Swords and Sorcery


(SandS)





Welcome to the world of Swords and Sorcery where armies are gathering to annihilate each other for dominion over the realms of magic.


Swords and Sorcery is a strategy board game I designed in 1988 and play tested with the UNSW gameplayers association. I found the deck of magic cards for this game when I was moving house recently and decided to make it available FREE on the Web for whoever wants it.





You will need a few extra bits too. At least 4 six sided dice and some tokens to represent moving pieces. I use chess pieces but the game looks really cool if you have fantasy miniatures.





Required:


6 small pieces ( pawns, pions, peasants, cannonfodder etc)


2 medium pieces (rook, soldiers, guards etc)


1 big piece (queen, warrior, mercenary etc)


1 snazzy piece (king, wizard, magician etc)


and a few extras to represent summoned objects (like rocks).
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Dice:
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Peasants:
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Guards:				
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Warrior:








�





Wizard:











�
Setup: 


Select who goes first.


Each player selects a domain and places it in front of them (either randomly or first player selects first)


Shuffle the Magic Cards.


Deal each player (8 - the number of players) cards face down.


Player can look at their cards. (don’t let the others see them)


Each player places a piece on a vacant spot in their domain.


There are 6 Pions (lowest level pieces), 2 Guards, 1 Warrior and 1 Wizard.


Continue placing pieces ,one at a time, until all are placed.


First player starts.





Game turn.


Roll the move dice (3d6).


Pick up magic card if allowed (see Magic Cards)


Move pieces.  (see Movement)


Resolve any conflicts. (see Conflict)


If another Wizard is killed you get their unused magic cards and discard their invoked scrolls.


Remove dead pieces or cards.


Have another turn if triple was rolled, otherwise pass the dice to the next player clockwise.





Magic cards.


There four sorts of Magic Cards.


Potions: Only used by the Wizard. They give the wizard a special short term ability. Discard after use.


Scrolls: Only used by wizard. These give multiple use effects. Discard if destroyed or Wizard dies.


Spells: Can only be used by Wizard. These give single use effects. Discard after use.


Artifacts: Can by used without a Wizard. These give long term effects. Discard if destroyed.





Invoking magic cards interrupts  the normal flow of game play. Just say “Magic” and reveal the card.


When a magic card is invoked it is placed face up so all players can see it.


They are left face up in front of the player who owns them. Discard when effect is finished.


They interrupt the normal run of play at any stage until resolved.


Playing a magic card can even interrupt a magic card. 


The order they are played is important (Last played is first resolved).


If the text of a magic card contradicts another card the highest level card wins.


If level is same then both cards are destroyed and neither having effect.


You can’t do magic if your wizard is busy fighting. During a conflict that involves your wizard you can not invoke magic cards. 





Initially each wizard has a stockpile of magic cards. Rolling a triple on the movement role gains an additional card. If the Wizard is on a special spot marked “Nexus” the wizard gains an additional card when a double appears on a movement role.


If Magic Card deck runs out during a game reshuffle the discards.


�
Movement:


Each turn three standard six sided dice (3d6) are rolled. 


This roll is used to trigger magic events (such as gaining additional cards) and to move your pieces.





Select one dice at a time and move a piece to an adjacent vacant spot the number of times shown on the dice.


Or you can split the rolled number amongst your  pieces in any way you like provided that:


The maximum number of moves to adjacent spots a piece can make per turn is the largest dice number rolled.


Maximum moves for any other  piece is second highest dice roll.


Maximum moves for any others after that is the remaining dice.


If there is less pieces able to move than the number of dice then the excess dice need not be used.


(If you have one piece left you can just select any one of the three dice





You can’t move onto a spot that has one of your own pieces presently on it.


You can’t move onto a spot where there is something you can’t fight.


You can move onto a spot where there is an opposing piece not already fighting. This marks the end of that piece’s moves and the conflict is resolved at the end of all other movements this turn.


Interesting spots you can move are teleportal, nexus and trap spots.


Nexus spots are just ordinary places unless you are a wizard. This is a focal point of magic on each domain.


Different things can happen on this spot depending on the magic card. If your wizard is on that spot when a double is rolled during movement you gain an additional magic card.


Trap spots are areas of weakness in the fabric of the domain. Different things can happen depending on the magic card played when a piece passes through one of these spots. Usually a conflict type roll is required to determine if the piece survives. (see Conflict)


Teleportal spots are at either side of your domain. These spots link your domain to other domains. The teleportal can be a Transmitter (Tx) or a Receiver (Rx). When a piece moves onto the Tx spot on the left of a domain it is instantly transported to any valid spot adjacent to Rx spot on the right of the next domain clockwise.


Likewise when a piece moves onto the Tx spot on the right side of a domain it is instantly transported to any valid spot adjacent to Rx spot on the left side of the next domain anti-clockwise.


If there is not a vacant spot or a piece to conflict adjacent to the appropriate Rx then the piece attempting to teleport is destroyed. Pieces do not actually move onto Tx or Rx spots but are teleportaled as if the adjacent spots were linked.








Conflict:


If two opposing pieces attempt to occupy the same spot then there is a conflict.


The pieces attack simultaneously but to keep it simple the player who moved onto the spot most recently rolls first.


A pion or wizard rolls 2 normal six sided dice (2d6).


A guard rolls 3 normal six sided dice (3d6) and selects the two highest dice.


A warrior rolls 4 normal six sided dice (4d6) and selects the two highest dice.


Multiply the highest number by 10 and add the lowest.


Lowest number is killed and the piece is removed.


(example: A pion’s conflict roll of 1 and 6 gives sixtyone (61) A conflicting warrior rolls  4 and 5 and 4 and 2 giving a best value of fiftyfour (54). The warrior has lost the battle and is removed from the game.)





If the conflict values are the same then the piece that initiated the attack (moved onto the spot most recently) has an initiative advantage and wins the conflict. 





A saving throw is worked out similarly to a conflict throw except that is usually a preset value you are trying to beat (such as how deadly a trap is) and you can’t use magic cards to modify your resultant value.
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�������Artifact: Level 1


Lever




















Move a rock adjacent to any of your pieces to any vacant space adjacent to  the rock. Can be used once each movement turn.


Permanent:�
Artifact: Level 1


Safe scroll














Protects one designated scroll from being stolen or destroyed by opposing magic.





Permanent:�
Artifact: Level 1


Trap Proof


























Your pieces will not trigger any traps.





Permanent:�
�
���Artifact: Level 4


Orb of Power














Pick up an extra  magic card when you roll a triple move


If Wiz is dead, any artifacts picked up must be  invoked immediately. Other cards are discarded.





Permanent:�
Artifact: Level 1


Lucky Charm











Your pieces will win in a tied conflict.


 (Regardless of initiative.)


Permanent:�
Artifact: Level 1


Safe artifact














Protects one designated artifact from being stolen or destroyed by opposing magic.





Permanent:�
�
�����Artifact: Level 3


Seven League  Boots

















One move dice can be substituted with a 7.  (maximum one per move turn)


Permanent:�
Artifact: Level 5


Protection




















No opposing magic may directly effect your pieces.


(no magic can be targeted on any of your pieces or the spot they occupy)


Permanent:�
Artifact: Level 1


Crystal Ball























All opposing magic cards must be shown to the owner


of this artifact.





Permanent:�
�
���Artifact: Level 


Belt of Levitation














Your pieces can fly over an adjacent spot.


(maximum one flight per move turn)





Permanent:�
Artifact Trap: Level 2


Bear Trap























Any selected piece passing through any trap must remain on the trap spot until it’s next move turn.


Permanent:�
Artifact: Level 5


Gauntlet of Might























Add +2 to the conflict roll of any of your pieces.


Permanent:�
�
���Spell: Level 2


Summon Rock




















Summon 1 rock to any unoccupied spot.





Single Use:�
Spell: Level 2


Summon Rocks




















Roll one dice (1d6) for how many rocks you can summon to any unoccupied spot.


Single Use:�
Spell: Level 3


Summon Demon

















Demon is summoned to any unoccupied space next to your wizard.


Moves and fights as warrior.


Single Use:�
�
�����Spell: Level 3


Kamakazi




















One piece of yours is destroyed.


Any pieces in conflict with it or adjacent to it are also destroyed.


Single Use:�
Spell: Level 1


Exorcise Ghosts




















Any ghosts nominated are destroyed.





Single Use:�
Spell: Level 2


Dual Shot























After invocation any spell may be returned to your hand to be used again.





Single Use:�
�
���Scroll Trap: Level 2


Lesser Death Trap

















A piece landing on or passing through any trap spot must make saving roll > 33 or be destroyed.


Single Use:�
Spell: Level 4


Zombie




















A freshly killed piece (except wizards) can be controlled as your own.


Must be invoked immediate after death.


Single Use:�
Spell: Level 1


Burn scrolls


























All invoked scrolls are destroyed.


(Yours too.)


Single Use:�
�
������Spell trap: Level 2


Teleport Trap

















A selected piece landing on or passing through any trap spot can be teleported to any other vacant spot.


Single Use:�
Spell: Level 5


Spell Bounce























Take control of an invoked spell as if it were you who had cast it. Must be invoked immediately after target spell.


Single Use:�
Spell: Level 3


Doppelganger














Place identical pieces in all adjacent vacant spots around a target piece. Doppelgangers always loose conflicts.


Target piece can swap places with any doppelganger at any time.


�
�
�������Spell: Level 1


Shatter rocks. 

















All rocks in your domain are destroyed.





Single Use:�
Spell: Level 5


Raise the Dead

















All your killed pieces are brought back to life onto any vacant spot in your home domain.


Single Use:�
Spell: Level 2


Destroy Rock


























Destroy a rock adjacent to your wizard.





Single Use:�
�
���Spell: Level 2


Black Plague




















One nominated piece (except wizard) dies. Any piece next to that now vacant spot must make a saving roll of  > 44 or dies .


Single Use:�
Spell: Level 6


Magic Shield























One nominated piece is protected from all attacks for the current move turn.





Single Use:�
Spell: Level 3


Typhoid Mary














One nominated piece becomes typhoid carrier. 


Adjacent or attacking pieces must immediately roll saving throw > 33 or die.


Single Use:�
�
������Spell: Level 5


Magic Missile











Roll 2 dice (2d6) for maximum number of moves missile may travel, starting from adjacent to wizard.


Any object it hits is destroyed.


Single Use:�
Spell: Level 4


Steal Artifact


























Take any invoked artifact from your opposition to use as your own.


Single Use:�
Spell: Level 1


Spoilsport

















All invoked magic is ruined.


Artifacts and scrolls destroyed.


Potion and spell effects stopped.


(Yours too.)


Single Use:�
�
�����Spell: Level 2


Teleport


























Move any piece to any unoccupied spot.





Single Use:�
Spell Trap: Level 3


Major Death trap

















A selected piece landing on or passing through any trap spot must make saving throw > 52 or be destroyed.


Single Use:�
Spell: Level 1


Sleep




















One nominated piece (except wizard) falls asleep and can not move until movement in an adjacent spot or if attacked.


Single Use:�
�
���Spell: Level 5


Traitor























One nominated piece (except wizard) changes sides and becomes one of yours.





Single Use:�
Spell: Level 1


Paralysis























One nominated piece can not move or defend itself until the piece’s owner’s next turn.





Single Use:�
Spell: Level 4


ReTeleport




















Redirect the teleportation of any piece to any unoccupied space. Must be invoked immediately after the piece has teleported.


Single Use:�
�
�����Scroll: Level 1


Horse

















One piece may move additional spaces.


 Roll a dice (1d6) immediately after moving pieces normally to give the extra moves for your piece.


Single Use:�
Spell: Level 1


Ghost Army














Any designated pieces (except wizards) become unmovable ghosts. No piece other than a wiz may move onto this spot. If owner wiz moves through spot it lives, if  an opposing wiz does it dies.


Single Use:�
Spell: Level 1


Thief




















Steal one uninvoked magic card from an opponent’s hand. You must select the card unseen and at random.


Add the card to your hand.


Single Use:�
�
���Potion: Level 2


Transform to Dragon




















Wizard becomes unkillable by magic or conflict until the end of your turn.


Single Use:�
Potion: Level 4


Super Strength

















Wizard gains three extra conflict dice and the ability to destroy any adjacent rocks for one turn.


Single Use:�
Potion: Level 6


Speed























If not in conflict wizard can immediately move to 2 dice (2d6) moves.





Single Use:�
�
���Potion: Level 1


Vapour























Wizard can move through objects for one turn.


Must finish on a vacant spot or be destroyed.


Single Use:�
Potion: Level 


Rock transform














Wizard becomes a rock until next triple movement is rolled by any player.


Whilst a rock your wizard can invoke no new magic.


Single Use:�
Potion: Level 


Wisdom




















Pick up another three magic cards.


The must be used immediately.





Single Use:�
�
���Spell: Level 6


Mindless Hulk








Summon a hulk to any vacant spot.


Hulk can be controlled by the wizard of whoever’s turn it is like a normal piece.


Hulk has a 5 dice (5d6) conflict roll.


Single Use:�
Potion: Level 2


Strength























Wizard gains one extra conflict dice for one conflict.








Single Use:�
Potion: Level 3


Giant’s Strength











Wizard gains two extra conflict dice and the ability to push adjacent rocks into any vacant spot adjacent to the rock. Potion lasts until the end of your turn.


Single Use:�
�
�����Spell: Level 3


Nermal’s Curse





One nominated piece is cursed to a conflict roll of one dice for one conflict.


Conflict value = roll multiplied by 10.


(1 becomes 10, 2 becomes 20, etc)


Single Use:�
Scroll: Level 4


Domain Teleport

















Move any piece in your domain to any vacant spot in your domain.


Can be used once per turn.


Permanent:�
Scroll: Level 4


Trap expertise














Roll two dice for better than 33 to prevent trap working this turn.


Roll > 44 to destroy the trap card.


Permanent:�
�
���Artifact Weapon : Level 1


Swords




















These weapons give each of your pieces an additional +11 in every conflict.


Can’t be use with other conflict roll modifications.


Permanent:�
�Artifact: Level 3


Armour




















Armour protects your pieces from an opponents weapons.


Prevents your conflict opponents modifying roll values with a weapon artifact.


Permanent:�
�Artifact Weapon : Level 6


Spears

















These weapons give each of your pieces an additional +3 for each 6 rolled in your conflict. 


Can’t be use with other roll modifications.


Permanent:�
�
���Artifact Weapon : Level 4


Hammers











These weapons give each of your pieces an additional +5 in every conflict.


If a conflict roll > 66 is achieved the opponent’s weapon (if any) is destroyed.


Can’t be use with other roll modifications.


Permanent:�
Artifact Weapon : Level 5


Twin Forks














These weapons give each of your pieces an additional +2 in every conflict that a double is rolled (even if the double  is not used as conflict value).


Can’t be use with other roll modifications.


Permanent:�
Artifact Weapon: Level 6


Daggers




















These weapons give each of your pieces an additional +1 in every conflict.


Can’t be use with other roll modifications.


Permanent:�
�
�������������������������Artifact Weapon : Level 4


Morning Star




















Convert any conflict dice > 4 to a 8 and any dice >5 to 0. (54 becomes 80).


Can’t be use with other conflict roll modifications.


Permanent:�
Spell: Level 1


Evade trap























Cause a trap spell to malfunction during the current turn.





Single Use:�
Spell: Level 6


Anti Spell




















Cause one spell to have no effect.


Must be invoked immediately after the target spell.


Single Use:�
�
�
�
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