
Speed. He immediately activates the Timeless Jewel.

The Timeless Jewel is probably the greatest treasure 
in the game. When a character has the Timeless Jewel 
activated, he never has to write down his turn in advance. 
It’s like having the Prophecy spell automatically cast on 
you every day! This is such a huge advantage that it bor-
ders on being unfair.

The Draught of Speed is a Potion that changes the 
speed of a character’s action chits based on the number 
of asterisks each chit has. This can be a very useful Potion 
for any character who has Fight chits with two asterisks.

At the conclusion of combat, the Wizard gives the 
Penetrating Grease to the Dwarf, who is far more likely to 
make good use of it.
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The Wizard will follow the Dwarf. The Monster Roll is a “1”.
There is Grey magic available in every clearing of the 

map on this day, but the Wizard won’t be able to make 
any use of it.

The Dragons finally appear, but they no longer pose 
any real threat, because the Dwarf now possesses the 
Draught of Speed.

The Timeless Jewel allows the Dwarf to choose his 
actions after seeing what the Monster Roll is. He first does 
an Alert phase, to allow the Wizard to alert his Magic IV4* 
chit… but he does not alert his Great Axe. He then does a 
Hide phase (rolling just one die), which is successful.

Smoke C summons a Heavy Dragon, and the Hoard 
summons the Tremendous Flying Dragon. Both charac-
ters are hidden, so the Dragons will not be able to attack 
in the first round of combat.

The Wizard casts Fiery Blast using his alerted Magic 
IV4* chit (time number of “0”) and the Purple magic pres-
ent in the enchanted Cavern, and the Dwarf activates 
the Draught of Speed. The Dwarf’s Great Axe remains 
unalerted; if he had alerted his Great Axe as his action in 
Round 1, he then would not have been able to activate 
the Draught of Speed. He can do one thing or the other, 
but not both. This is OK, however, because the Dwarf def-
initely does not want his Great Axe to be alerted in this 
battle.

The Wizard selects both Dragons as his target (a Fiery 
Blast can attack any number of targets); the Dwarf selects 
the Tremendous Flying Dragon as his target.

The Dwarf elects to use his Fight T6* chit with his 
unalerted Great Axe. This would normally give him an 
attack speed of “6”, because the unalerted Great Axe has 
no time number of its own. But the Draught of Speed 
overrides the Fight chit’s printed time number, turning it 
into a fast Fight T3* chit! This is why the Dwarf was careful 
to not alert his Great Axe: if it was alerted the Axe’s print-
ed time number of “4” would negate the fast Fight chit, 
resulting in a T4 attack that cannot undercut the Tremen-
dous Flying Dragon, instead of a T3 attack that will always 
undercut it.

There’s absolutely no need to set up a Melee Section 
for this round: the Dragons are unable to attack, and the 
alerted Fiery Blast (speed “0”) and the Great Axe (speed 
“3”) are both guaranteed to undercut and hit their targets 
regardless of how they maneuver.

The Heavy Dragon, and the Tremendous Flying Drag-
on’s head, do not change tactics.

The Fiery Blast is the longest weapon, so it will be 
resolved first. Both of its targets are armored, so it will 
lose one sharpness star and have a basic harm of Heavy 
(L). The Wizard will need to roll a “2” or less (11% 
chance with two dice) on the Missile Table to kill the Tre-
mendous Flying Dragon. He rolls a “5” and fails. He then 
must roll a “3” or less (25% chance) to kill the Heavy Drag-
on. He rolls a “3” which kills the Heavy Dragon.

The Dwarf’s Great Axe also loses a sharpness star 
due to the target being armored. Its basic harm is thus 
H, which the T Fight chit increases one level to T. The Tre-
mendous Flying Dragon is automatically hit and killed.

The Wizard gets 5 points of Fame and Notoriety, and 
the Magic IV4* chit fatigues. The Dwarf gets 12 points of 
Fame and Notoriety. The battle ends, and the Draught 
of Speed is discarded to the Warlock’s box on the Set Up 
Card. If the Warlock ever appears on the map, he will have 
the Draught of Speed for sale, along with his usual spells.

The Dwarf didn’t need the Wizard’s help to win this 
battle: his H2 attack (Fight H4** chit, Draught of Speed, 
unalerted Great Axe) would have automatically hit and 
killed the Heavy Dragon in the second round. The Wizard 
was just trying to score some points for himself (which 
he did). The Dwarf doesn’t mind the Wizard grabbing 
some points, because the Dwarf generally gets a lot more 
points from killing monsters than the Wizard will.

H4

4

M3

4

M3
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If this was a real game, the Wizard & Dwarf would stay at 
the Hoard and try to loot every last treasure from it, as 
the only monster remaining that can be summoned is a 
Tremendous Dragon that the Dwarf can easily defeat. The 
Wizard would follow the Dwarf each turn so that on the 
next Monster Roll of “1” the Dwarf could hide (allowing 
him to kill the T Dragon in complete safety). After the T 
Dragon is killed, the characters would move separately so 
that they could get four Loot rolls per turn at the Hoard 
instead of just two.

However, at this point of the tutorial, showing several 
additional days of looting would be rather boring, so we’ll 
move things along a bit by having the Wizard & Dwarf go 
check out the Nut Woods.

Day 15

The Wizard will follow the Dwarf. The Monster Roll is a “2”.
If the characters exit the Cavern by moving back to 

the Ruins, they’ll be attacked by two Heavy Serpents. The 
characters would be unhidden, and the Wizard could not 
help out with a Fiery Blast (he doesn’t have a Purple mag-
ic chit prepared).

The Dwarf could perhaps win this battle, but it’s fool-
ish to fight at a disadvantage if you don’t need to. The 
Dwarf therefore decides to head directly towards the Nut 
Woods, moving two clearings to Cavern 5.

wIzArd dAy 16
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The Wizard will follow the Dwarf. The Monster Roll is a “2”.
The Dwarf does a Hide, which is successful, and then 

moves to Nut Woods 2. Ruins W is revealed, which can 
summon Wolves on a Monster Roll of “3”.

The Dwarf gives the Timeless Jewel to the Wizard at 
the end of combat.

wIzArd dAy 17
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The Dwarf will follow the Wizard. The Monster Roll is a “3”.
The Wolves will appear, but the Wizard & Dwarf feel 

confident that they can defeat them without hiding. 
There’s a slight risk that the Dwarf could be wounded and 
have his helmet damaged or even destroyed.

The Wizard starts with an Alert phase. The Wizard 
alerts his Magic IV3* chit, making it a Magic IV0* chit, and 
the Dwarf alerts his Great Axe.

The Wizard then does a Rest phase to recover his 
fatigued Magic IV4* chit (the Dwarf has nothing to Rest), 
followed by two Enchant phases to convert it into a Pur-
ple magic chit.

Six Wolves then appear and block the unhidden 
characters.

ENCOUNTER STEP – Round 1

Luring

The Dwarf lures all six Wolves, to protect the Wizard.

Actions

The Wizard casts Fiery Blast using his alerted Magic IV3* 
chit and his Purple magic chit.
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MELEE STEP – Round 1

Selecting Targets

The Wizard targets all six Wolves with his Fiery Blast; the 
Dwarf selects a M5 Wolf as his target.

Spell Effects

The Fiery Blast spell comes to life. The Wizard’s alerted 
Magic IV3* chit is now a T0 (L) missile attack.

Attacks/Maneuvers

The Dwarf places a L4 Wolf and a M5 Wolf in each of the 
three red boxes on his Melee Section. This insures that 
the Dwarf can be hit by no more than a single M attack, 
regardless of how many Wolves survive or how they 
maneuver. He then plays his Duck T3* chit in Duck (the 
Wolves won’t be able to undercut him), and his alerted 
Great Axe in Smash with his Fight H6 chit.

The Wizard does not need to set up a Melee Section 
for himself: he’s not being attacked (so he doesn’t need to 
play a maneuver), and his alerted Fiery Blast with a speed 
of “0” will automatically hit every target.

Randomizing Attacks

The Dwarf’s target ends up in Charge & Thrust. None of 
the Wolves change tactics.

Resolving Attacks

The alerted Fiery Blast is the longest weapon, so it is 
resolved first. The Wizard rolls two dice on the Missile 
Table for each of the six Wolves that he targeted. A roll of 
“5” or less will give M harm or better and kill the Wolf; a 
roll of “6” will give L harm and the Wolf will survive.

The Fiery Blast kills four of the six Wolves. The Dwarf’s 
Great Axe, and the two surviving Wolves, do not hit. The 
Wizard’s Magic IV3* chit and his Purple chit both fatigue.

Round 2

The Dwarf targets the M5 Wolf again, and the Wizard tar-
gets the L4 Wolf with his Staff. The Dwarf keeps the same 
attacks and maneuvers as in the previous round. The Wiz-
ard plays his Staff in Smash with his Fight M3* chit.

The L4 Wolf moves to Dodge & Swing and chang-
es tactics to its M4 side. The M5 Wolf moves to Duck & 
Smash.

The Wizard’s attack is the fastest, so it is resolved first. 
It does not intercept its target, but its speed of “3” is fast 
enough to undercut the target’s Move time of “4”. The 
Staff’s L harm is increased to M harm by the M Fight chit, 
so the M4 Wolf is killed.

The Dwarf’s alerted Great Axe is the next fastest 
attack. It intercepts and kills the M5 Wolf (and becomes 
unalerted). The Wolves’ attacks are cancelled, and this 
battle is over. The Wolves are worth 1 N each, so the Wiz-
ard earns 15 Notoriety Points for his five kills (1x1 + 1x2 
+ 1x3 + 1x4 + 1x5). The Dwarf earns 1 Notoriety point for 
his single kill.

There are several things to note here. First, the Fiery 
Blast is wickedly effective against unarmored Medium 
targets like Goblins and Wolves, especially if it is cast 
with an alerted Magic chit so that it will automatically hit 
every target. It has a 70% chance of killing every unar-
mored Medium target that it hits. The problem, of course, 
is that the 30% it doesn’t kill will probably kill the Wizard, 
so he desperately needs an armored character who can 
lure the targets away from him so that he can safely cast 
Fiery Blast, and who can then help kill off any survivors. 
The Wizard could cast Fiery Blast safely if he was hidden, 
but he’ll still probably be killed off in the next round by 
the survivors if he doesn’t have any help.

The Wolves individually aren’t worth much, but the 
multipliers from killing five in one day gave the Wizard 
a decent score. The Dwarf assumed all of the risk in this 
battle, but only scored 1 point. That, however, shouldn’t 
be a problem for this partnership: the Wizard will score 
most of the points when they fight Medium opponents, 
and the Dwarf will score most of the points when they 
fight Heavy and Tremendous opponents. As long as they 
fight a variety of opponents, both partners should be 
happy with their respective scores. Any perceived imbal-
ance in their scores can be addressed when they divide 
up their gold and treasures.

And finally, although the Wizard is really too weak to 
fight anyone one-on-one, his Staff and Fight M3* combi-
nation can be very effective against Medium opponents 
as long as no one is attacking him directly.
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Chapter 15

The Witch King
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OK, let’s get this out of the way right at the start:

If you are a beginner, DO NOT play the Witch King! 
No! No! No!

One of my goals in writing this tutorial was to demon-
strate the play of all 16 characters, so I had to include a 
chapter on the Witch King. But I would strongly recom-
mend that you don’t even think about trying the Witch 
King until you have completed at least 20 games with 
other characters. You need to be completely comfortable 
with Magic Realm in general – and with the magic system 
in particular – before tackling the Witch King.

In the previous chapters I’ve often pointed out how 
certain characters are unique, or special, or unusual… 
but the Witch King is so bizarrely different from all of the 
other characters that it’s absolutely mind-boggling!

The Witch King has no Move chits and no Fight chits. 
None. He has only Magic chits (12 of them!). He is com-
posed entirely of magic – a spirit with no physical body 
– and he is totally reliant upon magic to do things.

He can’t carry or use a weapon. He can’t maneuver to 
avoid being hit in combat, so if he is attacked he’ll auto-
matically be hit and killed. He can’t run away from com-
bat, even if no opponent is assigned to him. He can’t use 
the Locate, Loot, Peer, or Reading Runes Tables. He can’t 
carry any item that has any weight.

However, despite all of this, he is not a weak charac-
ter at all. The Witch King is actually quite powerful… but 

it’s very difficult to play him effectively, and even expert 
players can struggle with him at times.

There are a few things that he can do without using 
magic.

He can use Move phases to move around the map. 
You don’t need a Move chit to execute a Move phase, so 
the Witch King (and any other character who has all of his 
Move chits out of play due to fatigue or wounds) can still 
move. You do, however, need to have a Move chit in play 
to carry anything with a weight, so the Witch King can 
only carry items that have Negligible weight (for exam-
ple, the Dragon Essence). Fortunately, in the Magic Realm 
world, gold has no weight, so having some gold won’t 
prevent him from being able to move.

He can use most of the other possible phases nor-
mally, except for the Search phase. His “Disembodied” 
Special Advantage requires the Witch King to use Magic 
Sight Table instead of the Locate, Loot, Peer, or Reading 
Runes Tables whenever he executes a Search phase. This 
can either be a benefit, or a disadvantage, depending 
upon what he is searching for.

Magic Sight makes it a little easier for him to discover 
treasure sites: needing to roll a “1” or a “5” gives him a 28% 
chance of success (versus a 22% chance to roll a “1” or a 
“4” on the Locate Table).
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Magic Sight also allows the Witch King to learn spells 
without any risk of being cursed, with the “Perceive Spell” 
result. If the item that he is trying to learn a spell from 
contains more than one spell, a “Perceive Spell” result 
allows him to look at all of the item’s Spell cards and 
choose which spell he wants to learn. However, he can 
only learn spells with Magic Sight; he can’t awaken them, 
so he will never be able to use an Artifact or Spell Book as 
a Magic chit to cast a spell unless someone else awakens 
the spell with the Reading Runes Table.

Looting is – different – when using Magic Sight. The 
Witch King can only draw a Treasure card when he rolls a 
“3”, regardless of how many treasures are left, so he won’t 
be able to loot big treasure sites as quickly as the other 
characters can. However, when he does roll a “3” on the 
Magic Sight Table, he takes the top card from the pile, 
which can often be a very valuable treasure indeed. Mag-
ic Sight has no effect on a Treasures Within Treasures site: 
to loot such a site the Witch King has to roll on that site’s 
special table just like any other character.

The Witch King cannot draw a counter from a trea-
sure pile unless he rolls a “2” on the Magic Site Table, 
which is not likely, and he cannot discover a hidden path 
or secret passage unless he rolls a “1” (only a 3% chance 
of success!).

His other Special Advantage, “Aura of Power,” gives 
him a bonus Enchant Phase each turn that he will use 
quite a lot.

His Magic chits are excellent. He has four each of 
Types IV, V, and VI, and many of them are quite fast.

He starts the game with four spells – more than any 
other character – and has quite a selection to choose 
from. The comments that I made on the Type IV and 
Type VI spells back in Chapter 8 for the Sorceror will 
apply equally well to the Witch King, with just a couple of 
exceptions:

 Unleash Power (Type VI/Purple) – This spell is 
potentially more useful to the Witch King, as it 
allows him to convert some of his Magic chits 
into Move/Fight chits that can be used to carry/
use Light or Medium items that he might other-
wise have to abandon.

 World Fades (Type VI/Black) – A useless spell for 
the Sorceror, this can be a very useful spell for 
the Witch King, who can supply the Black magic 
necessary to power it. When energized, this 
spell can give the Witch King a chance to hide 
during combat, and it also allows him to Search 
normally without having to use Magic Sight.

Similarly, the comments on the Type V spells for the 





Witch in Chapter 12 also apply to the Witch King, except 
that Broomstick (Type V/Black) is a nearly essential spell 
for the Witch King. A Broomstick can only carry Light 
items, so it is inferior to Unleash Power in that regard, 
but it also has some advantages over Unleash Power: it 
creates an extremely fast Fly L1 chit which can allow the 
Witch King to safely fly away from almost any combat 
situation, and it allows the use of Fly phases, which gives 
the Witch King the ability to travel across the map very 
quickly indeed.

Here the Witch King chose to start the game with the 
following four spells: Fiery Blast, Broomstick, World Fades, 
and Transform.

Note that on this mini-map, Bad Valley 5 connects 
back to the Borderland via a roadway that is not shown. 
If there was no connection between Bad Valley 5 and the 
Borderland, then the Inn would have been placed in Bad 
Valley 4.

The Borderland has already been enchanted earlier 
in the game by some other character, who apparently 
didn’t care to stay around once the Goblins showed up. 
The Borderland is similar to the Crag in that it supplies 
Gold, Grey, and Purple magic when it is enchanted. How-
ever, instead of supplying all three colors to each clearing, 
it segregates them: Clearing 1 has Grey magic, Clearings 
2 and 3 have Gold magic, Clearings 4 and 5 have Purple 
magic, and Clearing 6 has both Grey and Purple magic.

Other characters have also hired some of the Rogues 
at the Inn and summoned the Company, the Witch King’s 
Friends.

Day 7

The Monster Roll is a “6”. Black and White magic is present 
in every clearing on the map.

The Witch King moves to the Inn and does two 
Trades with the Company. I couldn’t help but laugh when 
I saw the two treasures that the Company has for sale: the 
Good Book and the Black Book… the two moral extremes 
of spellcasting together in a matched set!

The Good Book, of course, is practically useless to the 
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wItch kIng dAy 8

FL OW – FL CL – H – H
FL FLCL H H

The Monster Roll is a “5”.
The Witch King uses his Broomstick to fly to the Cliff. 

This requires two Fly phases: one to fly from the Bad Val-
ley to the Oak Woods, and a second one to fly from the 
Oak Woods to the Cliff. He takes off from the Bad Valley, 
flies over the Oak Woods without landing in it, and then 
lands in the Cliff. He cannot be blocked while flying… not 
even by a monster that is also capable of flying.

He rolls one die at the end of his last Fly phase and 
gets a “1”, so he lands in Cliff 1. If there had been monsters 
in this clearing, they would have blocked him as soon as 
he landed. The Broomstick spell expires and the Magic 
V3* chit fatigues.

He then hides successfully. Ruins M and Vault 3 are 
revealed.

During combat, the Witch King uses his Magic V2* 
chit and a Black color chit to cast Broomstick again.

The Witch King was hoping to land on the road at the 
base of the Cliff, which would have allowed him to easily 
move to the Borderland. Unfortunately, he landed on top 

Witch King, but the Black Book has two Type V spells that 
he could learn, and it is also a Great Treasure. He uses his 
first Trade phase to try to buy the Black Book, but declines 
an offer of 40 gold (which he can’t possibly afford), and 
then he cancels his second Trade phase and moves back 
to Bad Valley 2. He doesn’t actually want to buy the Black 
Book right now, because he has no way to carry it. If he 
did buy it, he’d be stuck at the Inn – unable to move or 
run away – with a slight chance that the Neutral Rogues 
might attack and kill him.

The Witch King would love to hire the Company, as 
they are a potent fighting force, but he’ll need a lot more 
gold to actually have any chance of hiring them. The basic 
Gold wage for this group is 16, so even with a “Price x 2” 
result on the Friendly column of the Meeting Table their 
hiring cost would be 32 gold.

During combat, the Witch King uses the Black magic 
that is present in the clearing to cast two spells. He uses 
his Magic VI4* chit to cast World Fades on himself. The 
chit becomes committed to the spell; it will be out of play, 
and it will not fatigue, until the spell is broken.

With the World Fades spell energized, and no deni-
zens assigned to attack him, he makes a Hide roll at the 
end of the round and sucessfully hides.

He then uses his Magic V3* chit to cast Broomstick 

on himself, which causes him to become unhidden. The 
Magic V3* chit becomes a Fly L1 chit that he can use to 
fly around the map, or to fly during combat. The Broom-
stick spell will expire, and the Fly chit will revert back to a 
Magic chit and fatigue, at various times depending upon 
how it is used:

 If used to charge another character during com-
bat – expires at the end of that Encounter Step.

 If used to maneuver during combat – expires at 
the end of that Melee Step.

 If used to fly away from combat – expires when 
the character lands.

 If used to fly across the map – expires when the 
character lands.

He then makes another Hide roll at the end of this 
round, due to World Fades being energized, and once 
again becomes hidden.

Note that even though the Witch King has another 
Type V chit available, he cannot cast Broomstick again 
today to get a second Broomstick. Only one instance of 
a spell can be active at any time. He can’t cast Broomstick 
again until the current Broomstick spell expires.
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of the Cliff, so now he has to trudge through mountain 
clearings and find the secret passage leading down to 
Cliff 3. This is characteristic of flying: you can really move 
across the map quickly when you fly, but having to ran-
domly select the clearing you land in can cause you all 
sorts of headaches.

If the Witch King was feeling lucky, he could use his 
Broomstick and a single Fly phase on Day 9 to take off 
and land in the Cliff, in the hopes that he would land in 
Clearing 2, 3, or 5… but it would be pretty embarrassing 

if he tried that and again landed at the top of the Cliff!
He does not want to fly into the Borderland itself, 

because if he lands on that stack of Goblins, he’ll be 
blocked and likely killed in the ensuing battle. If he flew 
to the Oak Woods, chances are that he would have to 
enchant that tile to get to the Borderland, which could 
only be entered through a cave clearing (Borderland 4). 
And flying to the High Pass to reach the Borderland would 
likely be even more troublesome than trying to reach the 
Borderland through the Cliff.

wItch kIng dAy 9

H – H – M CL6 – M CL6
H H 6 6

The Monster Roll is a “1”.
The Witch King hides and moves to Cliff 6. No mon-

sters appear (the Tremendous Troll at the Vault will only 
show up on a Monster Roll of “4”, and Ruins M will sum-
mon Bats on a “6”).

wItch kIng dAy 10

H – S – S – S
H S S S

The Monster Roll is a “3”.
The Witch King hides successfully.
There is almost no chance that the Witch King will 

be able to find the secret passage that leads down to 
the base of the cliff with his Magic Sight, so after hiding 
he uses his last Black chit to energize the World Fades 
spell (the enchanted Magic V4* chit fatigues). This spell 
allows a normal character to use Magic Sight, but in the 
Witch King’s case it has the exact opposite effect: when 
the spell is energized he stops using Magic Sight, so for 
the remainder of this day he will have to use the normal 
Search tables when he searches.

This will give him three rolls on the Locate Table to 
get a “3” or less to locate the secret passage. He finds the 
secret passage with his first search, and marks it down as 
a discovery.

He then uses his two remaining Search phases to 
peer into the adjacent Oak Woods tile from his mountain 
clearing, but he fails to get a “Clues” result rolling on the 
Peer table.

The World Fades spell falls inert at Midnight.

wItch kIng dAy 11

H – M CL3 – R – EM – E
H 3 R EM E

The Monster Roll is a “1”.
The Witch King hides, moves through the secret pas-

sage to Cliff 3, recovers his fatigued Magic V4* chit, and 
finally does two Enchant phases to turn the Magic V4* 
chit back into a Black color chit. One of these Enchant 

phases is a bonus phase from his “Aura of Power” Special 
Advantage.



227

wItch kIng dAy 12

M CL5 – H – R – R
5 H R R

The Monster Roll is a “3”.
The Witch King moves to Cliff 5, hides, and recovers 

his last two fatigued Type V chits.
He is now back at full strength, with three color chits 

prepared: two Purple and one Black. Two of his chits are 
tied up by spells: the Magic VI4* chit is tied up by the 

World Fades permanent spell, and the Magic V2* is tied 
up by the Broomstick spell.

He’s ready to do some Goblin hunting!

wItch kIng dAy 13

A – A – H – M BL2
A A H 2

The Monster Roll is a “3”.
The Witch King alerts both of his Magic IV3* chits; 

they now have a speed of “0”, but they will fatigue at Mid-
night if they are not used in spellcasting.

He then hides and moves to Borderland 2, expending 
his Black color chit to activate the World Fades spell. The 
Patter 2 chit summons the second group of Goblins, the 
Spear-wielders, to Borderland 2. The hidden Witch King is 
thus facing 12 Goblins, and, rather than be dismayed by 
the unexpected arrival of additional Goblins, he instead 
gets an evil grin on his face!

In the first round of combat, the Witch King uses an 
alerted Type IV chit and a Purple chit to cast Fiery Blast, 
selecting all 12 Goblins as his target. There’s no need to 
set this up on a Melee Section: the unassigned Goblins 
cannot attack in this round, and the speed “0” Fiery Blast 
will automatically undercut and hit all 12 targets regard-
less of how they maneuver or change tactics. The Witch 
King will just make a roll on the Missile Table for each of 
the 12 Goblins, with any result other than a “6” resulting 
in a dead Goblin.

The Witch King rolled rather poorly in this first round, 
and only killed 5 Goblins (3 Axe Goblins and 2 Spear 
Goblins). He expected to kill 8 of them with average luck 
(each Goblin had a 70% chance of dying). The Type IV and 
Purple chits fatigue.

This attack caused the Witch King to become unhid-
den, but there are no monsters assigned to him and the 
World Fades spell is active, so he gets to make a Hide roll 
to see if he can once again become hidden. This Hide roll 
is successful, so the Witch King becomes hidden and the 
surviving Goblins will again be unable to attack him in 
the second round of combat!

The second round is thus a repeat of the first round: 
Fiery Blast is cast with an alerted Type IV chit and a Purple 
chit, and it automatically hits the 7 surviving Goblins. The 

Witch King’s luck is much better this time, as 6 of the 7 
Goblins die a flaming death, with only a single Axe Goblin 
surviving.

The Type IV and Purple chits fatigue, and he once 
again makes the Hide roll provided by World Fades to 
become hidden. The Witch King now has no way of 
attacking that last Goblin, but because he is hidden he 
does not have to fly away on his Broomstick, although if 
he wanted to fly away he could do so. So the Witch King 
cannot attack the last Goblin, and the last Goblin cannot 
attack the hidden Witch King, and thus the battle will end 
after two more rounds in which nothing happens.

For killing 11 Goblins in this battle, the Witch King 
earns an impressive 66 points of Fame and Notoriety. The 
first Goblin killed is worth 1F/1N, the second Goblin killed 
is worth 2F/2N, and so on until the last Goblin (the 11th) 
is worth 11F/11N. If the Witch King had been able to kill 
all 12 Goblins, the last Goblin would have been worth 
12F/12N and he would have scored a total of 78F and 
78N. Had all 18 Goblins been present for this battle, the 
Witch King’s F&N scores probably would have been in the 
triple digits!
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Chapter 16

The Black Knight
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The last character to be examined in this tutorial is the 
ominous Black Knight. At this point, however, there is lit-
tle additional benefit to be gained by watching the Black 
Knight explore a mini-map. I am instead going to use the 
Black Knight to demonstrate some of the most complex 
actions that can occur during a game of Magic Realm: 
Player vs Player battles, from small scale (one-on-one) all 
the way up to a grande mêlée.

The Black Knight is well-protected by a suit of armor, 
but moves slowly and has few Move asterisks. He is only 
a Medium character, so he has no chits with Tremendous 
strength. This lack of T strength, combined with his Mace’s 
lack of a sharpness star (it’s a blunt weapon), means that 
it is impossible for him to kill any Tremendous monster 
unless he gets a better weapon. This is particularly trou-
blesome for him, because his relatively slow Move chits 
means that there are many Tremendous monsters that he 
cannot run away from. He generally wants to avoid going 
anywhere near a T monster!

The fast speed of his alerted Mace – an attack time 
of “3” – gives him a definite advantage against some of 
the Medium and Heavy monsters, as well as many of the 
natives and other characters. And having a shield in addi-
tion to his suit of armor gives him the best armor protec-
tion of any character in the game.

His “Aim” Special Advantage is unlikely to get much 
use, as the natives that sell missile weapons are only Neu-
tral to him. His “Fear” Special Advantage however, which 
allows him to roll just one die for all Meeting Table die 
rolls, does make it easier for him to engage in trading and 
hiring with the natives.

The Black Knight’s potent combination of a fast H3 

attack (alerted Mace with a H Fight chit) and great armor 
protection convinces many players that he was designed 
as a player- and native-killer… so who better to demon-
strate Player vs Player battles?

Player vs Player  
General Principles
Player vs Player (PvP) battles actually do not occur too 
often in Magic Realm, unless you are playing in a game 
with a lot of participating characters. If a game has ten 
or more characters playing on a single map, for example, 
there simply may not be enough monsters and treasures 
to go around, so the players could end up fighting each 
other over these limited resources.

There are several reasons why PvP battles are other-
wise infrequent in normal Magic Realm games.

First is the simple fact that being killed in Magic Realm 
is absolutely devastating. You lose everything: treasures, 
Fame, Notoriety, gold, discoveries, learned spells, etc. 
Many players, especially if they are otherwise doing well 
in the game, will see PvP as far too risky to attempt. Other 
players will simply find PvP distasteful – for this and other 
reasons – and will never even consider attacking another 
character.

Next, attacking another character is not as easy as it 
might first appear. The basic technique is to move into 
another character’s clearing and block him, to prevent 
him from moving away if he hasn’t yet taken his turn. 
Then you can battle him in the Evening. Note that, in 
order to block or attack a hidden individual, you must 
have obtained a “Hidden enemies” result earlier in the 
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day in a Search phase.
To attack another player like this, you have to be 

close enough to him that you can reach him in one day, 
with phases left over to search for hidden enemies (if nec-
essary)… and you have to get to take your turn before he 
gets to take his. But even just getting into this position is 
not easy, especially if your target has any reason to sus-
pect that you might be thinking about attacking him.

A targeted character who is trying to avoid being 
attacked generally only has to do Move and Hide phases, 
but the pursuing character usually will have to do Move, 
Hide, and Search (for hidden enemies) phases. The per-
centages also favor the fleeing character: a roll on the 
Hide Table has a 70% chance of success, but a roll on the 
Peer Table only has a 36% chance of finding hidden ene-
mies.

Thus a fleeing character will often be able to move 
farther (do more Move phases) each day than the pursu-
ing character, gradually increasing the distance between 
them until the pursuer either gives up the chase, or is so 
far away that he no longer is a threat.

There is, of course, another technique you can use 
to attack someone: convince them to be your partner! A 
character can attack another unhidden character in the 
same clearing pretty much at will. However, you should 
be very cautious about ever actually doing this. Nothing 
you can do in Magic Realm will infuriate another player 
quite as much as killing him when he is your partner. This 
is perfectly legal, but the possible long-term negative 
consequences of such a betrayal might be more than you 
really want to handle.

The final reason why PvP battles may be infrequent is 
simply because, in many instances, no PvP battle is actu-
ally possible. You will never, for example, see the Black 
Knight and the Swordsman fighting each other one-
on-one. If the Black Knight attacks the Swordsman, the 
Swordsman will just run away; the Black Knight is far too 
slow to prevent this. And although the Swordsman could 
attack the Black Knight (who could not run away), no 
Swordsman in his right mind would ever do such a fool-
ish thing. The Swordsman’s Thrusting Sword cannot dam-
age or destroy the Black Knight’s suit of armor, so his only 
hope of victory would be to wound the Black Knight to 
death by scoring 12 hits… but a single hit from the Black 
Knight’s Mace would be enough to kill the Swordsman.

For the Black Knight and the Swordsman to actu-
ally fight each other, natives would probably have to be 
involved in some way. The Black Knight could have hired 
natives that are fast enough to prevent the Swordsman 
from running away, or the Swordsman could have hired 
natives that are strong enough to destroy the Black 
Knight’s armor and then kill him directly.

Treasures, of course, can change potential PvP 
matchups in totally unpredictable ways: the Black Knight 
is doomed if he runs into a Swordsman who has the Pen-
etrating Grease Potion!

A Small Duel
One of the big changes that you will notice in PvP combat 
is that both players will make their attack and maneuver 
decisions secretly, and then reveal them simultaneously. 
PvP battles will thus have a lot more tension and uncer-
tainty than normal battles.

Technically, a player is required to always play his 
attacks and maneuvers secretly, but when there is only 
one character participating in the battle, and his only 
opponents are uncontrolled monsters or uncontrolled 
natives, secrecy is meaningless and nobody ever both-
ers with it. In PvP battles, however, the players must play 
their attacks and maneuvers in total secrecy.

Let’s see how this works in a battle in which the Black 
Knight is attacking the White Knight.

For the battles in this chapter, I’m going to use modi-
fied versions of the Character Melee Sections which will 
clearly identify the owner of each sheet and show the sta-
tus of all of his action chits. Active chits will have a white 
background like normal; chits out of play due to fatigue 
will have a gray background; wounded chits will have a 
red background; and color chits will be inverted. Hope-
fully this will make it easier for you to follow the action in 
these complicated battles.

The two knights begin this battle unhidden, and nei-
ther one has an alerted weapon. The Black Knight is the 
aggressor here, so the White Knight will try to run away 
to avoid fighting, if possible. The Black Knight was the 
first character of the day.

ENCOUNTER STEP – Round 1

Deployment

The Black Knight charges the White Knight by placing his 
Move H4** chit on the White Knight’s Melee Section. This 
automatically selects the White Knight as his target for 
this round (you can’t charge a character and then attack 
someone else). He won’t be able to use this chit again this 
round, and for the remainder of the round he will only 
be able to play chits without asterisks, as he has already 
reached his two asterisk limit with this play.

Actions

The Black Knight cannot do any actions because he 
charged the White Knight.
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reAchIng out to touch someone
Each weapon and Attack spell in Magic Realm is assigned a 
weapon length. The weapon length is a number that ranges 
from “0” for the shortest weapons (dagger, monsters’ tooth/
claw) to “18” for the longest attacks (Lightning Bolt, Roof Col-
lapses).

Weapon length is important because, in the first round 
of combat, attacks are resolved in order of weapon length, 
from longest to shortest. In subsequent combat rounds, 
where attacks are resolved in speed order, weapon length 
can still be critical because attacks that have the same speed 
are again resolved in weapon length order.

In the rulebook, these weapon lengths are scattered: 
they are found in the List of Weapons, the List of Monsters, 
the List of Natives (and repeated in Native Combat Statistics), 
and within the individual descriptions of specific treasures 
and spells that can be used to attack an enemy. Having the 
weapon lengths scattered about like this is, of course, a bit 
awkward, so the Quick Reference Cards recommended in the 
Introduction include a handy Weapons chart that lists every 
weapon & attack available in Magic Realm, ranking them by 
weapon length. There are even redesigned counter sets you 
can make that have the weapon length numbers printed on 
every weapon, monster, and native counter.

The surprising thing is that there really is little need for 
players to memorize, look up, or even use the weapon length 
numbers! Your Magic Realm games will actually play faster 
and easier if you learn to ignore the weapon length numbers.

So how can you resolve battles in Magic Realm without 
using the weapon length numbers, when weapon length 
plays such a critical role in combat?

Well, to start with, many combat situations are complete-
ly trivial in terms of weapon length: you have an individual 
with a weapon fighting a monster that only has a tooth/claw 
attack. In this situation the individual with the weapon has 
the longest weapon by default. The only exception to this is 
an individual using a dagger, whose weapon length is equal 
to a monster’s tooth/claw, but daggers are rarely used.

Some monsters do have weapons or attacks that are lon-
ger than tooth/claw: the Goblins, the Demons & Imp when 
they attack with a spell, and the separate head/club counters 
that some Tremendous monsters have. These exceptions, 
however, are easily learned and generally obvious just from 
looking at the monster counter. The only tricky thing here 
are the Ogres, which are depicted with clubs but only have 
tooth/claw.

Then there are many combat situations where simple 
common sense will tell you who has the longest weapon: a 
Spear is obviously longer than a Short Sword; a Great Axe is 
obviously longer than a regular Axe; a Medium Bow is obvi-

ously longer than a Thrusting Sword; etc. Note in particular 
that missile & magic attacks are always longer than any strik-
ing weapon.

This leaves just a small percentage of combat situations 
where the weapon length advantage may not be obvious. 
For example, a beginner with no knowledge of medieval 
weapons probably wouldn’t know whether a Great Sword is 
longer than a Broadsword, and even an expert player might 
not know offhand if a Light Bow is longer than a Fiery Blast.

The easiest way to handle these non-obvious situations 
is to simply review and remember what relationship your 
character’s weapon (and those of any hired natives you might 
have) has to the other weapons and attacks in the game. 
These relationships between weapons can’t be easily learned 
just by looking at weapon length numbers in isolation, but 
the Weapons chart in the Quick Reference Cards makes these 
relationships quite obvious. Once you locate your weapon on 
the Weapons chart, the weapons listed above it are longer, 
and the weapons listed below it are shorter.

Consider the Spear, which has very simple relationship 
to the other weapons: it is the longest striking weapon.

Once you understand that the Spear is the longest strik-
ing weapon, you can instantly resolve any weapon length 
question involving a Spear without comparing any numbers 
or looking anything up on a chart. The Spear is longer than 
every other striking weapon, and shorter than any missile/
magic attack.

Not every weapon has a length relationship that is as 
simple as the Spear’s, but none of them are really difficult, 
and the more you use them, the more they will reinforce each 
other. They are much easier to remember than the actual 
weapon length numbers, which are just abstract numerical 
values that do not correspond to any real-world measure-
ment system.

The Great Sword, for example, is the longest striking 
weapon except for the two “pole” weapons (Staff & Spear) and 
the regular Dragon Head, and it is equal to the Giant’s Club.

The Black Knight’s Mace, which is used quite a lot in this 
chapter, has a simple relationship to the other weapons: it is 
longer than tooth/claw and a dagger, and shorter than every-
thing else.

Weapon length was not discussed much in the previous 
chapters of this tutorial, because in those relatively simple 
battles it was usually obvious who had the weapon length 
advantage. However, in the kind of complex battles shown 
in this chapter, where both sides may have several different 
weapons in play, resolving the attacks will be much easier if 
you don’t have to juggle a bunch of weapon length numbers 
just to determine who has the weapon length advantage.
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Being charged severely limits the White Knight’s 
options. He cannot run away, because he doesn’t have 
a Move chit with a speed of “3” or better, and he cannot 
alert his weapon, because he doesn’t have a Fight chit 
with a speed of “3” or better.

After all actions are completed, the Black Knight 
takes back his Move H4** chit and places it in his “Used 
the Round” box.

MELEE STEP – Round 1

Attacks/Maneuvers

Each player now plays his attacks and maneuvers secretly. 
Once both players are finished, their attacks and maneu-
vers will be revealed simultaneously

Note that the standard tactic of protecting your 
maneuver with your attack is not effective in PvP battles, 
because characters, unlike monsters and natives, can 
choose to attack and maneuver in different directions.

The Black Knight knows that the White Knight’s attack 
will be limited to a speed of “6” because the Great Sword 
is unalerted, so if he plays his shield in the same direction 
as his maneuver he can guarantee that the White Knight 
can’t hit his suit of armor in this first round of combat.

For his attack, the Black Knight can play either his 
Fight H6 chit or his Fight M5 chit. If he plays the Fight H6, 

he has no chance of undercutting the White Knight, but if 
he intercepts he’ll inflict a wound and damage the suit of 
armor. If he plays the Fight M5, he’ll undercut the White 
Knight if he’s trying to avoid fatiguing by playing a slow 
Move chit, but if he scores a hit he’ll only inflict a wound 
(M harm can’t damage a suit of armor). This choice of 
which Fight chit to use is a tough decision for the Black 
Knight.

The White Knight knows that the Black Knight’s 
unalerted Mace won’t be able to attack with a speed 
faster than “5”, so playing his Move H5* chit avoids any 
chance of being undercut. He also knows that he’ll likely 
only hit the Black Knight’s shield, so he attacks with his 
Fight H6 chit to avoid fatiguing an asterisk (H harm will 
destroy a shield, but it will only damage a suit of armor).

The Black Knight reveals his attack in Swing, his shield 
protecting against Thrust, and his maneuver in Charge.

The White Knight reveals his attack in Thrust and his 
maneuver in Charge.

The White Knight intercepts the Black Knight with H 
harm which destroys the shield and inflicts one wound. 
His Great Sword remains unalerted. The Black Knight’s 
attack misses, and his Mace becomes alerted.

The Black Knight fatigues his Move M4* chit, and 
wounds his Move M5 chit.
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Round 2

The Black Knight again charges the White Knight with his 
Move H4** chit, which prevents him from running away 
or alerting his weapon.

The White Knight knows that the alerted Mace will 
hit him no matter what he does, so he plays his slow 
Move H6 chit.

The Black Knight reveals Swing and Charge; the 
White Knight reveals Smash and Charge. The Black 
Knight’s Mace undercuts the White Knight with H harm, 
damaging his suit of armor and inflicting a wound. The 
Mace becomes unalerted.

The Black Knight did not change his maneuver this 
round, daring the White Knight to attack in the same 
direction two rounds in a row. The White Knight, how-
ever, was certain that the Black Knight would change his 
maneuver and so changed his attack… and missed. The 
Great Sword becomes alerted.

The Black Knight fatigues his Move H5* chit, and the 
White Knight wounds his Fight H6 chit.
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Round 3

The Black Knight charges with his Move H4** chit to pre-
vent the White Knight from running away.

The White Knight plays his Fight T5* chit, to guarantee 
that he’ll undercut the Black Knight and destroy his suit 
of armor.

The Black Knight reveals Smash and Duck; the White 
Knight reveals Thrust and Dodge. The Great Sword 
undercuts the Black Knight with T harm, destroying his 
suit of armor and inflicting a wound. The Great Sword 
becomes unalerted. The Mace misses and becomes 
alerted.

The Black Knight is forced to fatigue his Move H4**, 
recovering his Move H5* in the process. He then wounds 
a Fight M4* chit. The White Knight fatigues a Fight H5* 
chit.
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Round 4

The tired Black Knight now realizes that this battle is 
probably not going to end well for him, so he does not 
charge this round… he now only wants to run away to 
escape the vengeful White Knight!

The White Knight, however, charges with his Move 
H5* chit to prevent the Black Knight from running away.

The Black Knight reveals Swing and Duck; the White 
Knight reveals Smash and Duck.

The Black Knight’s alerted Mace is the fastest attack, 
so it undercuts the White Knight with H harm, destroying 
his damaged suit of armor and inflicting a wound. The 
Great Sword then intercepts the unarmored Black Knight 
with T harm, which kills the Black Knight.

The White Knight must fatigue one more asterisk and 
wound one more chit. He then gets the Black Knight’s 
Mace, any Treasure cards or other belongings, and any 
recorded Notoriety or gold that the Black Knight might 
have had. The Black Knight’s recorded Fame, spells, and 
discoveries are all lost, and if he had any hired natives 
they become unhired at the moment of his death.

There are a couple of things to note here. First, the 
necessity of charging the White Knight each round to 
keep him from running away greatly reduced the Black 
Knight’s chances of winning. It can be really tough to 

win a one-on-one PvP battle if you have to charge your 
opponent each round.

Being hidden would not have benefitted the Black 
Knight in this situation: he has to charge the White Knight 
to keep him from running away, but this causes him to 
become unhidden, so he would not have been able to 
get a free attack in the first round.

If the White Knight had been hidden – and the Black 
Knight had not found hidden enemies today – the White 
Knight would have had a number of options:

 He could decline to fight and simply remain hid-
den in the Black Knight’s clearing.

 He could automatically run away using any slow 
Move chit.

 He could choose to attack the Black Knight with 
a free attack in the first round, assuming that the 
Black Knight was unhidden.

And finally, this whole battle was probably a bad idea: 
neither character had any guarantee of winning or even 
surviving, and the character that did win limped away 
with no armor and lots of wounds and fatigue, which 
could possibly cripple his chances of actually winning the 
game.
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A Mixed Duel
Let’s look at another battle between the two Knights, but 
this time they will both have some support from hired 
natives. The Black Knight will be accompanied by a Short 
Swordsman and a Great Swordsman from the Company, 
and the White Knight will have a mounted Lancer along-
side him.

Everyone is unhidden, and the characters’ weapons 
are unalerted. The Black Knight was the first character of 
the day.

ENCOUNTER STEP – Round 1

Luring

Hired natives (and controlled monsters) cannot be lured, 
so luring will be impossible in this battle.

Deployment

The Black Knight assigns the Short Swordsman to attack 
the Lancer. The Lancer becomes a defender on his own 
Melee Section with the Short Swordsman as his attacker. 
The Black Knight chooses to place the Short Swordsman 
with his L3 attack showing. The Lancer’s pony is placed 
walking side up; the Lancer himself – as a defender on his 
own sheet – will not select tactics until the Melee Step, so 
it doesn’t matter how he is placed.

The Great Swordsman is then assigned to attack the 
White Knight. The Black Knight places him on the White 
Knight’s Melee Section with his T4 attack showing. The 
Great Swordsman’s Move time of “6” will limit the White 
Knight’s actions: he’ll have to play a chit with a speed of 
“5” or better to alert his Great Sword or run away. (Note 
that, if he does run away, he’ll leave his hired Lancer 
behind, essentially abandoning him to his fate.)

If the Great Swordsman had been placed with his 
H5 attack showing (Move time of “5”), the White Knight 
then would have to play a chit with a speed of “4” to alert 
his weapon or run away, but a hit by the Great Swords-
man would only damage the White Knight’s suit of armor 
instead of destroying it.

The Black Knight then charges the White Knight with 
his Move H4** chit, which means that the White Knight 
now cannot alert his Great Sword or run away at all.

The idea here is that the Short Swordsman will keep 
the Lancer from interfering as the Great Swordsman 
and the Black Knight gang up on the White Knight. And, 
because the Lancer has already been assigned to fight 
the Short Swordsman (by being attacked by him), there 
is nothing useful that the White Knight can do during 
Deployment. The Lancer cannot be assigned to attack the 

Great Swordsman because he is already being attacked 
by the Short Swordsman. (If the Short Swordsman was 
not present, then the Lancer could be assigned to attack 
the Great Swordsman, which would prevent the Great 
Swordsman from attacking the White Knight.)

If the Short Swordsman had been assigned to attack 
the White Knight, he would be fast enough that the 
Black Knight would not have needed to charge with a 
Move chit. This, however, would have required the Great 
Swordsman to fight the Lancer, and that’s a bad matchup 
for the Black Knight: the Lancer has the longer weapon 
and a matching attack time, so the Great Swordsman 
cannot defeat him unless the Lancer changes tactics to 
his M4 attack (which cannot hurt the Great Swords-
man)… but the Lancer will never change tactics if he is a 
defender on his own Melee Section.

Actions

The Black Knight cannot do an action because he charged 
another character, and the White Knight is too slow to do 
any action that would be useful.

MELEE STEP – Round 1

The Lancer’s pony turns over to its galloping side.

Selecting Targets

The Black Knight must select the White Knight as his 
target (because he charged him). The White Knight can 
select anyone in the clearing as his target: the Black 
Knight, the Great Swordsman, or the Short Swordsman. 
He selects the Great Swordsman.

Attacks/Maneuvers

The players secretly select attacks and maneuvers for 
the Black Knight, White Knight, and Lancer, who are all 
defending on their own Melee Sections. The Lancer can 
be turned to whichever side the White Knight player 
wants to use, but the Lancer’s pony must keep its gallop-
ing side up. The starting tactics for the Short Swordsman 
and the Great Swordsman were selected during Deploy-
ment and cannot be changed now, although they will 
later roll for repositioning and changing tactics.

The Black Knight then reveals Swing and Duck; the 
White Knight reveals Smash and Duck, with a Move H4** 
to try to avoid the Great Swordsman’s attack, and protect-
ing his move in case the Great Swordsman does line up. 
Both the Lancer and his horse are revealed to be in Dodge 
& Swing so that the Lancer’s attack will protect his horse. 
The Lancer is placed with his H4 attack showing.
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Randomizing Attacks

The Short Swordsman moves to Dodge & Swing and 
changes tactics. The Great Swordsman moves to Charge 
& Thrust. The Lancer does not roll for repositioning or 
changing tactics, because he is defending on his own 
Melee Section.

Resolving Attacks

The Lancer’s Spear is the longest weapon. He intercepts 
and kills the Short Swordsman with H harm; the Short 
Swordsman’s attack is cancelled.

The two Great Swords are next, with the Great 
Swordsman’s attack being resolved first because it has 
a faster attack time. Both the Great Swordsman and the 
White Knight miss, however, and the White Knight’s Great 
Sword becomes alerted.

Last to be resolved is the Black Knight’s Mace, which 
is the shortest weapon in this battle. It also misses and 
becomes alerted.

The Black Knight fatigues his Move M4* chit; the 
White Knight fatigues his Move T6* chit.
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ENCOUNTER STEP – Round 2

Round 1 was a complete disaster for the Black Knight! 
His Short Swordsman died, even though there was only 
a 33% chance of that happening, and the White Knight 
managed to avoid both the Great Swordsman’s T attack 
and the Black Knight’s H attack, even though there was a 
good chance of at least one of those attacks hitting him.

The Lancer should now be able to defeat the slow-
moving Great Swordsman quickly, after which the Black 
Knight probably won’t last long against the combined 
attacks of the Lancer and the White Knight.

The Black Knight will not charge in this round. He 
instead will try to run away himself! He doesn’t see any 
way to keep his Great Swordsman alive, so he’ll concen-
trate on trying to save himself.

The Great Swordsman is assigned to attack the White 
Knight. The Lancer, in turn, is assigned to attack the Great 
Swordsman, forcing him to ignore the White Knight 
and turn to meet this new threat. The Great Swordsman 
becomes a defender on his own Melee Section, with the 
Lancer as his attacker. The Lancer is placed on the Great 
Swordsman’s Melee Section with his H4 attack show-
ing, and with his horse walking.

The White Knight, seeing that he now has the advan-
tage, charges the Black Knight with his Move H4** chit to 
prevent him from running away.

MELEE STEP – Round 2

The Lancer’s pony flips over to its galloping side. The 
Black Knight and the White Knight select each other as 
their targets.

The Black Knight reveals Smash and Charge. He is able 
to play his slow Move H6 chit because the White Knight 
used all of his asterisks in his charge and thus won’t be 
able to attack at a speed faster than “6”. The Great Swords-
man is in Dodge & Swing with his T4 attack showing. 
The White Knight reveals Swing and Charge.

The Lancer moves to Charge & Thrust, but does not 
change tactics (the Lancer changing tactics is the only 
thing that could have saved the Great Swordsman).

The alerted Mace is the fastest attack and is resolved 
first. It undercuts the White Knight with H harm, damag-
ing his suit of armor and inflicting a wound. The Mace 
becomes unalerted.

The two Great Swords and the Spear all have the 
same speed, so the Spear will be resolved next as it is a 
longer weapon than the Great Swords. The Spear’s attack 
time of “4” undercuts the Great Swordsman’s move time 
of “6” with H harm, killing the Great Swordsman (his 
attack is cancelled).

The White Knight’s Great Sword misses.
The White Knight fatigues his Move H5* chit, and 

wounds a Fight H5* chit. He does not want to wound his 
Fight H6 chit, even though it could be recovered with just 
a single Rest phase, because playing without an active 
Fight chit with no asterisks is a bad idea: if you play two 
asterisks to move or charge, you won’t be able to attack 
unless you have a Fight chit with no asterisks.
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ENCOUNTER STEP – Round 3

The White Knight deploys his Lancer to attack the Black 
Knight with his H4 attack, placing the Lancer’s pony 
galloping side up. The pony’s galloping speed of “2” will 
prevent the Black Knight from running away or alerting 
his Mace.

MELEE STEP – Round 3

The Lancer’s pony flips over to its walking side.
The Black Knight has an interesting decision to make: 

should he target the Lancer or the White Knight?
As long as the Lancer’s pony remains alive, the Black 

Knight will not be able to run away or alert his Mace in 
the Actions segment, and the White Knight will not need 
to use his Move chits to charge the Black Knight. Killing 
the pony would thus increase the chances of the Black 
Knight eventually being able to run away, and it would 
also mean that the slow Lancer could be easily killed with 
an alerted Mace.

On the other hand, the Black Knight could win this 
battle without having to fight the Lancer if he kills the 
White Knight, but that will take at least two hits (first hit 
destroys the damaged suit of armor, each subsequent hit 
is a serious wound).

It is not immediately obvious which strategy is bet-
ter, but with so many of the White Knight’s Move aster-
isks already fatigued, the Black Knight elects to target 
the Lancer’s pony and hope for a chance to run away if 
he kills it. Note that the pony must be killed before the 
Lancer himself can be attacked.

The Black Knight reveals Swing and Dodge, using 
his Move H4** chit to avoid being undercut. The White 
Knight reveals Swing and Duck, using his Move H4** to 
avoid any chance of being undercut if the Black Knight 
had chosen to attack him with a fast Fight chit.

The Lancer moves to Charge & Thrust and changes 
tactics, flipping over to his M4 side. His pony remains 
walking side up.

The Lancer has the fastest attack, but he misses. The 
Knights both attack at speed “6”, so the White Knight’s 
attack is resolved first because he has the longer weap-
on. He hits the Black Knight with H harm, destroying his 
shield and causing a wound. His Great Sword becomes 
unalerted. The Black Knight’s Mace misses and becomes 
alerted.

The Black Knight fatigues his Move H5* chit and 
wounds a Fight M4* chit. The White Knight fatigues his 
Move H4** chit, recovering his Move H5* chit.
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ENCOUNTER STEP – Round 4

The White Knight deploys his Lancer to attack the Black 
Knight with his H4 attack, this time placing the Lancer’s 
pony walking side up. The pony’s walking speed of “4” is 
enough to prevent the Black Knight from running away 
(his Mace is already alerted).

MELEE STEP – Round 4

The Lancer’s pony flips over to its galloping side, which 
cannot be undercut by an alerted Mace.

With his Mace alerted, the Black Knight targets the 
White Knight to destroy his armor and give him another 
wound.

The Black Knight reveals Thrust and Charge, again 
using his Move H4** chit to avoid being undercut by the 
Lancer. The White Knight also reveals Thrust and Charge.

The Lancer moves to Dodge & Swing and again 
changes tactics to his M4 attack.

The Black Knight’s Mace hits the White Knight with 
H harm, destroying the damaged suit of armor and caus-
ing one wound. The Mace becomes unalerted. The Lanc-
er misses. The White Knight hits the Black Knight with 
T harm, destroying his suit of armor and causing one 
wound. The Great Sword remains unalerted.

The Black Knight fatigues his Move H4** chit (recov-
ering his Move M4* chit) and wounds his Move H6 chit, 
which is no longer needed because his suit of armor is 
destroyed. The White Knight fatigues a Fight H5* chit and 
wounds a Fight H4** chit.
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ENCOUNTER STEP – Round 5

The Black Knight charges the White Knight with his Move 
M5 chit to prevent him from running away. With all of his 
armor gone, the Black Knight’s best chance to win this 
battle is to try to kill the equally unarmored White Knight. 
If the White Knight was allowed to run away to safety, the 
Black Knight would be left fighting the Lancer at a big 
disadvantage: he would need two hits to kill the Lancer, 
but the Lancer only needs one hit to kill him.

It’s a sign of how battered and bloody both Knights 
are that a slow Move chit with no asterisks is sufficient to 
keep an opponent from running away!

The White Knight deploys his Lancer to attack the 
Black Knight with his H4 attack. The pony is galloping 
to prevent the Black Knight from alerting his Mace.

MELEE STEP – Round 5

The Lancer’s pony flips over to its walking side.
The Knights again target each other.
The Black Knight reveals Swing and Dodge. He played 

his slow Fight H6 chit instead of his faster Fight M4* chit 
to avoid fatiguing and to insure that if he gets a hit he’ll 
inflict a serious wound result rather than just a single 
wound. And with his Heavy suit of armor destroyed, the 
Black Knight can now play his Move M4* chit each round 
to avoid being undercut without having to fatigue a Move 
asterisk. The White Knight reveals Thrust and Dodge.

The Lancer moves to Duck & Smash.
The Lancer has the fastest attack, but misses. The 

White Knight’s Great Sword then misses and becomes 
alerted. The Black Knight’s Mace hits the White Knight 
with H harm, causing a serious wound. The Mace remains 
unalerted.

The White Knight’s serious wound die roll is a “2”, so 
he wounds his Fight T4** and Move H6 chits. The White 
Knight was very lucky: there was only a 14% chance of 
rolling a “2” or less for the serious wound.
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ENCOUNTER STEP – Round 6

The Black Knight charges the White Knight with his Move 
M5 chit.

The Lancer attacks the Black Knight with his H4 
attack. The pony is galloping.

MELEE STEP – Round 6

The Lancer’s pony flips over to its walking side.
The Knights target each other.
The Black Knight reveals Smash and Charge; the 

White Knight reveals Smash and Duck. The Lancer moves 
to Duck & Smash and changes tactics.

The Lancer and the White Knight both miss. The Black 
Knight’s Mace hits with H harm, causing another serious 
wound to the White Knight.

The White Knight’s serious wound die roll is a “5”. He 
must wound five chits, which will leave him with no active 
chits at all. He’s not dead yet – he has three chits that are 
only fatigued – but he can no longer attack, maneuver, 
or run away. He will now be hit automatically on every 
round, and three more wounds will kill him. His only hope 
for survival is if the Lancer can kill the Black Knight before 
he suffers three more wounds.
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Round 7

The Black Knight maneuvers in Charge, and the Lancer 
moves to Charge & Thrust. The Lancer has the fastest 
attack, and hits the Black Knight with T harm, killing 
him… mere moments before his Mace would have killed 
the White Knight (assuming a serious wound roll of “3” or 
higher, an 86% chance).

Whew! The White Knight emerged victorious, but he 
is really in terrible shape.

In case you are wondering, it is entirely possible for 
opposing characters to simultaneously kill each other, if 
their weapon lengths and attack times both match. I’ve 
actually seen it happen in a game!
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The Black Knight  
vs the World
The White Knight is certainly a dangerous opponent for 
the Black Knight, but how about the other characters 
in the game? Here’s a brief overview of how each of the 
other characters might fare in a battle against the Black 
Knight.

Amazon – The Amazon will simply run away from 
any battle with the Black Knight, because her Short Sword 
cannot damage his suit of armor.

Berserker – The Black Knight should have a good 
chance of defeating the Berserker: his alerted Mace can 
undercut the Berserker to avoid his helmet, inflicting a 
serious wound result with each hit. The Berserker would 
have to hit the Black Knight three times to win (first hit 
destroys his shield, second hit destroys his suit of armor, 
third hit kills him). However, if the Berserker has played 
his Berserk chit to raise his vulnerability to Tremendous, 
then the Black Knight probably can’t win, as each hit with 
his Mace would only inflict a single wound.

Captain – Just as in the case of the Amazon, the Cap-
tain will simply run away.

Druid – The Druid’s magic is no match for the Black 
Knight in a fight, so he will just run away.

Dwarf – The Dwarf’s reliance on his Duck chit makes 
him too predictable in PvP battles. The Black Knight will 
play his Mace in Smash and either intercept the Duck chit 
or undercut any other Move chit that the Dwarf plays. The 
Black Knight thus should win by inflicting multiple seri-
ous wound results, although his first hit will only inflict a 
single wound as it destroys the Dwarf’s helmet.

Elf – He has no armor protection, so the Elf’s only 
option is to run away. If, however, the Ambush optional 
rule is being used, the Elf becomes a potent player-killer 
himself and the Black Knight would then want to stay 
well away from him!

Magician – The Magician will normally just run away, 
but he could also use the Transform spell to try to turn 
the Black Knight into something harmless that he could 
kill with his dagger. The threat of that might be enough 
to keep the Black Knight from attacking in the first place.

Pilgrim – The Pilgrim is doomed if he can’t cast the 
Peace spell on the Black Knight, because he is too slow 
to run away. If he has the “I wish for strength” result avail-
able from the Small Blessing spell he can make the Black 
Knight regret attacking him by destroying the Black 
Knight’s shield or suit of armor… but he still can’t win.

Sorceror – The Sorceror is too slow to run away, so 
he’ll need to use Melt into Mist or Transform to have any 
chance of surviving.

Swordsman – He’ll just run away.
Witch – The Witch is, somewhat surprisingly, fast 

enough to run away from the Black Knight, even with-
out using a Broomstick. On the other hand, if the Witch 
has successfully absorbed a Tremendous monster with 
Absorb Essence, the Black Knight won’t want to go any-
where near her.

Witch King – The Witch King can be easily defeated 
by any character if they can catch him when all of his 
magic is exhausted, but otherwise the Black Knight prob-
ably wants to keep away from him, especially if he has 
absorbed a T monster or has the Transform spell.

Wizard – The Wizard’s only hope is to convince the 
Black Knight that he has more to gain by accepting him 
as a partner than by killing him, because he is too slow to 
run away and his Fiery Blast is unlikely to cause the Black 
Knight too much discomfort.

Woods Girl – Just like the Elf, she’ll run away, but if 
the Ambush optional rule is being used she could be a 
threat.
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A Battle with 
Multiple Characters
Now let’s move up to an even more complex situation: 
a PvP battle in which multiple characters are participat-
ing. The Black Knight, who has hired the entire Company, 
is attacking the Amazon, the Captain, and the Sorceror. 
The Amazon is equipped with a Spear, the Captain is 
equipped with a Broadsword, and the Sorceror has three 
Purple chits and an alerted Magic IV4* chit. All of the 
weapon counters are unalerted, and no one is hidden.

The playing order in each round will be: Captain, 
Black Knight, Sorceror, Amazon (the Captain was the first 
character of the day; the others follow by seating order).

ENCOUNTER STEP – Round 1

Deployment

The Black Knight deploys the Company as follows: CHQ 
(L4/3) and C5 (H5/5) attack the Amazon; C1 (M4/3), 
C2 (H6/4), and C3 (H6/4) attack the Captain; C4 
(H6/4) and C6 (H1/4) attack the Sorceror. CHQ, C1, C4, 
and C6 are all fast enough to prevent their targets from 
alerting their weapons or running away.

Actions

The Captain charges the Black Knight with a Move M3** 
chit to prevent him from alerting his Mace.

The Sorceror uses his alerted Magic IV4* chit and a 
purple chit to cast Fiery Blast. The alerted Magic chit has a 
time number of “0”, so it is impossible for either the Black 
Knight or the Company to prevent him from casting this 
spell.

MELEE STEP – Round 1

Selecting Targets

The Captain has to target the Black Knight because he 
charged him. He places his Attention chit on the Black 
Knight’s Melee Section, removing his Move M3** chit and 
placing it in his “Used this Round” box.

The remaining three characters will select their tar-
gets in a randomly determined order.

The Black Knight is selected to go first; he targets the 
Captain. The Sorceror then targets the Black Knight and 
all members of the Company. The Amazon declines to 
pick a target.

The Black Knight chose to target the Captain because 
he believes him to be the most dangerous opponent: the 
Captain’s Broadsword is an effective weapon even when 
unalerted, but the Amazon’s Spear must be alerted to be 

effective, and the unarmored Sorceror is unlikely to sur-
vive long. The risk here is that the Fiery Blast might kill 
both of the Company members deployed against the Sor-
ceror, which would let the Sorceror survive to cast anoth-
er Fiery Blast in the next round. The Black Knight could 
have targeted the Sorceror to decrease the chance of him 
surviving this round, but if one of the natives ended up 
killing the Sorceror first then the Black Knight’s attack 
would have been wasted. 

The Captain targets the Black Knight for a similar rea-
son: there’s no way of telling which natives will survive 
the Fiery Blast, so targeting the Black Knight insures that 
the Captain’s attack won’t be wasted.

The Amazon did not pick a target because her 
unalerted Spear is basically useless: it has Negligible 
harm, which is increased to Light harm by any Fight chit. 
Light harm can’t hurt any member of the Company, and it 
won’t hurt the Black Knight if it hits his armor.

The Spear will become alerted automatically if it 
misses its target, but if it hits its target it will have no 
effect and remain unalerted. The Amazon wants to avoid 
this possibility, so she guarantees having her Spear alert-
ed for the next round by not selecting a target. If she does 
not select a target, she can alert her Spear with any Fight 
chit (see rule 8.4.5h.2).

Spell Effects

The Fiery Blast spell comes to life, attacking each of its 
targets with a L missile attack.

Attacks/Maneuvers

The Black Knight reveals Smash and Dodge, using his 
Move H5* chit to avoid being undercut by the Captain’s 
unalerted Broadsword.

The Amazon reveals Thrust and Dodge, although her 
attack direction is immaterial because she did not select 
a target.

The Captain reveals Smash and Dodge. He can only 
play his slow Move M5 chit because he charged the Black 
Knight with a two-asterisk chit.

The Sorceror reveals Swing and Duck, using his 
Attention chit to aim his Fiery Blast. In this case, however, 
the alerted Fiery Blast will undercut and hit every target 
regardless of which attack direction is selected.

Randomizing Attacks

On the Amazon’s sheet, CHQ moves to Duck & Smash, 
and C5 moves to Dodge & Swing.

On the Captain’s sheet, C1 moves to Duck & Smash, 
C2 moves to Charge & Thrust, and C3 moves to Dodge & 
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Swing and changes tactics.
On the Sorceror’s sheet, C4 moves to Duck & Smash 

and changes tactics, and C6 moves to Charge & Thrust.

Resolving Attacks

The Fiery Blast is the longest weapon, so its attacks are 
resolved first. All of the targets are armored so the Fiery 
Blast loses a sharpness star, giving a basic harm of Heavy 
(L) before rolling on the Missile Table.

Most of the Company have Medium vulnerability, 
so a roll of “4” or less will kill them. However, the Great 
Swordsman (C5) has a vulnerability of Heavy, so only a “3” 
or less will kill him.

Against the Black Knight, a roll of “4” or less will be 
necessary to cause him any damage. The danger here is 
that a roll of “1” will kill the Black Knight instantly (without 
damaging any of his armor), but there’s only a 3% chance 
of that occurring.

Fiery Blast results:

C6 . . . . . . . . . . . . . . . “6”. . . . . . . . . .no effect
C5 . . . . . . . . . . . . . . . “2”. . . . . . . . . . . . . killed
C4 . . . . . . . . . . . . . . . “4”. . . . . . . . . . . . . killed
C3 . . . . . . . . . . . . . . . “4”. . . . . . . . . . . . . killed
C2 . . . . . . . . . . . . . . . “5”. . . . . . . . . .no effect
C1 . . . . . . . . . . . . . . . “4”. . . . . . . . . . . . . killed
CHQ . . . . . . . . . . . . . “4”. . . . . . . . . . . . . killed
Black Knight . . . . . “5”. . . . . . . . . .no effect

That was a devastating Fiery Blast: five of the seven 
natives were killed, whereas average die rolling would 
maybe see three natives killed.

The next longest weapon is C6’s Crossbow, which 
undercuts and hits the Sorceror with H basic harm. Cross-
bowmen, however, have to roll two dice on the Missile 
Table (unlike Archers who only roll one die). The Missile 
roll is a “4” for M final harm, which inflicts a serious wound 
on the Medium vulnerability Sorceror.

C2 misses the Captain.
The Amazon’s Spear becomes alerted.
The Captain misses the Black Knight; his Broadsword 

becomes alerted.
The Black Knight misses the Captain; his Mace 

becomes alerted.
The Captain fatigues a Move M4* chit. The Sorceror 

fatigues the two Magic IV4* chits used to cast the Fiery 
Blast. His serious wound roll is a “6”, so he wounds his 
Fight L3*, Move M5, Magic IV3*, Magic VI4*, Magic VI5*, 
and Magic VI6* chits.

ENCOUNTER STEP – Round 2

Deployment

The Black Knight deploys C2 and C6 to attack the Captain. 
The Sorceror is ignored because it is impossible to pre-
vent him from casting Fiery Blast again in this round, and 
this second Fiery Blast is the last time that the Sorceror 
will be able to attack in this battle.

The Black Knight does not charge anyone. He’s too 
slow to keep the Amazon and the Captain from running 
away, and charging the Sorceror serves no purpose.

Actions

All four characters now have the option to run away, but 
they all decide to stick around for at least one more round 
of combat. Note that each character must decide this 
individually; some characters could choose to stay while 
others choose to run away. The Captain is the first charac-
ter to decide whether to stay or run away, followed by the 
Black Knight, then the Sorceror, and finally the Amazon.

If the Amazon and the Sorceror wanted to play a dirty 
trick, they could choose to run away after the Captain has 
chosen to stay, leaving the hapless Captain to fight the 
Black Knight all by himself. This would be perfectly legal, 
but it would certainly anger the Captain and make it diffi-
cult for the Amazon and the Sorceror to convince anyone 
else to cooperate with them in the future. Just like all acts 
of betrayal in Magic Realm, you’ll want to think carefully 
about the possible long-term consequences before you 
actually do something like this.

The Sorceror uses his Magic IV3* chit and a Purple 
chit to cast Fiery Blast with an attack time of “3”.

MELEE STEP – Round 2

Selecting Targets

The Captain and the Amazon both target the Black 
Knight. The Sorceror targets the Black Knight and both 
hired natives. The Black Knight targets the Captain.

Spell Effects

The Fiery Blast spell comes to life.

Attacks/Maneuvers

The Amazon reveals Swing and Duck. Her Fight M3** chit 
is guaranteed to undercut the Black Knight, but the hit 
will only have M harm. If she had used her Fight H4** chit, 
a hit would do H harm, but it probably would not under-
cut the Black Knight’s maneuver. It’s a tough decision: H 
harm with only one chance in three of hitting, or M harm 



250

Attack

Attack

Attack

Thrust
Ahead

(Hits Charge)

Swing
To Side

(Hits Dodge)

Smash
Down

(Hits Duck)

CHARGE
and

THRUST

DODGE
and

SWING

DUCK
and

SMASH

SHIELD
protects against

Smash

HELMET
protects against

Smash

SHIELD
protects against

Swing

SHIELD
protects against

Thrust

BREASTPLATE
protects against

Thrust and Swing

SUIT OF ARMOR
protects against

All Attacks

A T T A C K S

D
E

F
E

N
S

E
S

Duck
Down

Maneuver
Used this Round

Dodge
To Side

Maneuver

Charge
Ahead

Maneuver

1

2

3

The Amazon
Round 2 – Resolving Attacks

M M

M

MOVE
M4

FIGHT
L4

FIGHT
M5

FIGHT
M3**

FIGHT
M4*

MOVE
M3*

FIGHT
H4**

FIGHT
M4*

FIGHT
M3**

MOVE
M3*

MOVE
M4

MOVE
M3*

M




Attack

Attack

Attack

Thrust
Ahead

(Hits Charge)

Swing
To Side

(Hits Dodge)

Smash
Down

(Hits Duck)

CHARGE
and

THRUST

DODGE
and

SWING

DUCK
and

SMASH

SHIELD
protects against

Smash

HELMET
protects against

Smash

SHIELD
protects against

Swing

SHIELD
protects against

Thrust

BREASTPLATE
protects against

Thrust and Swing

SUIT OF ARMOR
protects against

All Attacks

A T T A C K S

D
E

F
E

N
S

E
S

Duck
Down

Maneuver
Used this Round

Dodge
To Side

Maneuver

Charge
Ahead

Maneuver

1

2

3

The Black Knight
Round 2 – Resolving Attacks

FIGHT
M5

FIGHT
M4*

MOVE
H6

FIGHT
H5*

FIGHT
H6

FIGHT
M4*

MOVE
M5

MOVE
H5*

FIGHT
H4**

FIGHT
M3**

MOVE
H4**

MOVE
M4*

H
ARMOR

M

M
3

Wound

Attack

Attack

Attack

Thrust
Ahead

(Hits Charge)

Swing
To Side

(Hits Dodge)

Smash
Down

(Hits Duck)

CHARGE
and

THRUST

DODGE
and

SWING

DUCK
and

SMASH

SHIELD
protects against

Smash

HELMET
protects against

Smash

SHIELD
protects against

Swing

SHIELD
protects against

Thrust

BREASTPLATE
protects against

Thrust and Swing

SUIT OF ARMOR
protects against

All Attacks

A T T A C K S

D
E

F
E

N
S

E
S

Duck
Down

Maneuver
Used this Round

Dodge
To Side

Maneuver

Charge
Ahead

Maneuver

1

2

3

The Sorceror
Round 2 – Resolving Attacks

MOVE
M5

FIGHT
L3*

MOVE
M4*

MAGIC
VI4*

MAGIC
IV3*

MAGIC
VI5*

MAGIC
VI6*

MAGIC
IV3*

MAGIC
IV4*

MAGIC
IV4*

Attack

Attack

Attack

Thrust
Ahead

(Hits Charge)

Swing
To Side

(Hits Dodge)

Smash
Down

(Hits Duck)

CHARGE
and

THRUST

DODGE
and

SWING

DUCK
and

SMASH

SHIELD
protects against

Smash

HELMET
protects against

Smash

SHIELD
protects against

Swing

SHIELD
protects against

Thrust

BREASTPLATE
protects against

Thrust and Swing

SUIT OF ARMOR
protects against

All Attacks

A T T A C K S

D
E

F
E

N
S

E
S

Duck
Down

Maneuver
Used this Round

Dodge
To Side

Maneuver

Charge
Ahead

Maneuver

1

2

3

The Captain
Round 2 – Resolving Attacks

MOVE
M4*

FIGHT
H6

FIGHT
M5

FIGHT
M4*

FIGHT
M4*

MOVE
M4*

FIGHT
H5*

FIGHT
H5*

FIGHT
M3**

MOVE
M3**

MOVE
M5

MOVE
M4*

M M

M

H6
4


C2

M



Damaged
& Wound

Destroyed
& Wound

Kil
le

d

H1

4
C6

Kil
le

d



251

with a guaranteed hit?
The Black Knight reveals Smash and Charge, using 

his Move H4** chit to avoid being undercut if the Ama-
zon uses her Fight H4** chit.

The Captain reveals Smash and Thrust, using a move 
M4* chit to avoid being undercut if C2 changes tactics to 
his M4* attack.

The Sorceror reveals Swing and Duck.
The Amazon and the Sorceror don’t actually need 

to play Move chits, because they are not being attacked 
in this round. However, it is a good idea (especially for 
beginners) to get into the habit of always playing a Move 
chit if you are unhidden in a battle. It could be embarrass-
ing if you forget to play a Move chit when someone really 
is attacking you!

Randomizing Attacks

C2 moves to Charge & Thrust; C6 moves to Dodge & 
Swing.

Resolving Attacks

C6 has the fastest attack, undercutting the Captain’s 
move and hitting his breastplate. The missile roll is a “4” 
for M harm, which damages the breastplate and causes 
one wound.

The speed “3” Fiery Blast then hits all three targets, 
intercepting C6 and undercutting C2 and the Black 
Knight.

C6 . . . . . . . . . . . . . . . ”2”. . . . . . . . . . . . . killed
C2 . . . . . . . . . . . . . . . “3”. . . . . . . . . . . . . killed
Black Knight . . . . . “6”. . . . . . . . . .no effect

The Amazon undercuts the Black Knight, hitting his 
suit of armor with M harm. The Black Knight suffers one 
wound, but the suit of armor is not damaged. Her Spear 
becomes unalerted.

The Black Knight’s Mace undercuts the Captain, hit-

ting his helmet with H harm. The helmet is destroyed, 
the Captain suffers one wound, and the Mace becomes 
unalerted.

C2’s attack is cancelled, and finally the Captain’s attack 
(the slowest attack this round) misses. His Broadsword 
remains alerted.

The Black Knight fatigues his Move M4* chit and 
wounds his Fight M5 chit.

The Amazon fatigues a Fight M4* chit. The Captain 
wounds his Move M5 and Fight M5 chits.

The Sorceror fatigues his Magic IV3* chit and his 
Magic IV4* color chit. He only has a Move M4* chit and a 
Purple chit remaining in play, so he can no longer attack 
or cast spells.

This battle is now over. The Sorceror can no longer 
fight, the Captain doesn't want to lose any more armor, 
and the Amazon probably can't defeat the Black Knight 
on her own, so they'll all just run away.

The Black Knight could charge the Sorceror to 
prevent him from running away, requiring the Amazon 
and Captain to choose between abandoning the Sorceror 
to his fate or staying to fight some more, but if the Black 
Knight tried this his maneuver would be so slow (Move 
H6) that the Amazon and Captain could hit him with two 
H attacks each round, and he could easily end up losing 
the battle.

This was clearly a win for the Amazon, Captain, and 
Sorceror: they wiped out the entire Company without 
taking too much permanent damage in return. And not 
only did the unarmored Sorceror suprise everybody 
(including himself ) by surviving, his single-handed 
destruction of the Company earned him 16 gold and a 
cool 93 points of Notoriety!

Now the big challenge for the Sorceror will be figuring 
out how to keep the Amazon and Captain friendly. He’s 
extremely vulnerable right now, and any character who 
kills him would get all of those gold and Notoriety points 
for their own.
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…and Monsters Too?! 
A Grande Mêlée
All right, gentle readers, prepare yourselves. You may 
have found some of the topics discussed earlier in this 
tutorial to be complex – Magic Realm is a complex game, 
after all – but this final battle that we are going to look at 
will take the game’s complexity to a whole new level!

In this battle, the Black Knight, the Berserker, the Wiz-
ard, and the Black Knight’s hired natives, the Company, 
will be attacking the Dwarf, the Amazon, the Pilgrim, 
and the Dwarf’s hired natives, the Guard. And, just to 
make things a little more interesting, a Tremendous Fly-
ing Dragon, six Spear Goblins, and two Heavy Spiders will 
also be present as uncontrolled monsters!

Nobody is hidden, no weapons or Magic chits are 
alerted, and the Berserker has not yet played his Berserk 
chit. This battle is being fought in an enchanted tile that 
provides Purple magic to this clearing, and the Pilgrim 
has one White color chit prepared.

The order of play in each round will be: Black Knight 
(the first character of the day), Pilgrim, Berserker, Amazon, 
Wizard, and Dwarf.

If you are wondering why I would include such a 
ridiculously complicated battle in a beginners’ tutorial, 
well, there are several reasons. First, one of the goals of 

this tutorial was to demonstrate as many aspects of the 
game as possible, and big, complicated battles are cer-
tainly a feature of Magic Realm, even if they don’t occur 
very often. This may be a daunting battle for a beginner 
to try to understand, but if you can get through it you 
should then be well on your way to being able to handle 
anything that Magic Realm’s combat system might throw 
at you.

This battle will also allow me to demonstrate several 
new things, including random assignment, monsters that 
don’t always attack, and opposing spellcasters.

You might also be wondering if a battle like this would 
ever occur in a real game. Why would anyone choose to 
attack another character in a clearing filled with uncon-
trolled monsters? There are actually a number of reasons 
why a battle like this might occur in a real game:

 Uncontrolled monsters can give a weak charac-
ter a chance to defeat a much stronger oppo-
nent. For example, if the Black Knight and the 
Swordsman were in a game in which the Black 
Knight was clearly winning, the situation would 
seem to be hopeless for the Swordsman, who 
has essentially no chance of defeating the Black 
Knight in a one-on-one battle. But if the Swords-
man can block the Black Knight in a clearing con-



gestures of resPect
Magic Realm does not regulate player relationships in 
any meaningful way. Players are free to mislead, swin-
dle, betray, and even kill one another as they see fit. 
However, this works both ways: players are also free to 
treat each other with honor and respect.

Consider the case of the Sorceror from this chap-
ter’s third battle (Black Knight & Company vs Captain, 
Amazon, and Sorceror). The Sorceror earned a substan-
tial amount of gold and Notoriety in this battle, but 
ended up so gravely wounded that he was incapable of 
any further fighting.

You could view the battered Sorceror as a golden 
opportunity to advance your own character’s chances 
of winning: you attack and kill the helpless Sorceror to 
take his belongings, gold, and Notoriety for your own. 
Perfectly legal.

On the other hand, you could decline to attack the 
Sorceror, recognizing (a) that attacking a character who 
is unable to defend himself is unsportsmanlike, and (b) 

that the Sorceror deservedly earned all of that gold and 
Notoriety by fighting in a battle without the protection 
of armor or hiding, and in the process likely saving the 
lives of the Captain and Amazon (as I doubt they could 
have defeated the Black Knight and the Company by 
themselves).

Thus, instead of attacking the Sorceror, you sheath 
your weapons… give the Sorceror a quick salute… and 
then just walk away.

One of the greatest compliments you can pay to 
another player in Magic Realm is to be in a position to 
kill his character – when that character is likely going 
to win the game – and then decline to attack, tacitly 
acknowledging that he played the better game and 
deserves to win because of that.

Such a gesture of respect is not totally altruistic: 
the recipient of such a gesture will likely look favorably 
upon a request for assistance from you in some future 
game.
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taining dangerous monsters, he could then run 
away in the first round of combat, leaving the 
Black Knight to fight the monsters on his own. If 
the monsters can kill the Black Knight, or at least 
destroy his armor so that the Swordsman could 
finish him off in a later battle, then the Swords-
man can win the game.

  If the weaker character is unable to run away 
from the battle, he can still hope that most of the 
uncontrolled monsters will end up attacking the 
stronger character. In this situation the weaker 
character might only have a slight chance of 
winning the battle… but a slight chance is bet-
ter than no chance at all.

 If an opposing character fails to hide and gets 
blocked by monsters, it may give you your best 
chance to attack and kill that character, if you are 
already in the same clearing, or your recorded 
move will take you into/through that clearing. 
Remember that there’s no guarantee that you’ll 
succeed if you are trying to chase down and 
attack an opposing character on your own.

 Attacking another character in a clearing filled 
with monsters could really catch your opponent 
by surprise if he’s not expecting it. If it makes 
him sufficiently shocked or angry, he might then 
make costly mistakes in the resulting battle. This, 
however, will really only work against inexperi-
enced players; an expert player won’t be rattled 
by the prospect of a PvP battle in a clearing filled 
with monsters.

 And, finally, sometimes it just happens. Two or 
more characters can end up in a clearing with 
monsters just by chance. All it takes is for one 
character to listen to the evil voice of tempta-
tion in his mind – “Hmm… this might the per-
fect opportunity to get rid of that guy” – and the 
character(s) vs character(s) vs monsters free-for-
all is on!

ENCOUNTER STEP – Round 1

Luring

Despite the large number of uncontrolled monsters that 
are present, there will be no luring. Nobody wants to add 
extra attackers to themselves unnecessarily, and every-
one is hoping that the uncontrolled monsters will choose 
to attack someone on the opposing side.







Random Assignment

None of the uncontrolled monsters were lured, so their 
targets will have to be selected randomly.

Only characters roll for Random Assignment, and the 
monsters can only be assigned to attack the characters. 
A monster selected by Random Assignment cannot be 
assigned to a character’s hireling unless that character 
is hidden or not present in the clearing, which is not the 
case here.

The procedure for Random Assignment is found in 
rule 8.3.5a. The results of the Random Assignment are:

Black Knight  – two Spear Goblins
Berserker  – Heavy Spider
Wizard  – two Spear Goblins
Dwarf   – Tremendous Flying Dragon
Amazon  – Heavy Spider
Pilgrim  – two Spear Goblins

The Goblins ended up being assigned in pairs, but 
that was just pure chance; each Goblin was rolled for sep-
arately. The fact that each character was assigned at least 
one monster was also pure chance. There is no require-
ment that each character has to have a monster assigned 
to him. It’s actually possible that all nine monsters could 
have been assigned to a single character (although that 
would have been an extremely unlikely outcome).

Deployment

The Black Knight does not charge anyone.

C3 (H6/4) and C6 (H1/4) attack the Dwarf.

C1 (M4/3) attacks the Amazon.

C2 (H6/4) attacks the Pilgrim.

C5 (H5/5) attacks the Spider that was attacking the 
Berserker.

CHQ (L4/3) attacks one of the Goblins that was 
attacking the Wizard.

C4 (M4/5) attacks one of the Goblins that was 
attacking the Wizard.

The Spider and the two Goblins that were attacked 
by members of the Company are now defenders on their 
own sheets, so we are up to nine Melee Sections in play… 
and counting.

The Pilgrim does not charge anyone.

The Berserker does not charge anyone.

The Amazon does not charge anyone.
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The Wizard does not charge anyone.

The Dwarf does not charge anyone.

GHQ (H5/5) attacks C6 (who was attacking the Dwarf ).

G1 (H5/5) attacks C3 (who was attacking the Dwarf ).

G2 (H5/5) attacks C2 (who was attacking the Pilgrim).

The first round of this battle will thus require the use of 12 Melee Sec-
tions. We’ve come a long way from that first battle between the White Knight 
and the Ghosts way back in Chapter 1… a long way!

Actions

The Berserker activates the Bejeweled Dwarf Vest, a Treasure card that can be 
used as H armor to protect against Thrust attacks.

The Amazon activates the Alchemist’s Mixture, a Potion that will allow 
her to make one M missile attack in each round. Her “Aim” Special 
Advantage will allow her to subtract one from each roll on the Missile Table. 
She deactivates her Short Sword, as she will be attacking with the Alchemist’s 
Mixture instead. The two attackers on her sheet cannot prevent this regard-
less of their speed (nor could another character prevent this by charging 
her).

The Wizard casts Fiery Blast, using his Magic IV3* chit and the Purple 
magic that is present in the clearing.

MELEE STEP – Round 1

Selecting Targets

The Berserker targets the Amazon. The combination of Alchemist’s Mixture, 
“Aim” Special Advantage, fast Fight M3** chits, and good armor protection 
makes her the greatest threat.

The Wizard targets the Dwarf, the Amazon, the Pilgrim, all three mem-
bers of the Guard, the two Goblins attacking the Black Knight, the Heavy Spi-
der fighting C5, the Goblin fighting CHQ, and the Goblin fighting C4. Whew!

The Amazon targets the Berserker.

The Pilgrim targets the Wizard.

The Black Knight targets the Amazon.

The Dwarf targets the Tremendous Flying Dragon.

Spell Effects

The Wizard’s Fiery Blast spell comes to life.
If the Pilgrim had tried to cast his Small Blessing spell with his Magic I4* 

chit, the Fiery Blast would have cancelled it, because it is a faster spell (time 
number of “3”) and it is targeting the Pilgrim. In this case, however, the two 
Goblins attacking the Pilgrim are fast enough to prevent him from even try-
ing to cast the spell.

If the Pilgrim’s Magic I4* chit had been alerted (time number of “0”), then 
neither the Fiery Blast or the Goblins would have prevented the Pilgrim from 
being able to cast it. An alerted Small Blessing (time “0”) would come to life 
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before the Fiery Blast (time “3”), but it would not cancel 
the Fiery Blast unless the Pilgrim had actually targeted 
the Wizard with the Small Blessing!

Attacks/Maneuvers

The Black Knight reveals Swing and Dodge, playing a 
Move H5* to avoid being undercut by the Goblins if they 
change tactics.

C2 (H6/4) is revealed in Duck & Smash.

C3 (H6/4) is revealed in Dodge & Swing.

C6 (H1/4) is revealed in Charge & Thrust.

The Berserker reveals Thrust and Duck. He can’t avoid 
the Amazon’s attack, so he plays a slow Move H6 chit to 
avoid fatiguing.

The Wizard reveals Thrust and Charge.

The Dwarf reveals Smash and Duck.

The Amazon reveals Swing and Charge. Playing a 
Fight M3** chit in Swing guarantees that she’ll undercut 
the Berserker and miss his armor.

The Pilgrim reveals Thrust and Duck.

Randomizing Attacks

The Goblins attacking the Black Knight go to Charge 
& Thrust and Dodge & Swing, but do not change 
tactics.

The Tremendous Flying Dragon attacking the Dwarf 
goes to Charge & Thrust, and its head goes to Dodge 
& Swing.

The Heavy Spider attacking the Amazon goes to 
Charge & Thrust. C1 moves to Dodge & Swing and 
changes tactics.

The Goblins attacking the Pilgrim go to Dodge & 
Swing and Duck & Smash, and they both change 
tactics.

C5 moves to Dodge & Swing, and the Heavy Spider 
also moves to Dodge & Swing.

CHQ moves to Duck & Smash, and the Goblin moves 
to Charge & Thrust.

C4 moves to Duck & Smash, and the Goblin moves 
to Charge & Thrust.

GHQ (attacking C6) moves to Duck & Smash.

G1 (attacking C3) moves to Duck & Smash.

G2 (attacking C2) moves to Charge & Thrust and 
changes tactics.

Resolving Attacks

The Wizard’s Fiery Blast is the longest weapon and is 
resolved first, attacking in Thrust at speed “3”:

Dwarf . . . . . . . . . . . . . . . . . . . . . . . . .  missed
Amazon . . . . . . . . . “5”  . . . . . . . .  no effect
Pilgrim . . . . . . . . . . “6”  . . . . . . . . . . wound
GHQ  . . . . . . . . . . . . “1”. . . . . . . . . . . . . killed
G1  . . . . . . . . . . . . . . “5”. . . . . . . . .  no effect
G2  . . . . . . . . . . . . . . “4”. . . . . . . . .  no effect
Goblin 1 . . . . . . . . . “6”. . . . . . . . .  no effect
Goblin 2 . . . . . . . . . “6”. . . . . . . . .  no effect
Spider . . . . . . . . . . . “2”. . . . . . . . . . . . . killed
Goblin 3 . . . . . . . . . “6”. . . . . . . . .  no effect
Goblin 4 . . . . . . . . . “4”. . . . . . . . . . . . . killed

Crossbowman C6’s attack is cancelled, as GHQ is 
already dead.

The Amazon then hits the Berserker with the Alche-
mist’s Mixture. Her Missile Table roll is “2” which “Aim” then 
reduces to “1”, killing the Berserker. The Amazon takes 
the Berserker’s Notoriety, gold, and all of his belongings. 
She immediately abandons his Great Axe and any other 
belonging he had with a weight greater than Medium, 
so that she can continue to play her Medium Move chits 
to maneuver. If she kept the Heavy Great Axe, she would 
not be able to maneuver at all! A character always has the 
option to immediately abandon any item that he obtains, 
even during combat (see rule 4.3.2).

Next come the Spears.
One of the Goblins on the Pilgrim’s sheet lines up and 

kills the Pilgrim with T harm. The Pilgrim’s belongings are 
abandoned in the clearing.

C2 misses.

C3 misses.

C4’s attack is cancelled.

Four Goblins did not attack this round.

The Pilgrim’s attack is cancelled. (His Staff is shorter 
than a Spear, so he is killed by a Goblin’s Spear before his 
attack can hit the Wizard.)

C5’s attack is cancelled.

GHQ’s attack is cancelled.

G1 misses.

G2 misses.
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The Tremendous Flying Dragon’s head misses the 
Dwarf.

The Berserker’s attack is cancelled.

The Dwarf misses and his Great Axe becomes 
alerted.

CHQ misses.

C1 undercuts the Amazon, but his L attack has no 
effect.

The Black Knight misses and his Mace becomes 
Alerted.

The Tremendous Flying Dragon’s body misses the 
Dwarf.

Heavy Spider’s attack is cancelled.

Heavy Spider hits Amazon but has no effect.

The Wizard’s Magic IV3* chit fatigues.

The Dwarf fatigues his Fight H5* chit.

The Amazon fatigues a Fight M4* chit.

The two Goblins remain assigned to the Black Knight, 
the Tremendous Flying Dragon remains assigned to the 
Dwarf, and the Heavy Spider remains assigned to the 
Amazon. Three other Goblins, and all surviving members 
of the Company and the Guard, become unassigned.

The biggest wild card in this battle is the danger-
ous Tremendous Flying Dragon. Uncontrolled denizens 
who are assigned to characters remain assigned to those 
characters at the end of a round of combat, so the Tre-
mendous Flying Dragon will continue to attack the Dwarf 
in each round unless another character lures it away or 
a hired native is deployed to attack it. If the Tremendous 
Flying Dragon hits the Dwarf and picks him up, it then 
becomes a fight to the death between the Dragon and 
the Dwarf, as luring and deploying will no longer work.

ENCOUNTER STEP – Round 2

Random Assignment

The three unassigned Goblins must be randomly assigned 
to the four remaining characters.

The Wizard is randomly assigned two of the three 
Goblins, one attacking and one non-attacking, and the 
other attacking Goblin is assigned to the Amazon. The 
monster assignments for the 2nd round (prior to deploy-
ment) are thus:

Black Knight  – two Spear Goblins
Wizard  –  two Spear Goblins  

(one attacking side up)
Dwarf  – Tremendous Flying Dragon
Amazon  –  Heavy Spider and Spear Goblin 

(attacking side up)

Deployment

The Black Knight does not charge anyone.

C3 (H6/4) attacks the Dwarf.

C1 (M4/3), C5 (H5/5), and C6 (H1/4) attack the 
Amazon.

C2 (M4/5) attacks the H5 Goblin that is attacking 
the Wizard.

CHQ (L4/3) attacks the other Goblin that was 
attacking the Wizard.

C4 (M4/5) attacks one of the Goblins that was 
attacking the Black Knight.

The Amazon does not charge anyone.

The Wizard does not charge anyone.

The Dwarf does not charge anyone.

G1 (T4/6) attacks the Tremendous Flying Dragon.

G2 (T4/6) attacks the Goblin that was attacking 
the Amazon.

Actions

The Wizard casts Fiery Blast, using his Magic IV4* chit and 
the Purple magic that is present in the clearing.

MELEE STEP – Round 2

Selecting Targets

The Dwarf targets C5.

The Black Knight targets the Amazon.

The Amazon targets the Black Knight.

The Wizard targets the Dwarf, the Amazon, the two 
remaining members of the Guard, the Goblin attacking 
the Black Knight, and the Goblins fighting CHQ, C2, and 
C4.

Spell Effects

The Wizard’s Fiery Blast spell comes to life.
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Attacks/Maneuvers

The Black Knight reveals Thrust and Dodge, playing a 
Move H4** to force the Amazon to play her fastest Fight 
chit to be able to undercut him.

The Wizard reveals Swing and Charge.

The Dwarf reveals Smash and Duck.

The Amazon reveals Thrust and Dodge.

None of the hired natives are a defender on their 
own sheet in this round, so they will all randomize their 
attacks & maneuvers.

Randomizing Attacks

The Goblin attacking the Black Knight goes to 
Dodge & Swing and changes tactics.

C3 attacking the Dwarf goes to Dodge & Swing.

On the Amazon’s sheet, C1 goes to Charge & Thrust, 
the Heavy Spider and C6 go to Dodge & Swing, and 
C5 goes to Duck & Smash and changes tactics.

C2 moves to Duck & Smash and changes tactics, and 
the Goblin moves to Duck & Smash as well.

CHQ moves to Duck & Smash, and the Goblin moves 
to Dodge & Swing and changes tactics.

C4 moves to Charge & Thrust, and the Goblin moves 
to Duck & Smash.

G1 moves to Dodge & Swing. The Tremendous Flying 
Dragon’s body moves to Charge & Thrust, and its 
head moves to Dodge & Swing and changes tactics.

G2 moves to Charge & Thrust, the Goblin moves to 
Dodge & Swing and changes tactics.

Resolving Attacks

Crossbowman C6 has the fastest attack (H1) and is 
resolved first. His Missile Table roll is a “5” for Light harm 
on the Amazon’s shield, which has no effect.

The attacks with a time number of “3” are next, 
resolved in weapon length order.

The Amazon’s Alchemist’s Mixture undercuts the 
Black Knight and hits his suit of armor. Her Missile Table 
roll is a “5”, which is reduced to a “4” by her “Aim” Special 
Advantage, resulting in H harm which damages the suit 
of armor and inflicts one wound.

The Tremendous Flying Dragon’s head then inter-

cepts and kills G1.
The Black Knight’s Mace then undercuts the Amazon, 

destroying her breastplate and inflicting a wound. The 
Mace becomes unalerted.

Next are the attacks with a time number of “4”.
The Wizard’s Fiery Blast is the longest weapon and is 

resolved first, attacking in Swing:

Dwarf . . . . . . . . . . . . . . . . . . . . . . . . .  missed
Amazon . . . . . . . . . “4”  . . . . . . . .  wound &

damaged shield
G1  . . . . . . . . . . . . . . . . . . . . . . . . . . cancelled
G2  . . . . . . . . . . . . . . “3”  . . . . . . . . . . . . killed
Goblin 1 . . . . . . . . . “6”  . . . . . . . .  no effect
Goblin 2 . . . . . . . . . “6”  . . . . . . . .  no effect
Goblin 3 . . . . . . . . . “2”  . . . . . . . . . . . . killed
Goblin 4 . . . . . . . . . . . . . . . . . . . . . . .  missed

C4 misses.

The attacks by G1 and G2 are cancelled.

C5 misses.

The Dwarf’s Great Axe then undercuts and kills C5, 
and becomes unalerted.

CHQ’s attack is cancelled.

C1 misses.

The Heavy Spider hits the Amazon’s damaged shield 
with L harm for no effect.

And finally, the attacks at speed “5” are resolved fol-
lowed by the attacks at speed “6”.

The Goblin attacking the Black Knight destroys his 
shield and inflicts a wound.

C2 is killed by a Goblin. C2’s slower attack is thus 
cancelled.

C3 misses the Dwarf.

Two Goblins did not attack this round.

The Black Knight fatigues his Move M4* chit and 
wounds his Move M5 and Move H6 chits.

The Wizard’s Magic IV4* chit fatigues.

The Amazon fatigues her Fight H4** chit, recovering 
her Fight M4* chit, and wounds her Move M4 and Fight 
L4 chits.

The Goblin remains assigned to the Black Knight, and 
the Heavy Spider remains assigned to the Amazon.
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The Tremendous Flying Dragon is even more of a 
threat than before, now that its head has changed tactics 
to the deadly T3 side. The Dragon could very well deter-
mine which side will win this battle… or maybe all of the 
characters will die, making the Dragon the “winner”!

The smart thing to do, of course, would be for the 
characters to set aside their personal feuds and cooper-
ate with each other to defeat the Dragon and the other 
monsters. Unfortunately, I suspect that too much blood 
has been shed for that to be a realistic possibility at this 
point, so this mad brawl will continue.

ENCOUNTER STEP – Round 3

Random Assignment

Random Assignment sends the Tremendous Flying 
Dragon to the Amazon, much to the delight of the Black 
Knight and the Wizard.

Then the attacking Goblin is assigned to the Black 
Knight, giving him two attacking Goblins, and the two 
non-attacking Goblins are assigned to the Wizard.

Deployment

The Black Knight does not charge anyone.

C3 (M4/5) attacks a Black Knight Goblin.

C4 (M4/5) attacks the other Black Knight Goblin.

C1 (M4/3) attacks one of the Wizard’s Goblins.

CHQ (L4/3) attacks the other Wizard Goblin.

C6 (H1/4) attacks the Dwarf.

The Amazon does not charge anyone.

The Wizard does not charge anyone.

The Dwarf does not charge anyone.

Actions

There are no monsters remaining on his sheet, and no 
one is charging him, so the Black Knight uses his Fight M5 
chit to alert his Mace.

MELEE STEP – Round 3

Selecting Targets

The Wizard targets the Dwarf.

The Black Knight targets the Amazon.

The Dwarf targets the Tremendous Flying Dragon.

The Amazon targets the Tremendous Flying Dragon.

Attacks/Maneuvers

The Black Knight reveals Smash and Duck.

The Wizard reveals Smash and Duck.

The Dwarf reveals Thrust and Duck.

The Amazon reveals Swing and Dodge.

The Tremendous Flying Dragon is just too much of 
a threat to the Amazon, so the Dwarf and the Amazon 
reluctantly choose to ignore the Black Knight and instead 
try to kill the Dragon.

Randomizing Attacks

C6 attacking the Dwarf goes to Charge & Thrust.

On the Amazon’s sheet, the Heavy Spider goes to 
Duck & Smash, the Dragon body goes to Charge 
& Thrust, and the Dragon head goes to Dodge & 
Swing.

C3 moves to Duck & Smash, and the Goblin moves 
to Dodge & Swing.

C4 moves to Duck & Smash, and the Goblin moves 
to Dodge & Swing.

C1 moves to Duck & Smash, and the Goblin moves 
to Duck & Smash and changes tactics.

CHQ moves to Charge & Thrust, and the Goblin 
moves to Dodge & Swing and changes tactics.

Resolving Attacks

C6 undercuts the Dwarf and thus avoids his helmet. His 
Missile Table roll is a “4” for Medium harm, giving the 
Dwarf a wound.

The Amazon’s Alchemist’s Mixture undercuts the 
Tremendous Flying Dragon. Her Missile Table roll is a “4”, 
which is reduced to a “3” by her “Aim” Special Advantage, 
resulting in T harm which kills the Dragon. The Dragon’s 
attacks are cancelled.

The Black Knight’s Mace then undercuts the Amazon, 
destroying her helmet and inflicting a wound. The Mace 
then becomes unalerted.

C3 and C4 each undercuts and kills his Goblin.

The Dwarf’s attack is cancelled and his Great Axe 
becomes alerted.

C1 intercepts and kills his Goblin.

CHQ undercuts and kills his Goblin.

The Heavy Spider misses the Amazon.
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The Wizard’s Staff hits the Dwarf’s helmet, damaging 
it and causing a wound.

The Dwarf fatigues a Fight H4** chit, recovering his 
Fight H5* chit. He then wounds his Move H6 and Move 
T6* chits.

The Amazon fatigues a Fight M4* chit, and wounds 
a Move M3* chit. The Heavy Spider remains assigned to 
the Amazon.

ENCOUNTER STEP – Round 4

Deployment

C3 and C4 (both H6/4) attack the Dwarf.
CHQ (L4/3), C1 (M4/3), and C6 (H1/4) attack the 

Amazon.
The Dwarf charges the Black Knight with his Move 

H5* chit. This gives the Black Knight a bit of a dilemma: 
if he alerts his Mace to be sure of undercutting the Ama-
zon, he’ll slow down enough that the Dwarf’s alerted 
Great Axe would be able to undercut him.

Actions

The Black Knight declines to alert his Mace.

MELEE STEP – Round 4

Selecting Targets

The Black Knight targets the Amazon.

The Wizard targets the Dwarf.

The Amazon targets the Black Knight.

The Dwarf targets the Black Knight.

Attacks/Maneuvers

The Black Knight reveals Swing and Thrust.

The Wizard reveals Smash and Duck.

The Dwarf reveals Smash and Duck.

The Amazon reveals Thrust and Charge.

Randomizing Attacks

C4 goes to Dodge & Swing, C3 goes to Duck & Smash, 
and they both change tactics.

On the Amazon’s sheet, C1 goes to Charge & Thrust, 
CHQ goes to Dodge & Swing and changes tactics, and C6 
and the Heavy Spider go to Duck & Smash.

Resolving Attacks

C6 undercuts the Amazon and thus avoids her damaged 
shield. His Missile Table roll is a “3” for Heavy harm, which 
kills the Amazon and cancels her attack. The Amazon’s 
belongings are abandoned in the clearing.

The Black Knight’s attack is cancelled and his Mace 
becomes alerted. The attacks of CHQ, C1, and the Heavy 
Spider are also cancelled.

C4 misses the Dwarf, but C3 intercepts, destroying 
his damaged helmet and inflicting a wound.

The Dwarf’s attack misses the Black Knight.
The Wizard’s Staff hits the Dwarf and inflicts a 

wound.
The Black Knight fatigues his Move H5* chit.
The Dwarf fatigues his Move H5* chit. He then 

wounds his Fight T6* and Fight T5** chits.

ENCOUNTER STEP – Round 5

Luring

CHQ (M3/5) lures the Heavy Spider.

Deployment

C1 (M4/3), C3 (H6/4), C4 (H6/4), and C1 (H1/4) 
attack the Dwarf.

Actions

The Black Knight, who wants to preserve his damaged 
suit of armor, and the Wizard, who just wants to survive, 
decide to let the Company finish off the Dwarf and Heavy 
Spider.

The Black Knight plays his Move H4** chit to run 
away, and the Wizard plays his Move M4* chit to run 
away.

MELEE STEP – Round 5

Selecting Targets

The Dwarf selects C3 as his target.

Attacks/Maneuvers

The Dwarf reveals Smash and Duck.

Randomizing Attacks

The Heavy Spider moves to Duck & Smash and changes 
tactics.

On the Dwarf’s sheet, C3 goes to Charge & Thrust, 
C1 and C6 go to Dodge & Swing, and C4 goes to Duck & 
Smash.
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Resolving Attacks

C6 undercuts the Dwarf, rolls a “3” for Heavy harm, and 
inflicts a serious wound.

CHQ then undercuts and kills the Heavy Spider.
The Dwarf’s attack misses, as do the attacks of C1 

and C3.
C4 intercepts the Dwarf with Tremendous harm, kill-

ing him and ending the battle. The Dwarf’s belongings 
are abandoned in the clearing.

The Black Knight will fatigue his Move H4** chit and 
recover his Move H5* chit.

Despite winning the battle, the Black Knight aston-
ishingly did not earn any Fame or Notoriety points from 
his own actions. He does earn points from the actions 
of the Company, who killed four Goblins, a Heavy Spi-
der, the Amazon, and the Dwarf… but he will also lose 
some Notoriety for the Company members that died. His 
score would be 7F/7N for the monster kills, minus 9N for 
the dead Company members (C2 and C5), plus whatever 
Notoriety that the Amazon and Dwarf might have had 
recorded (without multiplication).

The Wizard, however, did quite well, as his first Fiery 
Blast killed GHQ, a Heavy Spider, and a Goblin; and his 
second Fiery Blast killed G2 and another Goblin. His score 
would be 14F/44N (9F/15N for the first Fiery Blast, and 
5F/29N for the second) plus 8 gold for from killing GHQ & 
G2. The scoring multiples in this case would be: GHQ x 1, 
Spider x 2, Goblin x 3, G2 x 4, and Goblin x 5.

Observations
In reviewing the four PvP battles presented in this chap-
ter, a couple of things stand out. First, unlike simpler 

battles against uncontrolled monsters or natives, it was 
nearly impossible to predict who would win these battles 
prior to fighting them out. In addition, the characters 
that did win often limped away battered and bloody with 
little or no armor remaining. These observations should 
serve as a cautionary warning that PvP battles are not to 
be entered into lightly. A PvP battle can easily ruin your 
game, even if you are fortunate enough to win the battle.

Of course, it is possible to have a PvP battle in which 
one side wins easily, and situations do arise where even 
an uncertain PvP battle might well be your best course of 
action. But you should always think carefully before start-
ing any PvP battle.

PvP can often be more useful as a threat than as 
an actual tactic. Suppose, for example, that the White 
Knight is trying to loot the Hoard when the Black Knight 
and some members of the Company show up. There’s 
no need here for the Black Knight to actually attack the 
White Knight. He simply tells the White Knight to “scram” 
and the White Knight will likely oblige. Note, however, 
that for your threats of PvP to be taken seriously you have 
to be willing to actually fight PvP battles on occasion. If 
you have a reputation of always avoiding a PvP battle 
whenever possible, then your threats won’t intimidate 
anyone.

And finally, I want to make it clear that even though 
the Black Knight is perhaps well-suited to fighting natives 
and other characters, he doesn’t have to be played that 
way. He can also have great success fighting monsters 
and hunting for treasures like any other character. Don’t 
avoid playing the Black Knight just because you might 
not care to fight natives or other characters. He’s as chal-
lenging and as interesting to play as any of the other 15 
characters of Magic Realm.
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Chapter 17

Victory Points 
in the Full Game
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Having your character survive a full game of Magic Realm 
can often be quite a challenge for a beginner. But, even-
tually, you’ll be alive at the end of the month. Congratula-
tions! Now you have to figure out how well you played 
and that’s where the Victory Requirements come in. See 
rulebook pages 19 and 72-73 for an all too brief descrip-
tion of how the Victory Requirements work.

At the beginning of the game, you will be assigning 
five victory points into five categories: Great Treasures, 
Spells, Fame, Notoriety, and Gold. The more points you 
put into a category, the more you will be rewarded for 
excelling in that category or penalized for failing in that 
category.

Great Treasures are identified by the red dot. There 
are 17 Great Treasures in the game, which would seem 
like plenty for each character to put a point or two into 
this requirement. However, this is number is deceiving.

Eight of these great treasures have a conditional 
Fame reward that give the character Fame if sold to a par-
ticular native group. Since these eight usually are worth 
quite a bit of gold and have negative Notoriety, it’s usu-
ally best to just sell these. Of the remaining nine great 
treasures, all have negative Fame!

There are only three Great Treasures in the game 
that have no negative Fame or Notoriety: The Bejeweled 
Dwarf Vest, The Dragonfang Necklace, and The Regent 
of Jewels. Even these you may have good reason to sell, 
either because of their Gold price or Fame reward.

Since you will probably find one or two in a game, 
you have to decide if you want to keep one that doesn’t 
hurt you too bad.

Spells are tricky. For every point you assign here you 
will have to record two spells. There is no guarantee that 
you will find any recordable spells in a game. The best 

bets are the spells at the Altar, Shrine, and Statue. If you 
have plenty of gold (and you won’t) you can buy spells 
from some visitors. If you put even one point into Spells, 
you’ll want to plan for your entire third and fourth weeks 
to be spent just finding them, learning them, and recov-
ering from curses.

Fame is gained by killing most monsters, selling 
some treasures, and by carrying some other treasures. 
Every point you assign here requires you to gain 10 Fame. 
While assigning extra points here requires you to gain 
more Fame, it also increases the multiplier of any addi-
tional Fame you get. Your Fame score multiplier is prob-
ably the easiest way to overcome a shortfall in another 
Victory Requirement.

Notoriety is gained by killing most monsters, all 
natives, and carrying some treasures. Every point you 
assign here requires you to gain 20 Notoriety. Why double 
the amount of Fame? Because natives are stationary and 
usually worth killing if you can. Also, many treasures pro-
vide Notoriety, much more than the Fame they provide.

Gold is gained by killing natives and selling treasures 
(including the treasures you looted by killing natives). If 
you assign any points to Gold, you’ll probably have to 
spend some or all of the fourth week travelling to a Dwell-
ing to sell belongings to meet your Gold requirements. 
Even if you don’t assign any points to Gold, remember 
that you have deduct from your points gained all of your 
starting gold and the value of your starting equipment.

Negative Scores: If you assign 1 point to a Victory 
Requirement and end with 0 points gained, you will score 
–6 in that requirement. This may not be too bad. During 
the final week, it may be better to keep increasing a good 
score in one requirement rather than trying to fill a short-
age in another requirement.

This tutorial has focused on the details of Magic Realm, demonstrating how the 
rules work and discussing the capabilities of the characters. But nothing has been 
said about the overall game strategy for the characters. This final chapter will pro-
vide a basic introduction to Victory Point selection and game strategy for each of 
the characters.

But I have a confession to make: I’ve never actually played a game of Magic 
Realm using the Victory Conditions given in the current edition of the rules! By 
the time that these Victory Condition rules were introduced in the 2nd edition 
rulebook, my local Magic Realm gaming group was already developing and using 
a set of variant Victory Condition rules. So my only experience is with the 1st edi-
tion Victory Condition rules and our variant rules, both of which are quite differ-
ent from the current Victory Condition rules. I am therefore grateful that Robert 
Godfrey, a veteran player who has extensive experience with these current Vic-
tory Conditions, was willing to contribute this chapter to make this tutorial much 
more complete and useful. And now I’ll turn things over to Robert.

* * *
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Scoring Example #1

Let’s say the White Knight is planning on killing mon-
sters. He allocates 3 points to Fame and 2 to Notoriety. He 
had a very good game and scored exactly 100 Fame, 100 
Notoriety and ended up with 37 gold, enough to pay off 
his starting gold and equipment. (This is not normal for 
a game of Magic Realm; using 100 just makes the math 
look easier).

His score for Fame will be points equal to his ending 
value minus the required value. His ending value is his 
recorded value plus or minus the value of any treasures 
he carries at the end of the game. If this result is negative 
(he didn’t meet his requirement), an additional penalty is 
assessed by multiplying the score by three.

Basic score is his score divided by the multiplier.
Next you calculate his bonus score. This is generated 

by multiplying his basic score by the number of points he 
allocated to that category.

Add his basic score (7) to his bonus score (21) for 
a total score of 28 points in the Fame category. Pretty 
good!

Score: 100 (fame earned) – 30 (required) = 70

BASIC: 70 (score) / 10 (multiplier) = 7

BONUS: 7 (basic) * 3 (points assigned) = 21

Total: 7 (basic) + 21 (bonus) = 28 Victory Points

His Notoriety would be different because the require-
ment multiplier is higher and he didn’t assign as many 
points to this category.

Score: 100 (noto earned) – 40 (required) = 60

BASIC: 60 (score) / 20 (multiplier) = 3

BONUS: 3 (basic) * 2 (points assigned) = 6

Total: 3 (basic) + 6 (bonus) = 9 Victory Points

All together, that’s 37 Victory Points (28 + 9) for a very 
successful game.
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You can also score victory points in categories where 
you didn’t allocate anything. This will be just the basic 
score of that category, since any bonus score will be mul-
tiplied by zero during calculation. If he had ended the 
game with 137 gold, he would have received another 3 
Victory Points for that: 137 – 37 starting gold value = 100, 
100 – 0 required = 100, 100 divided by 30 multiplier = 3¹⁄₃ 
rounded down to 3, 3 + 0 bonus score = 3.

Scoring Example #2

An exercise using far more common results: The Elf 
assigns 1 point into Great Treasures, 2 points into Fame, 1 
point into Notoriety, and 1 point into Gold. (1, 0, 2, 1, 1)

He ends the game with:

 • 2 Great Treasures
  (Enchanter’s Skull and Dragonfang Necklace)
 • 3 new spells
 • 27 Recorded Fame
 • 27 Recorded Notoriety 
 • 60 Recorded gold

Looks pretty good, but did he win?
First, he must account for the Fame and Notoriety 

modifiers on his two great treasures. The Enchanter’s 
Skull grants 10 extra Notoriety (bringing him to 37) but 
carries a 10 Fame penalty (dropping him to 17). The Drag-
onfang Necklace grants 12 Notoriety (bringing him to 
49) and doesn’t carry any Fame penalty. The Gold prices 
of the treasures do not count. The Fame reward on the 
Dragonfang Necklace doesn’t count either.

Next he must deduct his starting gold and equip-
ment: 60 recorded gold minus 10 starting gold minus 6 
for his Light Bow = 44.
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Curses: If you end the game with a Curse for Ashes or 
Disgust, then you will have a final recorded value of –1 in 
that category. Your score will then be calculated based on 
that –1 before treasures and starting equipment modify 
it.

Negative Score Penalty: If you fail to meet one of 
your selected Victory Requirements, the penalty can get 
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rather complicated. Your negative Score will be tripled, 
which will effect your BASIC, BONUS, and Total for that 
category.

Scoring Example #3

The Magician assigns 1 point into Great Treasures and 4 
points into Spells.

He ends with 0 Great Treasures and 6 Spells. He’s also 
cursed with Ashes, setting his Gold at –1.

For Great Treasures, his final score of –1 is tripled to 
–3. This translates to a basic score of –3 and a bonus score 
of –3 for –6 Victory Points.

In Spells, his final score of –2 is tripled to –6, resulting 
in a basic score of –3 and a bonus score of –12 for a total 
of –15 Victory Points.

For Gold, because of the Ashes curse, his value is con-
sidered –1 no matter how much gold he’s actually car-
rying. This is further modified by deducting his starting 
gold of 10 to yield a final score of –11 gold. That is tripled 
to –33, giving him a basic score of –2 and a bonus score 
of 0 for a total of –2 Victory Points.
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The Magician loses with a score of –23 Victory Points.

Suggested Character 
Victory Requirements

The remainder of this chapter contains suggested 
Victory Requirements that I’ve used in the past for each 
of the 16 characters. These could be considered “spoil-
ers” by some players, so if you would rather work out your 
own strategies for each character, you might want to skip 
these. On the other hand, if you don’t have a clue about 
what Victory Requirements to try for a specific character, 
these suggestions will give you a good starting point.

1Amazon 0 1 2 1
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Choosing an overall goal and assigning Victory Points 
for the Amazon can be difficult. She can become a pretty 
good monster and native killer but doesn’t have an easy 
means of acquiring the right weapon. Her measly L* Short 
Sword just isn’t good enough to combat much within the 
realm. Her best options are the Medium Bow from the 
Woodfolk or the Truesteel Sword from the Enchanted 
Meadow but she can’t really plan for either of these to 
come into her possession. The only other option is for her 
to buy a Mace, Broadsword, or Axe from the Guard (Neu-
tral to her) and for that she’s going to need some money. 
This VP setup is mainly for treasure hunting for the first 
few weeks and then buying a weapon from the Guard.

0Berserker 0 2 2 1
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Choosing a goal for the Berserker is easy. Kill monsters. 
Big ones! Since the big ones usually guard the treasure 
sites, he’ll be in a prime position to pick up some trea-
sures while he waits for them to show up. All of this hunt-
ing can drag him all over the map so make sure he spends 
some time during the final week finding a buyer to cover 
his gold. Don’t forget he starts out with 23 gold owed, so 
he has to find 53 gold to cover that one Victory Require-
ment.
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0Black Knight 0 2 2 1
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The Black Knight is another Medium character that wants 
to be a Heavy but doesn’t have the proper equipment or 
chits to fight the really big monsters. Even worse, he’s not 
fast enough to run away from them either. These VPs are 
set up for killing those few Heavy Monsters that he can 
handle and getting some gold to hire some natives so 
they can go on a killing spree. The point put into the Gold 
Victory Requirement may seem to go against this strate-
gy but after killing a couple of native groups with his own 
hired natives and taking their treasure, he’ll have plenty 
of gold at the end of the game.
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The Captain can start at the Guard house which puts 
him in a good position to get a better weapon on day 
1. Whether he is killing monsters, hiring natives, or kill-
ing natives, he should be able to achieve these Victory 
Requirements.

2Druid 0 0 1 2
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As a treasure hunter, the Druid doesn’t have to worry 
too much about prowling monsters except for the trea-
sure guardians. Stay away from the Pool as he cannot run 
away from the Octopus! Great Treasures worth keeping 
have negative Fame and positive Notoriety so his Victory 
Points are allocated to taking advantage of that. Sell trea-
sures with Fame rewards for the money and to help cover 
those Fame penalties. Most players despise the Cloven 
Hoof when it shows up but it can be the Druid’s best trea-
sure, worth 40 Notoriety!

0Dwarf 0 2 2 1
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Just like the Berserker but better in caves for killing mon-
sters and finding treasure. Plan for the entire fourth week 
to just be travelling around to find a place to sell his trea-
sure. The Dwarf can also make a good “bodyguard” for a 
weaker character.
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The Elf is a good treasure hunter and can kill any monster 
in the game with little or no risk to himself. He has a little 
more trouble against natives since they will immediately 
attack him using the Watchful Natives rule. Focus on hid-
ing, treasure hunting, and make use of his one shot per 
evening to slowly accumulate Fame and Notoriety. Be 
careful not to pick up any Medium weight treasures that 
will prevent him from running away from speed 3 mon-
sters and always stay clear of the Octopus/Pool and any 
Giant Bats.
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The Magician is unique in that he is designed to record 
spells. There isn’t much difference in putting 2 or 3 points 
into spells, so he may as well place two in Fame and one 
in Notoriety. Don’t worry about gold as he will need to 
spend some to hire a bodyguard or two and possibly to 
aquire some Spell Books. He may even need some gold 
to buy drinks for the Order if he gets hit with the Squeak 
Curse. Focus on transforming some Tremendous mon-
sters (just don’t roll a 1 or 2). Killing three Tremendous 
monsters should net him his Fame and Notoriety. Use 
Reading Runes to learn any and all spells you can, prefer-
ably from Spell Books while near the Chapel where Curs-
es can be easily removed. Poison is great if he can get his 
hands on a light weapon.
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Chances are he will fall short in one category. Chances 
are also good that he will have a surplus in another to 
cover that shortage. Two Type VII spells can be found at 
the Statue.
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Kill monsters! Fiery Blast those groups of Goblins or Trans-
form that Tremendous Troll into a Squirrel. Melt Into Mist 
to escape them if things don’t go as planned. Repeat as 
necessary.
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Overall plan is to loot treasure until he has enough to 
buy a horse then go kill a group of Giant Bats to meet the 
Fame and Notoriety requirements. Then just keep looting 
treasure for more things to sell.
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Similar to the Berserker and Dwarf, an excellent big mon-
ster killer but he’ll probably need to spend some gold too. 
Overall goal is to get a warhorse to compensate for his 
lack of movement options and vulnerability in combat.
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Spells can be found at the Altar and Statue if necessary. 
Absorbing a big monster with Absorb Essence will allow 
her to rack up the Fame and Notoriety points, probably 
more than enough to offset any shortage in spells.
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Whether he’s Fiery Blasting groups of Goblins or killing 
big monsters as an absorbed dragon, he’ll gain a lot of 
points. Or maybe not. The Witch King seems to suffer the 
most from luck in this game either winning big or losing 
by a lot.
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Like the Pilgrim, he’ll probably fall short in one category 
at best. Both spells can be found at the Altar. The Wizard 
really shines with a companion but without one he’ll 
need more than a little luck.
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The Woods Girl is similar to the Elf but she has an advan-
tage hiding in the Deep Woods. If she’s lucky there may 
even be a treasure site there but don’t count on that. Get 
to the Deep Woods as soon as possible and kill any Spi-
ders or Giants that show up early. Beware of Giant Bats. 
She doesn’t have to worry about Medium weight trea-
sures slowing her down because she doesn’t even have a 
Medium Move chit.
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lInks to other resources
RULES & OTHER TUTORIALS

Magic Realm Rulebook Third Edition, release 3.1
http://www.thewinternet.com/magicrealm/

The complete, updated rulebook for Magic Realm (The version on BGG has some uncorrected errata).

The Least You Need to Know to Play Magic Realm
http://www.boardgamegeek.com/filepage/4475/leastmr8-pdf

An 8-page rule summary that can be a quick introduction to the game for new players.

Magic Realm in Plain English
http://www.boardgamegeek.com/filepage/9357/mripe-pdf

A rewrite of the rules in simple language, intended for beginners, but it does not cover all of the rules in the 
3.1 rulebook.

Video Tutorials on BookShelfGames.com
http://www.bookshelfgames.com/permalink/ep016.html

A series of video tutorials on varous aspects of Magic Realm.

Magic Realm Strategy Forums on BGG
http://www.boardgamegeek.com/forum/3822/magic-realm/strategy

Many excellent strategy articles can be found here.

Introduction to the 3rd Edition Optional Rules
http://www.boardgamegeek.com/thread/181065/introduction-to-the-3rd-edition-optional-rules

An overview of the official optional rules of Magic Realm.

Using the Optional Combat Rules
http://www.boardgamegeek.com/thread/183032/using-the-optional-combat-rules

A detailed guide to Magic Realm’s Optional Combat Rules.

PLAYER AIDS

RealmSpeak
http://realmspeak.dewkid.com/

Play Magic Realm on your computer with this popular Java-based program.

Magic Realm Tiles
http://www.thewinternet.com/magicrealm/tiles/index.html

An neat interactive site that allows you to view either the normal side or the enchanted side of any Magic 
Realm map tile.

Magic Realm Combat Flowcharts
http://www.boardgamegeek.com/filepage/33149/magic-realm-combat-flowcharts

The definitive guide to Magic Realm’s Combat sequence.

http://www.thewinternet.com/magicrealm/
http://www.boardgamegeek.com/filepage/4475/leastmr8-pdf
http://www.boardgamegeek.com/filepage/9357/mripe-pdf
http://www.bookshelfgames.com/permalink/ep016.html
http://www.boardgamegeek.com/forum/3822/magic-realm/strategy
http://www.boardgamegeek.com/thread/181065/introduction-to-the-3rd-edition-optional-rules
http://www.boardgamegeek.com/thread/183032/using-the-optional-combat-rules
http://realmspeak.dewkid.com/
http://www.thewinternet.com/magicrealm/tiles/index.html
http://www.boardgamegeek.com/filepage/33149/magic-realm-combat-flowcharts
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BGG File Browser
http://www.boardgamegeek.com/files/thing/22

A wide variety of player aids and other files can be downloaded directly from Board Game Geek.

VARIANTS

Magic Realm Book of Quests 3rd ed
http://www.boardgamegeek.com/filepage/76484/magic-realm-book-of-quests-3rd-ed

This 250-page book is a variant for Magic Realm that replaces the simplistic victory conditions of the 
regular game with an elaborate, story-based Questing system.

Robin Warren’s Expansion
http://magicrealm.dewkid.com/expansion.htm

This expansion adds new map tiles, monsters, treasures, etc.

MISCELLANEOUS MAGIC REALM SITES

Magic Realm Parts Shoppe
http://www.tarotmoon.com/MRParts/mrparts.html

This site has a comprehensive parts list, a list of counter errata, and offers replacement parts for the Avalon 
Hill editions of the game. If you have extra parts that you don’t need, you can donate them here to help out 
other players who might be missing some pieces.

Magic Realm Wiki
http://triremis.com.au/wiki-mr/pmwiki.php?n=Main.HomePage

A wiki site with a lot of Magic Realm content.

Nand’s Magic Realm Page
http://www.nand.it/mr/

This site contains many Magic Realm articles, including all of the articles originally published in the Avalon 
Hill General magazine, and has links to many other Magic Realm sites.

Arthwollipot’s Magic Realm Site
http://arthwollipot.com/gaming/magic-realm

This site features an extensive Magic Realm Strategy Guide.

REDESIGNED PRINT-AND-PLAY COMPONENTS

Karim Chakroun redesign
http://www.systemreferencedocuments.org/index.php?option=com_content&view=article&id=139

A full redesign of all of the components of Magic Realm that you can use to build a copy of the game.

REFERENCE

Magic Realm and High Fantasy Literature Links
http://www.boardgamegeek.com/thread/771031/magic-realm-and-high-fantasy-literature-links

These links list sites that discuss various aspects of high fantasy, storytelling in general, and specific works 
of fantasy literature.

http://www.boardgamegeek.com/files/thing/22
http://www.boardgamegeek.com/filepage/76484/magic-realm-book-of-quests-3rd-ed
http://magicrealm.dewkid.com/expansion.htm
http://www.tarotmoon.com/MRParts/mrparts.html
http://triremis.com.au/wiki-mr/pmwiki.php?n=Main.HomePage
http://www.nand.it/mr/
http://arthwollipot.com/gaming/magic-realm
http://www.systemreferencedocuments.org/index.php?option=com_content&view=article&id=139
http://www.boardgamegeek.com/thread/771031/magic-realm-and-high-fantasy-literature-links
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Power of the Pit . . . . . . . . . . . . . . . . . . . . . . . . . . .  ch. 3, ch. 12

Premonition  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  ch. 5
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