
Starter Rules 
Welcome to Young Wizards! 

 
This rules booklet covers enough to get you started. For 
rules examples, download the PDF here: 
 

www.geekfevergames.com/young-wizards 
 

With that out of the way, let’s go ahead and separate 
the cards that came in this tuckbox. Sort the cards by 
the text/icon in the lower left corner. For example, all 
EQUIP cards can be put in one pile,  
RACE cards in another: 
 
 
 

Basic 

 
Spells can be sorted 
by school: 



Overview 
 

Young Wizards is a tabletop adventure / role-playing 
game (RPG). It can be played like a typical RPG or 
more like a board game (ie: little to no role-playing).  
 

Each player assumes the role of a young wizard ready 
to tackle the world during the Age of Heroes. 

 
Creating your Wizard 

 

1. Choose 1 Spell school  
 

2. Take 4 BASIC, 1 ADEPT and 1 COMBO spell cards 
from that school 
 

3. Choose 1 Weapon, 1 Spellbook & 1 Body Equipment 
from the 1-Star loot cards (White Background) 
 

4. Take 1 Human card from the RACE cards 
 

Shuffle the cards together—this is your Wizard Deck. 
 

5. Choose a Wizard card to represent your character: 
 
You are now ready for adventure! 
 

Gameplay 
 

There are two main ways to play Young Wizards: 
 
1. Play with a Game Master (GM) 
If playing with a GM, you can ignore all the  
ADVENTURE cards (represented by a numbered star at 
the bottom and the corresponding dual-sided card).  
Beyond that, many examples and suggestions for    
playing Young Wizards as a Tabletop RPG can be found 
in the online rulebook. All combat rules in this rulebook  
            still apply. 2 

 



 

2. Play without a GM 
Young Wizards can “run itself” to allow for solo and 
group play without the need for a GM. Simply follow 
these steps: 
 Decide on an Adventure (this set has 1 adventure) 
 Retrieve the Enemy & Adventure Decks, Shuffle 
 Heal all damage, Recover all cards 
 Shuffle your Wizard Deck  
 Setup the Battleboard (see Adventure, Combat) 
 Draw 2 cards from your Wizard Deck 
 Follow the rules for the Adventure (see Adventure) 
 

Adventure 
 
 
 
 
 

 

3 

 

Each adventure starts 
with a dual-sided 
card. One side        
describes the key  
features of the        
adventure (opposite). 
The other side is the 
adventure boss, which 
gets flipped once the 
“Boss” success 
threshold has been 
met.  
 
Note: Battleboards 
are included in the        
Advanced Set. But a 
battleboard isn’t       
required to  
play. 
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The Battleboard 
Arrange the player wizard cards into two rows (either on 
the battleboard or near the center of the table if no    
battleboard is being used). There are 4 rows total: 
 
 
 
 
 
 
 
 
 
 
Be conscious of the “Ranges” of your spells &             
attacks before placing your wizard. Ranges are listed on 
most cards like so: 
 
 
 
 
Each battleboard row represents 1 unit of Range. Count 
from the current wizard’s row. So, if the lone dwarf    
wizard in the player’s “front row” (pictured above)   
wanted to affect enemies in the “back row” of the enemy 
area, they must use an attack with Range 2 or more. 
Range 1 can only affect enemies in the “front row” of the 
enemy area. 
Similarly, if one of the wizards in the player area “back 
row” wished to affect a target in the enemy “front row”,  
they would actually need Range 2 or higher. 
 
 

Player Area Enemy Area 

1 2 



 

Encounters 
To start the adventure, draw 1 Encounter card from the 
adventure deck and place it face-up near the main     
adventure card.  
 
Generally, there are two types of encounters: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
After the Encounter card is drawn, each player draws 1 
card from their wizard deck into their hand. If the wizard 
deck runs out of cards, shuffle the discard pile  
and draw from the new randomized deck.  5 

 

Draw ENEMY cards until 
the total “star value”  
(found in the lower left of 
each card) EXCEEDS the  
number of players          
(+/- modifiers). 
 
Place each enemy in the 
FRONT or BACK row of 
the enemy area: 
 
 
 
 
 
Bottom of the Enemy Card 
 
 
 

 

Players must discard their 
cards to meet or exceed 
the number of symbols 
called-for.  
The symbols can be found 
in the lower-right of most 
wizard cards. 
“Per X Players” means per 
X FULL players (min 1). 
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To resolve a “fight” encounter, follow the combat rules 
(below). 
To resolve a “challenge” encounter: 
 Each player may discard as many cards as they  
 wish with a matching symbol to the Encounter card. 
 If the total matching symbols meets or exceeds the 
 amount required, the encounter is successful.  
 
If a fight or challenge is successful, then place the 
challenge card next to the adventure deck so the star 
values are visible.  
If the fight or challenge is failed, place the adventure 
card on the other side of the adventure deck (perhaps 
rotated 90 degrees) with the star values showing to 
track failures. Example: 
 
 
 
 
 
 
 
 
 
 
 
If you fail as many encounter stars as the adventure's 
"Fail" number, discard everything and choose a new            
adventure to start. If you win as many encounters as the 
adventure's "Boss" number, flip the adventure card to 
the “Boss” side and start the Boss encounter.  
 
  After each encounter card, HEAL all wizards 1. 

Adventure Deck 

Successful Encounters 

Failed 
Encounters 

Current Encounter: 
Adventure: 



 

The Boss Encounter 
 
 
 
 
 
 
 
 
 
 

Combat 
Many encounters (and most Boss encounters) require a 
fight to resolve them. After the enemies are placed, the 
players may each take a turn in any order they choose 
(tap the wizard card once the player has acted): 
 
 Play 1 FREE card (optional) 
 Play 1 ATTACK card (optional)  
 
REACT cards cannot be played during a player’s turn. 
COMBO cards are a special case which can be played 
for their “upper” effect. Then, if any player (even the  
acting wizard) discards the proper spell symbol card 
from their hand, the “lower” effect also takes place. 
 
 
 
 
 
 
 
Once all players are tapped, it’s the enemy’s turn. 7 

 

The boss card describes how to resolve the encounter. 
If the boss isn’t defeated, the adventure is failed. 
If the boss is defeated, draw 1 treasure per player as  
indicated in the “Rewards” box (plus any additional 
treasure indicated as a “Reward” in successful           
encounters).  
Players may then each decide to take 1 of the treasures 
revealed OR add/swap 1 card in their Wizard deck. 
(new spells, etc.) See Wizard Advancement. 

any order 

Combo card 
“meat” 
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Starting in the enemy back row and left to right, tap and 
ATTACK with each untapped enemy card. If they can 
target more than one wizard, here is the priority: 
    Wizard with the most current health 
    Closest Wizard 
    Wizard to the left 
 
Each attack usually deals damage: 
 
 
 
 
Players with REACT cards in their hands may play them 
to block, heal or avoid an attack targeting them.  
If the REACT card has the “(Ally)” notation, that react 
card can be played for another player (or self) when 
they are attacked. 
Most Basic spells can be  
Used for either of their  
effects. Not both! 
 
There’s no limit to the number of REACT cards that 
can be played against any one attack. 
 
All ATTACK and REACT cards played are discarded. 
Mark any resulting damage on the Wizard or Enemy 
card with some sort of counter (the Advanced Set 
comes with red wooden hearts). 
 
If an enemy takes as much damage as their health    
rating, remove them from the board. 
  If a player wizard takes as much damage as 
  their health rating, tap them and flip them over. 
  Also remove all non-health tokens. 

In order! 



 

Once all enemies are tapped (or dead), end the combat 
round. If there are no enemies left, the encounter is 
successful. If all wizards are knocked-out, the            
encounter is failed. 
 
If enemies remain on the board, follow these steps to 
start another combat round: 
 Untap all wizard & enemy cards 
 Move all cards from the back row to the front row if 
  there are no cards in the corresponding   
  front row (check each side) 
 All players draw 1 card from their wizard deck 
 Start a new combat round (page 7) 
* knocked-out wizards cannot untap, draw or act 
 

Card Symbols & Text Reference 
 
 
 
 
 
 
 
 
 
 
 
* Removed cards are placed in a separate discard pile which 
doesn’t get reshuffled into your wizard deck (see Recover) 

 
DRAW: Draw X cards into your hand. 
SWAP: Discard up to X cards, DRAW that many. 
DODGE: Avoid all damage/effects from attack.  9 

1 
1 

Various damage 
types 

Healing 

Discard 

Keep in play in 
front of you 

Remove 

Keep 

Remove* this 
card when played 

Discard this card 
when played 

Affects everyone 
in the row 

Only affects this 
enemy star     
rating or lower 

ROW 

Defense. Blocks 
damage. 
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RECOVER: Look through Removed and Discarded 
cards. May take one of the listed type back into hand. 
TAP: Tap the target.  
PIERCE: Damage cannot be blocked with  
 

Wizard Advancement 
 

Young Wizards is meant to be played over many 
months and (hopefully) years. Your wizard will improve 
as you complete adventures and find loot. 
 
As described in the Boss Encounter section of this rule-
book, you may add and swap cards into your Wizard 
Deck. This is where the “deckbuilding” strategy comes 
into the game (check the online rulebook for automatic 
progressions for players who aren’t capable or don’t 
wish to partake in the deckbuilding process). 
 
Treasure: Unless a card in your deck allows you to 
break any rules, you can only have 1 of each         
equipment type in your deck. So: 1 Weapon, 1 Body 
piece, 1 Spellbook, etc. If you choose to take a piece of 
treasure as an adventure reward, you must permanently 
remove any treasure in your deck which occupied the 
same spot. (the online rulebook covers Sidebars) 
 
The equipment type is listed below the item’s statistics: 
 

Bottom of 
equip card 



 

Spell Cards: Instead of taking a piece of treasure as an 
adventure reward, you may add or swap one or more 
cards into your wizard deck as designated on the       
adventure Boss card (Rewards section). 
 
However, there are some deckbuilding rules which must 
be observed (unless another card in your deck allows 
you to break one or more of these rules). 
 
You may add as many BASIC spells cards from any 
magic schools as you want to your deck. 
You may add 1 COMBO spell per 2 BASIC spells in that 
school. 
You may add 1 ADEPT spell per 3 BASIC spells in that 
school. 
You may add 1 EXPERT spell per 5 BASIC spells in that 
school. (Expert Set) 
You may add 1 MASTER spell per 7 BASIC spells in 
that school. (Master Set) 
 
 
Example: If you have 6 BASIC Astral spell cards, you 
may also have up to 3 COMBO cards from the Astral 
school. Up to 2 ADEPT Astral cards. And up to 1       
EXPERT Astral spell. No MASTER spells from Astral 
are allowed as you need 1 more BASIC Astral spell.  
 
Of course, you can also have Light Magic, Rune Magic 
and other schools’ BASIC cards. And if you have 
enough of a second or third school of magic, you can 
add the more advanced cards from those schools as 
well. 
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