Das Zepter von Zavandor – player aid

Game objective

Accumulate enough magical power and knowledge

Set-up

· Shuffle and draw boards

· Put 2 opals + 1 sapphire on magic spiral = active gem(s), max 5

· One coloured chip each on VP track

· One coloured chip on player’s starting knowledge

· Hexe = Witch
Edelsteine        -1  10

· Elfe = Elf

Energieflusse   -1  10

· Druide = Druid
Feuer                 0   20

· Fee = Fairy                       9 Weisen           0   10

· Magier = Mage                Artefakte          +1  15

· Kobold = Kobold             Speiherung      +1   20

· Magic dust according to board (10,10,20,10,15,20)

· One coloured chip on hand limit (base=5, changed due to knowledge)

· 5 coloured ships on “Wissensmarker” fields => knowledge board later

· Artefacts 

· 2 players – one of each

· 3-4 players – two of each

· 5-6 players – three of each

· shuffle each deck A-B-C-D separately and put them together

· draw and show face-up no of artefacts = no of players

· Energy cards are shuffled by type - placed beside the main board

· Magic dust (2, 5, 10), Concentrated energy (20,30,40,60), Sentinel cards

· Random draw of positioning number cards (I up to no of players).

Created by Carl-Gustaf Samuelsson, Sweden

http://www.Globetrotter-Games.com/ 

	Artefakte

German
	Artefacts

English
	
	Function
	Discount for each
	Min bid
	VP

	Zauberbuch
	Spellbook
	A
	Enchant emeralds.
	-15 to Cloak of Camouflage
	20
	1

	Runenstein
	Runestone
	A
	ONCE move ONE knowledge level for free
	-10 to Chalice of Fire
	20
	1

	Kristallkugel
	Crystal Ball
	A
	Each: Hand limit +3
	–5 to Elixir.
	20
	1

	Zaubergärtel
	Magic Belt
	B
	Two more active gems, placed on the belt.

Max 1 per player.
	
	30
	2

	Spiegel
	Magic Mirror
	B
	ONCE places one wissensmarker for free on the pentagon.  +

All other returns one active gem to the general supply without compensation.
	
	40
	2

	Schutzkristall
	Crystal of Protection
	B
	Works as an additional active emerald, giving one more emerald card in phase 2.
	
	40
	2

	Elixir
	Elixir
	B
	Enchant diamonds.

ONCE 1 enchanted diamond for free.
	See Crystal Ball
	60
	2

	Charismatikmaske
	Mask of Charisma
	C
	ONCE move ONE knowledge level for free
	-10 to Sentinels
	50
	3

	Zauberstab
	Magic Wand
	C
	Two more active gems, placed on the wand.

+ Hand limit +3

Max 1 per player.
	
	60
	3

	Feuerkelch
	Chalice of Fire
	C
	Works as an additional active ruby, giving one more ruby card in phase 2.
	See Runestone
	80
	4

	Tarnmantel
	Cloak of Camouflage
	D
	ONCE places one wissensmarker for free on the pentagon.  +

All other returns one active gem to the general supply without compensation.
	See Spellbook
	80
	5

	Talisman
	Talisman
	D
	ONCE move TWO knowledge levels for free
	
	100
	8


	Wächter

German
	Sentinels

English
	Min bid
	5 VP + Bonus VP as below
	Max bonus VP

	Phönix
	Phoenix
	120
	2 for each kind of active gem
	10

	Eule
	Owl
	120
	2 for each top level knowledge
	12

	Fuchs
	Fox
	120
	2 for each active sapphire
	12

	Kröte
	Toad
	120
	2 for each runestone, protective crystal, spellbook and elixir.
	

	Einhorn
	Unicorn
	120
	1 for each active diamond
	11

	Kater
	Tomcat
	120
	2 for each active opal
	12

	Scarabäus
	Scarab
	120
	1 for each active emerald
	11

	Rabe
	Raven
	120
	2 for each crystal ball, charismatic mask, magic belt and wand
	

	Salamander
	Salamander
	120
	2 for each active ruby
	10


Phase 1 – Player sequence + refill artefacts

· Most VP gets position card I etc, next card II etc

· Tie of VP, most VP from gems is first

· Otherwise random draw

· If no of artefacts < no of players, then fill up.

Position cards gives increased or decreased prices on Artefacts (Artefakte) and Sentinels (Wächter), if the player currently has at least 10 VP.

Phase 2 – Gain magical energy

Active Opal: 1=2 dust, 2=5 dust, 3=10 dust, 4=10+2 dust, 5=10+5 dust etc
Active Sapphire: Draw a blue energy card for each. Values 3-7.

Active Emerald: Draw a green energy card for each. Values 5-10.

Active Diamond: Draw a white energy card for each. Values 8-12.

Active Ruby: Draw a red energy card for each. Values 13-17.

4 cards in same colour is replaced by a corresponding Concentrated Energy + 2 dust.

Phase 3 – Player activities (in sequence, except auctions and paying for them)

If overpay an activity => change in units of magic dust (if possible)

Phase 3a – Enchant and Disenchant Gems

Start – everyone may enchant opals and sapphires

Certain artefacts (spellbook, elixir) – you may enchant emeralds and diamonds

Knowledge Feuer => level 4 => you may enchant rubies (max 5)

Cost for enchanting different kind of gems see Knowledge Edelsteine
Enchanted gems are taken from the general supply.

Placed on magic spiral => active and produce magical energy

Placed on pentagon Nicht benutze edelsteine => passive, no energy production

Start of game: Max 5 active gems. May be changed by Knowledge Speicherung and artefacts. Gems may be freely moved between spiral and pentagon.

Disenchant gems = return them to the general supply, receives half of the energy to enchant.

Phase 3b – Improve knowledge

Only one knowledge one level is allowed each turn.

Pay energy (according to new level on main board) and move coloured chip one position.

If you want to learn level 1 => add also cost for chip on Wissensmarker field.

If you reach level 4 => player gets 2 VP.

Some kind of new knowledge will either increase or decrease hand limit Handkartenlimit.

Player may pay for the Wissensmarker and move it to the “pentagon” instead.

Phase 3c – Bid for Artefacts and Sentinels

Active player may start an auction on an open artefact or any sentinel of his choice.

Bids are done in sequence. Minimum starting bid = printed on card. Pass (flip position card) = out of auction. Discounts and additional charges are only considered during payments.

Player pays the winning bid and may utilise the effect immediately, including discounts.

He may start more auctions. A player who can’t pay is out of the game!

Phase 4 – Count Victory Points and check victory conditions

Check hand limit and remove excess. Standard card = 1, dust2=1, dust5=2, dust10=3, concentrated energy = 3. You may exchange magic dust to higher units.

VP: 1=active opal/sapphire, 2=active emerald/diamond, 3=active ruby, 2=each top knowledge

Artefact VP according to card, Sentinel 5 VP + bonus according to card.

End of game: If 5 or more sentinels has been bought. No tie breaker.

