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Part I: Introduction
Spellslinger is a card game I imagine being made in 1893. It's how I imagine combat-oriented 
card games similar to Magic: the Gathering to be if made one hundred years earlier.

The idea of the game is to play terrain card (resources) that are used to play other cards (such 
as characters). Characters are used to attack or block. If unblocked, they deal damage to the 
opponent. If a player takes 20 damage, that player loses the game.

The story
We are to imagine each player to be a spellslinger—a wizard that duals against other wizards. 
Each player can play various cards to protect them from the opponent in addition to playing 
offensive characters used to attack the opponent. You are the type of wizard that would rather 
sit on a throne while others do your bidding.

The most important cards are characters. Each player can build an army of characters that can 
attack the opponent or block other attacking characters to protect their controller.

Part II: Basic Rules

Deck construction
Each player makes a deck of at least 40 cards during limited events (where people make 
decks with cards provided during organized play or tournaments) or 60 cards in constructed 
events (where players make the decks prior to organized play or tournaments). Each deck in a 
constructed event is only allowed to have four or less of each card (other than common terrain 
cards). More cards are allowed as long as they can be handled by their owner in a practical 
way. Each deck can use any number of common terrain cards (such as Coasts, Mountains, 
Plains, and Woods).

One way to play (generally to learn the game) is to give each player three of each common 
card of any one color and let players make 40-card decks with them. Other rarities can be 
introduced as players become more familiar with the cards.

Starting a game
Before the game begins, the following must happen: 

1. First, each player's deck is sufficiently randomized by being shuffled and treated as a 
face-down draw pile (called the “draw pile”).

2. Second, randomly determine who chooses who goes first. (Such as flipping a coin.) 
The person who chooses can either choose to play first (have the first turn) or draw 
first. Whoever has the first turn in a two player game skips her first draw step. 
(However, in a free-for-all multiplayer game, the player who plays first also draws 
first.)

3. Third, players each draw 7 cards by taking the top 7 cards of their draw pile and 
keeping the cards hidden from other players.
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4. Fourth, each player can choose to have a mulligan – to shuffle her hand into her draw 
pile and draw a new hand. Players get one free mulligan and can mulligan a second 
hand by drawing six instead of seven cards.

Win conditions
Players start with 20 points of life. If a player has 0 life points or less, that player loses the 
game. Also, whenever a player would draw a card with no cards in his or her draw pile, he or 
she loses the game. The last player left wins. Once a winner is determined, the game is over.

Game zones
Each player has four zones (areas) used with these cards:

1. The in play zone – The area on the table where permanents are placed. Cards in play 
are objects and organisms that can effect the game through a permanent presence. 

2. A discard pile – Cards in the discard pile are no longer of use.
3. Draw pile – Cards in the draw pile are face down and random, and cards drawn are 

taken from the top of the draw pile. Players use their deck as a draw pile.
4. A hand – Cards in each player's hand are face down but they can be seen by their 

owner, and they can be played by their owner. 

Ownership
Each player is considered to be the “owner” of all cards that are part of her deck. Cards are 
also controlled by their owner unless specified otherwise. You can only choose to attack or 
block with characters you control, and you an only choose to use terrains for resources that 
you control.

Priority
Players have priority during their turn until they pass priority. Players who have priority can 
play cards, declare attacks, or declare blocks. After priority is passed, the next player gets 
priority in the clockwise direction. If all players pass priority, then one period of time ends 
(e.g. the draw step) and the next period of time begins (e.g. the main phase).

Taking turns
Players take turns in a clockwise direction. (Whoever is to the left of the first player goes 
second.) 

Turn order 
There are four phases (main periods of time) during each player's turn:

1. Beginning phase – Turn all sideways permanents you control right-side-up, then 
certain card abilities can be triggered.

2. Attack phase – Players can attack with characters during his or her attack phase.
(a) Beginning of attack step
(b) Declaring attackers
(c) Declaring blockers
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(d) Combat damage is dealt
(e) End of attack phase

3. Main phase –  Players can play nonterrain cards and/or play a terrain card during his 
or her main phase.

4. End phase
End of turn triggers – Any triggers that happen at the end of a player's turn occur.
Cleanup step – Damage is removed from characters at the very end of each player's 
turn and before the next player's turn.

Each phase or step is over as soon as all players have nothing else to do. More information 
about the attack step is presented in the next section. Once a player finishes her cleanup step, 
the next player's turn begins.

Attack Step
Attacking is divided into three steps:

1. Beginning of attack step – Interrupt-speed cards and abilities can be used.
2. Declaring attackers – When a player attacks, any number of right-side-up characters 

that player controls are chosen to attack and the player must choose which opposing 
player each character is attacking. Once attackers are declared, all attacking characters 
are sideways.

3. Choosing blockers – Then the defending player(s) chooses any number of right-side-
up characters he or she controls to block with and which attacking character to block 
with it. Attacking and blocking characters enter combat.

4. Combat damage – Characters deal combat damage equal to their strength to anything 
in combat with it (blocking it or blocked by it). The first characters to deal damage are 
those with the highest speed. Characters with 3 speed deal damage before characters 
with 2 speed, etc. If a character is in combat against two or more other characters, then 
damage dealt by one character can be split among multiple characters (however the 
character's controller chooses). For example, a character with 2 strength can deal 1 
damage to two different blocking characters. Characters that aren't blocked deal 
damage to the player they are attacking. Characters are destroyed when they have 
taken damage equal or greater than their strength in a single turn. (Destroyed 
permanents are put into the owner's discard pile.)

Part III: Understanding the cards

Card Layout
In addition to having an image, each card conveys information: The card title, cost, type, text, 
strength, speed, and artist. The image below shows what an actual card could look like and 
explains where various bits of information are located:
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Card types
There are five card types: event, interrupt, character, enchantments, and terrain: 

1. Events only have a single effect on the game as they resolve. They do whatever is 
printed on them as they resolve, and they are put into the discard pile after they 
resolve.

2. Interrupts are like event cards, except interrupts can be played at any time—at the 
end of any step during a player's turn, or in response to an event, enchantment, or 
character card that is played. Additionally, nothing can respond to an interrupt.

3. Characters are permanents that are used to attack and block. They are used to deal 
damage and destroy your opponents. They also have any abilities printed on them 
while they are in play.

4. Enchantments are permanents that do whatever is printed on them. They don't attack 
or block.

5. Terrains are permanents that are used to pay the costs of event, interrupt, and 
character cards. See the section on “playing cards” found below for more information.

These card types can all be categorized as “permanent cards” (characters, terrains, and 
enchantments) and “nonpermanent cards” (events and interrupts). Permanent cards are put 
into play when they resolve and the text written on them applies when they are in play. 
Nonpermanent cards have an effect on the game (whatever is written in the text) as they 
resolve, and they are put into the owner's discard pile after they resolve.
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Characters

Character attributes
Characters have two main attributes when they are in play (the two numbers shown on the 
bottom right hand side). The first number is a character's strength, and the second number is 
the character's speed. For example, a character with “2/3” on the lower right-hand side has 
two strength and three speed.

1. Strength – How much damage the character deals in combat, and how much damage 
it takes to destroy a character in a single turn. A character with 2 strength deals 2 
damage in combat, and it must be dealt 2 damage in a single turn to be destroyed by 
damage.

2. Speed – The order characters deal damage in combat is determined by their speed. 
The larger the speed score, the earlier on a character can deal damage. For example, a 
character with 2 speed deals damage before a character with 1 speed. If a character is 
destroyed by combat damage before it has a chance to deal damage, then it does not 
get to deal combat damage that turn at all.

Character abilities
Characters have any abilities that are printed on them. Some abilities are “keyword abilities” 
that are defined by the rules to save time, such as the following:

1. Flying – Characters with flying can only be blocked by other characters with flying.
2. Ambush – Characters with Ambush can be played whenever a player can play an 

interrupt.
3. Deadly – All characters that block or are blocked by a character with deadly are 

destroyed at the end of combat.
4. Bonding – Characters with bonding can attack as a group with one other character. (A 

character without bonding can attack with a group of any number of other characters 
with bonding.) If any of the characters in a group are blocked, then they are all 
blocked and they all enter combat against the characters that are blocking them.

Enchantments
Enchantment cards are permanents that can't attack or block. They do whatever is stated on 
them.

Some of the enchantment cards are put on other cards. These enchantments become attached 
to other cards. When you cast an enchantment that requires a target, choose a target of the 
appropriate type as you play the card. When the enchantment card resolves, put it into play on 
the targeted permanent. The enchantment stays on that permanent for as long as the 
permanent is in play. If the enchantment falls off, then it is put into the owner's graveyard.

For example, a player who plays Sleep needs to enchant a character, which means you need to 
target a character when you play Sleep. Let's say you target a Winged Demon with Sleep. 
When Sleep resolves, you put it into play attached to the Winged Demon. You physically put 
the card on the Winged Demon (usually behind it) like so:
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Permanent abilities
There are three types of abilities:

1. Static abilities – Abilities that are always functional. For example, the “Flying” 
ability is a static ability. It doesn't have to be used at any particular moment. Static 
abilities have a “continuous effect” on the game.

2. Activated abilities – Abilities that have a cost and can be played at any time (at 
interrupt speed). Turning cards sideways is the most common cost of an activated 
ability.

3. Triggered abilities – Abilities that occur whenever a certain condition is met. These 
abilities often say “when” or “whenever,” and many of them activate at the beginning 
of the controller's upkeep step. If multiple cards would trigger simultaneously, the 
active player's are triggered first and other player's permanents trigger in a clockwise 
order.

Effects
Events, interrupts, and abilities do whatever is stated on them, but there are some technical 
ways to interpret these effects. The following are various common effects with a technical 
definition:

1. Damage – Cards and abilities make it possible to deal damage without entering 
combat. Once a character has taken damage equal to its strength in a single turn, it is 
destroyed.

2. Destroy – Permanents can be destroyed, and they are put into the discard pile.
3. Discard cards – A player puts cards from his or her hand into his or her discard pile.
4. Draw cards –  A player draws cards from the top of his or her draw pile.
5. +3/+3 – Some cards can change the strength and speed of one or more characters. For 
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example, +3/+3 would make the character bigger. A 1/1 character that gets +3/+3 until 
end of turn becomes a 4/4 character until the next cleanup step. A character that has 0 
strength or less at any time is destroyed.

Sideways cards
Permanent cards (such as characters and terrains) come into play right-side-up (in a vertical 
position). When they are sideways, they are turned horizontal. Your permanents remain 
sideways until the beginning of your next turn. Sideways characters can't attack or block, and 
sideways terrains can't be used to pay costs.

Playing cards
Each player can play one terrain card during his or her turn during the main phase, and each 
player can play any number of nonterrain cards during her main phase as well. 

Some event cards and abilities require players to choose targets. For example, a certain event 
card (Lightning) can deal 3 damage to target character or player. These cards require that the 
target is chosen as the card or ability is played.

Nonterrain cards have a cost (seen on the upper right-hand side of the card), and they can only 
be played if you pay the cost. Cards have a cost equal to a number of symbols of a certain 
color (white, blue, black, red, or green), and one mana of that color can be attained by turning 
the appropriate terrain sideways. A Plains produces a yellow resource, an Coast produces a 
blue resource, a Mountain produces a red resource, and a Woods produces a green resource. 
For example, you can play a card that costs  by turning three right-side-up Mountains 
that you control sideways. 

Additionally, some cards have a colorless cost. A colorless symbol can be paid with any type 
of resource.
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The resource symbols look like the following:

Playing cards uses the following order:

1. Announce and reveal the card you will play.
2. Pay the cost of the announced card (if any).
3. If the card has multiple possible effects to choose from, decide which effect to use.
4. Choose any targets that the card requires. Some enchantment cards also use targets.
5. There is a moment before event, enchantment, and character cards (that don't have 

ambush) resolve. Other players can use this moment to respond to those cards with 
cards or abilities that have an interrupt-speed—interrupt cards, characters that have 
ambush, or activated abilities. All players must pass priority during this moment 
before the next step can occur.

6. The card resolves. If it's an event or interrupt card, it has whatever effect on the game 
that's printed on it. If it's a permanent card (character, enchantment, or terrain), put it 
into play.

7. After instant and event cards resolve, put them into the owner's discard pile.

Part IV: How to make your own deck
It is possible to create your own deck for Spellslinger. This would be done before the game 
begins or prior to game matches during a tournament. There are three main ways to make 
your own deck:

Constructed
Make a 60-card deck from the cards available.
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Sealed
Give each player three piles of 90 random face-down cards using random cards from a 
collective card pool. Players can then look at the cards they got and make a 40-card deck from 
those cards and any number of common terrain cards—Coasts, Mountains, Plains, and 
Woods.

I recommend people to get a sealed pile by making six packs of fifteen random cards of the 
following cards: Eleven commons, three uncommons, and one rare. Cards of various rarities 
can also be mixed together if you use a cube (card collection) that has three of each common, 
two of each uncommon, and one of each rare.

Draft
Give each player three piles of 15 random face-down cards using random cards from a 
collective card pool. Just like the Sealed event, I recommend people either mix the rarities 
together to have a cube or to make packs with the following distribution: Eleven commons, 
three uncommons, and one rare.

Each player then picks up the first pile of 15 cards, looks at them, takes one card, and passes 
the rest to the player to their left. Each player then takes the pile that was passed to them, 
looks at them, takes one card, and passes the rest to the left. Continue this process until no 
cards are left of the first pile.

Then do the same thing using the second pile, but pass the piles to the right instead.

Then do the same thing using the third pile, but pass the piles to the left again.

At some point all the cards will be taken by the players. The players use those cards and any 
number of common terrain cards to make their own 40-card decks.

Part V: Teams
Players in four and six-player games can play as teams with two to three players per team. 
There are two ways to play as a team:

1. Alliance – Players on a team are part of an alliance. A team of players can't attack 
each other, and they must both lose the game before the entire team loses the game.

2. As one – A team of players share a life total, have 30 life, and share a turn 
simultaneously. A team of players attack at the same time, are both attacked as one, 
and either teammate can use characters to block at the same time.

Part VI: Tournaments
Tournaments are events where 6 or more players all compete to see who is best. Tournaments 
have “matches” where two or more players compete to continue in the event. Each match 
requires at least one game to be played, but they can also be “two out of three” or “three out 
of five.” Multiplayer matches generally only have one game. Each match can have a time 
limit (usually of at least 50 minutes). If there is no winner in the limited time, then the winner 
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is the player that has the highest life total. If no winner can be determined in this way, then the 
first player to deal damage to an opponent is the winner. (If teams are used, then the entire 
team wins or loses each game of the match instead of merely one player.)

Tournaments can have two, three, or four-player matches. It should be decided ahead of time 
how many people will be in each game. Four-player games can have teams of two players. 
Tournaments that have teams generally require the players to decide who their teammates are 
before the matches begin, and they generally keep the same teammates throughout the 
tournament. The entire team would hope to win the tournament together.

Tournaments can be off-the top, constructed, sealed, or draft. The main differences between 
constructed, sealed, and draft were described above. 

An “off the top” tournament uses a single card pool as a shared deck for all players of each 
match. Approximately 50 cards should be used as a deck for every player that will share the 
deck. (100 cards would be used for a two player game.) Each player share a deck of cards to 
use as a draw pile, and they all have the same discard pile. 

The easiest type of tournament is “single elimination.” That means that players are randomly 
assigned their opponents for each match and players who lose a match are eliminated. Only 
the winners stay in the tournament and are assigned to play against another random opponent. 
This process continues until only a single winner remains. If teams are used, then the entire 
team wins or loses each match instead of a single player. If there's an uneven number of 
players, then one player (or team) might not get an opponent. These players get a “bye,” 
which counts as a win.

Part VII: Color themes
Each color features unique cards, and those cards are part of a general theme. These themes 
can be described as the following:

1. Blue – Innovation and the supernatural. Blue features faeries, pterosaurs, and wizards. 
Blue also specializing in negating cards, drawing cards, and turning characters 
sideways. Blue has decent fliers, the characters tend to be a bit weaker than usual, but 
the spells are often the most powerful. 

2. Green – Instinct and the natural. Green features druids, trolls, gnomes, dwarves, 
elves, satyrs, and various forest animals. Green also specializes in destroying 
enchantments, getting additional resources, and dealing damage to characters with 
flying. Green has the most powerful characters, but they rarely (or never) fly.

3. Red – The darkness and the demonic. Red features demons, sorcerers, and dragons. 
Red also specializes in destroying characters and dealing direct damage. Red has some 
of the best characters, but they often have drawbacks.

4. Yellow – The light and the divine. Yellow features angels, pegasuses, and 
domesticated animals. Yellow also specializes in destroying enchantments, harming 
attacking characters, and gaining life. Yellow has the best characters with flying and it 
has the greatest versatility.
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