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ARRAKHAR’S

JANUARY 1983

WAND

A game for two players

“Its shaft is a slender rod of some unknown steely-grey metal; about its base run
three fine circles of gold. It is capped by a large wine-dark stone, full and round at first,
but tapering to a point that glistens in the light.

“For nearly two centuries it has been lost. Now it is known to rest in the hands of the
evil sorcerers.

“Grave is our peril. This is the Wand of Arrakhar the Unsleeping, greatest of all the
wizards of the Council of the Red Sun, foil of the dread sorcerer Logar Zor and his
schemes of world domination.

“Whether Arrakhar perished at last from some dark intrigue fostered by the sorcer-
er, or whether he still dwells in some far realm, none here can say. Yet our duty is clear:
to retrieve the wand from the circle of sorcerers who now possess it. We must strike at
once, before they unlock its secrets and are able to turn its tremendous power to their

own dark purposes.”

Introduction

ARRAKHAR’'S WAND is a fantasy
boardgame of tactics and strategy for
two players. One player (the sorcerer
player) hides the wand in his realm and
defends it with a group of evil sorcerers
who can summon the aid of demons,
orcs, and ghouls. The other player (the
wizard player) invades with a force of
good wizards, barbarians, dwarves, and
elves, seeking to locate the wand and
escape with it.

Before the play of the game begins,
both players secretly design their forces.
The board portrays the valley of the evil
sorcerers, and on it the sorcerer player
places the counters representing haunts
(temples, ruins and crypts), secretly re-
cording one of them as the haunt in
which the wand is hidden. The counters
representing the sorcerers and their min-
ions are then placed on the board, and
on the sorcerer player's first turn they
can begin summoning other evil units.
The wizard player brings in the wizard
units and their allies through one or
more of the hexes along the valley
border, and the struggle begins.

Each side can attack with spells and by
physical combat. The wizard player
should usually try to strike quickly, be-
fore the sorcerer player can organize an
effective resistance. Only the sorcerer
player gets a steady stream of reinforce-
ments, in the form of wandering-orc
counters, but the wizard player has the
advantage of special attacking bonuses.
To win, the wizard player must locate the
wand and remove it from the sorcerers’
valley through an entry/exit hex.

Designed

by
C. C.'Stoll

Game Components

1.0 — The game includes this set of
rules, the board, and a sheet of counters.
Also required is one six-sided die, which
must be supplied by the players.

11 — The board has three types of
hexes: clear terrain, which may be moved
into by all units; mountains, into which
no movement is allowed; and entry/exit
hexes (marked “E”) used only by wizard-
player units. Sorcerer-player units may
never enter “E” hexes. Once a wizard-
player unit enters clear terrain, it must
remain on the board until it is eliminated
by the enemy or until it leaves the play-
ing area by exiting through an “E” hex. A
unit that leaves the board in this manner
may not return. “E” hexes are consid-
ered off the board; stacking restrictions
(see 3.3) do not apply to units located on
them, and no attacks may be made on or
by units in these hexes.

1.2 — The four main types of counters
(identifiable by color and initial letter)
are these:

Wizard-player units: 20 counters
each of wizards, dwarves, barbar-
ians, and elves.

Sorcerer-player units: 20 count-
ers each of sorcerers, demons,
orcs, and ghouls.

Wand: 2 counters (one is a
spare).

Haunts: 3 numbered counters of
each type — temples (T), ruins (R),
and crypts (C).

The countermix also includes pieces
marked +2, +4, or +6, which are used to
keep track of the effects of haste spells
(see 3.6) on units and stacks of units,
plus a few blank counters for each side,
to aid in the replacement of lost or dam-
aged pieces.

Note: The rules on the following pages
pertain specifically to the Basic Scenar-
i0. Once they are understood, players
will have no difficulty adapting them to
other scenarios.



Set-up for Play
2.0 — The three steps in preparing for
play are: designing forces (see 2.1);

sorcerer-player force placement (2.2);
and wizard-player force placement (2.3).

2.1— Designing forces: Both players
secretly design their forces out of unit
counters (neither the wand nor the
haunts are units). The point cost for a
certain type of unit counter is given on
the Counter Chart (see charts and tables
page at the end of the rule text). Each
unit available to a player costs either 1,2,
or 3 points. The point limit for a force
depends on the scenario being played
(see below). No units should be revealed
to the opposing player until they are
placed on the board. Once a unit is posi-
tioned on the board, its identity cannot
be concealed.

The following restrictions apply to
force design:

(1) For the Basic Scenario, the wizard
player may not spend more than 60
points in designing his force, and the
sorcerer player may not spend more
than 66 points.

(2) Neither player can exceed the
countermix, which provides 20 units of
each type.

(3) The sorcerer player must include at
least 6 counters of each of his four types
of units in his force design. The wizard
player must have at least four counters

of each of his four types of units in his
force design.

(4) All units not allocated to force de-
sign are set aside and out of play. (Ex-
ception: As explained later, the sorcerer
player has a chance to receive wander-
ing-orc reinforcements on each turn of
the game; these units can be taken from
orc units not part of the sorcerer-player’s
force design.)

2.2 — Sorcerer-player force placement:
The sorcerer player first takes all haunts
numbered “1” or “2” (two each of the
temples, ruins, and crypts) and places
them on the board. (Haunts numbered
“3” are not used in the Basic Scenario.)
Haunts must be placed in clear terrain
hexes; they may not be placed within a
two-hex radius from an “E” hex, and one
haunt cannot be located within a three-
hex radius from another haunt. This
three-hex distance is counted through
clear terrain only, not over or through
mountain hexes; haunts can be placed
so that they are separated by only one
hex, so long as that is a mountain hex,
and a path more than three hexes long
through clear terrain is required to move
from one haunt to another. (For move-
ment, hexes containing haunts are treat-
ed as clear terrain.) Next, the sorcerer
player secretly records (by type and
number) the haunt in which the wand is
hidden.

Then the sorcerer player places all the

sorcerer units in his designed force —
but not any demons, orcs, or ghouls in
the designed force — on clear-terrain
hexes. Sorcerer units may not be placed
within a two-hex radius from an “E” hex.
Up to four sorcerer units may be placed
in the same hex (see 3.3).

Other units in the sorcerer player's de-
signed force are set aside until they may
be brought into play by a Summon spell
(see 3.2).

2.3 — Wizard-player force placement:
The wizard player places all of his units
on the board in “E” hexes; the sorcerer
player may examine the counters after
they are placed on their respective “‘E”
hexes to determine the makeup of the
wizard player’s force. The wizard player
may keep all of his units in one group
(entering through only one “E” hex) or
he may divide them into as many as six
groups (one group entering through
each “E” hex). All of the wizard-player
units committed to enter through a given
“E” hex are considered to be located in
that hex before movement begins, but
since “E” hexes are considered off the
board (see 1.1), stacking limitations (see
3.3) do not need to be met until wizard
units actually enter the valley and com-
plete one turn of movement. No wizard
unit spends movement points until it en-
ters its first hex of clear terrain; place-
ment in an “E” hex does not constitute
movement.
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The Game-Turn

3.0 — A game-turn consists of a sor-
cerer-player phase followed by a wizard-
player phase. Neither player engages in
any activity during the opposing player’s
phase. Each phase consists of five seg-
ments which must be carried out in strict
sequence:

Sorcerer-player phase:
1. Wandering-orc check (3.1)
2. Summon spells (3.2)
3. Movement (3.3)
4. Fireball spells (3.4)
5. Combat (3.5)
Wizard-player phase:
1. Haste spells (3.6)
2. Movement (3.3)
3. Fireball spells (3.4)
4. Combat (3.5)
H
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3.1 — Wandering-orc check: At the
beginning of each game-turn, the sor-
cerer player rolls one die. On a result of 1
of 2, the sorcerer player receives 1 orc
counter as reinforcements for that turn.
On a result of 3 or higher, 2 new orc units
enter the game. Wandering-orc units are
immediately placed on the board in ei-
ther (1) any empty clear-terrain hex adja-
cent to any sorcerer-player unit, or (2)
any hex already containing orc units (up
to a limit of four units per hex). Wan-
dering-orc units are not taken from the
sorcerer player's designed force; they
are taken either from the supply of un-
used counters or from orc units pre-
viously eliminated.

The supply of reinforcements is limit-
ed by the counter-mix; if all 20 orc units
are already on the board, the sorcerer
| i infor: t

until the turn after one or more orc units
are eliminated.

3.2 — Summon spells: This type of
magic is only usable by sorcerer units,
and is one of the two spells sorcerers
may cast; however, each sorcerer unit
can only cast one spell per turn.

A summon spell is the only means by
which the demons, orcs, and ghouls in
the sorcerer player's designed force may
be brought into play. (The sorcerer play-
er should conceal from his opponent the
identity of these units until they enter the
game.) Each type of unit may be sum-
moned only at, and into, hexes occupied
by one type of haunt Demons may be
summoned only at temples, orcs only at
ruins, and ghouls only at crypts.

For the spell to be effective, three con-
ditions must be met:

(1) A sorcerer unit must be adjacent to
a haunt for which a summon spell is to be
cast.

(2) There must be at least 1 unit of the
type that can be summoned at that haunt
still available in the sorcerer player’s de-
signed force.

(3) The hex containing the haunt must
be either empty of units or occupied by
three or fewer units of the type that can
be summoned at the haunt.

For one casting of the spell by a single
sorcerer unit, the sorcerer player must
first designate the haunt in which the
summoning is to take place and the sor-
cerer unit that is to cast the spell (if more
than one is eligible). Then the sorcerer
player rolls a die and consults the Sum-
mon Table to see whether he may place
2, 3, or 4 of the appropriate units on the
board (in the hex of the haunt).

The sorcerer player may bring in fewer
units than the number indicated by the
table if he so desires. The sorcerer player
must summon fewer units than the
number indicated by the table if either
(1) he has an insufficient number of
available units of the appropriate type
left in his designed force, or (2) to bring
in the indicated number would cause five
or more units to be stacked in the hex of
the haunt. (If the sorcerer player sum-
mons fewer units than the number on the
table indicates, and it is clearly not due
to stacking limits, he need not reveal to
the wizard player whether this action
was the player’s choice or was taken be-
cause he has run out of that type of unit.)

Only one summon spell may be cast at
each haunt per turn. Because this spell
can work only if a sorcerer is adjacent to
a haunt in this segment (before sorcerer-
player movement), it is a good idea for
the sorcerer player to place at least some
of his sorcerers next to haunts during his
original placement of haunts and sor-
cerers (2.2). Sorcerer units that cast a
spell should be inverted immediately, for
the rest of the current phase, to remind
players that they cannot cast another
spell this turn.



3.3 — Movement: The rules governing
movement are the same for both players.
The Counter Chart shows that barbar-
ians and demons have a movement ca-
pability of 6 hexes per turn, and all other
units can move up to 4 hexes per turn.
Units may be moved into any clear-
terrain hex (including a hex containing a
haunt) that is not occupied by an enemy
unit (there are no “zones of control’).
Wizard-player units spend their first
movement point when they enter the
board from an “E” hex; sorcerer-player
units spend their first movement point
when they move from their initial place-
ment (for sorcerer units) or when they
move away from the haunt in which they
were summoned (for demons, orcs, and
ghouls). Haunts, of course, can never
move, and the wand can only be moved if
it is being carried by a wizard-player
unit.

Movement is always optional; units
cannot “store up” movement points from
turn to turn or transfer them from one
unit to another.

At the end of a player's movement
segment, only units of the same type
may occupy the same hex, and there
may be no more than 4 units per hex. On
the first turn only, sorcerer-player units
may not end their movement within 2
hexes of an “E” hex. Units may move
freely through hexes containing friendly
units, but may not violate end-of-move-
ment stacking restrictions.

3.4 — Fireball spells: The rules govern-
ing fireball spells are the same for both
players. Both wizards and sorcerers may
cast fireball spells in the appropriate
segments of their respective phases.
However, neither type of spell-caster
can employ more than one spell per turn.

Fireball spells are the only means by
which wizard and sorcerer units can at-
tack enemy units; they cannot engage in
combat (3.5) like other units. The fireball
spell has a range of 2 hexes; it can be
cast on opposing units in a hex adjacent
to the wizard or sorcerer, or on opposing
units one hex removed, as long as a two-
hex-long path of clear terrain can be
traced from the caster to the target. The
spell can be cast “over” an adjacent hex,
not affecting the units in that hex, if the
adjacent hex happens to be in line with
the target hex.

To cast the spell for a single sorcerer
unit or wizard unit, the phasing player
designates the spell-caster and the target
hex (which must be done for all fireball
attacks before any of them can be re-
solved; see below), and then rolls one die
for each unit in the target hex and refers
to the Fireball Table to obtain a result for
that unit only against that specific at-
tack. For example: If a wizard is casting a
fireball spell against a stack of three
ghouls, each ghoul unit is rolled for to
see whether it is eliminated or not. (Ob-
viously, the spell is most useful against

stacks of units, even though it is far from
“automatic” that every unit in a stack
would be eliminated.) Note that barbar-
ians and demons are the least suscepti-
ble to fireball attacks, and sorcerers are
more vulnerable to an opponent’s fire-
ball than wizards are.

In either player's appropriate segment,
all fireball attacks must be designated
before the results of any single spell are
rolled for. If more than one fireball attack
is directed against a single target hex,
only units that survive the first attack(s)
are rolled for when resolving subsequent
attacks. For example, if 3 wizards are all
casting fireball spells against a stack of 4
orcs, the first attack is resolved with
three die rolls. If two orcs are eliminated
in the first attack, only one die roll is
needed to resolve the second attack. If
the first two attacks result in the elimina-
tion of all three units, the third fireball is
wasted and cannot be re-directed at a
different hex.

Wizards or sorcerers stacked together
may cast fireball spells at different target
hexes. The spell may be cast into or out
of hexes containing haunts, but not into
or out of “E” hexes. A fireball spell has no
effect on haunts or on the wand.

3.6 — Combat: The rules governing
combat are the same for both players.
Combat is always optional on the part of
the would-be attacker, and never causes
the elimination of an attacking unit. The
basic rules concerning combat are these:

An attacking unit (or stack) must be
adjacent to a defending unit (or stack)
to engage in combat.

All attacks must be designated be-
fore any are resolved by rolling on the
Combat Table.

Units stacked in the same hex can
“split” their attacks against adjacent
enemy units in the same or different
hexes, but each unit may only attack
once per turn.

Units in two separate hexes can
combine in a mass attack against one
or more units in a single hex.

The same unit may be announced
as the object of more than one attack
in a given turn; however, if the target
unit is eliminated by an earlier attack,
subsequent attacks are wasted and
cannot be re-directed against a unit
which has not been eliminated.

Not all units adjacent to an attack-
ing force need be attacked; one or
more of the units in a single hex may
be “ignored” during an attack on oth-
er units in the same hex.

As shown in the Counter Chart, bar-
barians and demons each have a combat
factor of 2; dwarves, elves, orcs, and
ghouls each have a combat factor of 1.

Wizards and sorcerers have a combat
factor of %, but these units may not at-
tack in combat — their factors are used
only in figuring odds for combat attacks
made against them.

To resolve each attack, the attacking
player compares the total of the combat
factors of the attacking unit(s) to the to-
tal of the combat factors of the defend-
ing unit(s), expressing it as a ratio (al-
ways rounded down in favor of the de-
fending units). The attacking player then
rolls a die, consults the table, and applies
the result to the defending units. Attacks
at odds greater than 6:1 are treated as
6:1; attacks at odds less than 1:2 are not
allowed.

If all the units in a hex are eliminated,
any units that attacked that hex (up to
four of one type) may advance into the
hex vacated by the eliminated units.
Special: If all units in a hex were elimi-
nated by fireball spells in the segment
immediately preceding combat, any of
the phasing player’s units adjacent to the
now-vacant hex (up to four of one type)
may be moved into the vacant hex; how-
ever, units that do this may not attack
during the current combat segment.

Each type of wizard-player unit re-
ceives a combat bonus against one type
of sorcerer-player unit. As noted earlier
(3.4), fireball spells cast by wizards are
especially dangerous to sorcerers. In
regular combat, barbarians receive a
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bonus vs. demons, dwarves have a bo-
nus vs. orcs, and elves have a bonus vs.
ghouls. Whenever all the attacking and
defending units in a single attack (made
by the wizard player) are of the specified
types (barbarians vs. demons, dwarves
vs. orcs, or elves vs. ghouls), the attack
result is read as if the odds were one step
better (for the attacker) than they actual-
ly are (an attack at 1:2 becomes 1:1; 1:1
becomes 2:1, etc.).

The combat bonus does not work both
ways; sorcerer-player units always at-
tack at the regular odds. The combat bo-
nus does not apply if two different types
of wizard-player units are participating
in the same attack.

Some examples of the calculation of
combat odds are given in the next col-
umn. It should be noted that there is nev-
er more than one type of unit defending
against an attack, because each attack is
made against one or more units in the
same hex, and stacking restrictions do
not allow different types of units to be
stacked in the same hex. By referring to
the combat factors and combat bonuses
listed in the Counter Chart, players
should see why the odds listed for each
attack are appropriate.
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Attacker(s) Defender(s) Odds
Zelves 2 ghouls 2:1
2 ghouls 2 elves 1:1
1 elf, 1dwarf 2 ghouls 11
3 barbarians 3 sorcerers 41
2 barbarians 3 sorcerers 21!
4 wizards 1 orc -
1 dwarf 3 ghouls —
4 barbarians 1 orc 61"
3 orcs 2 elves 11
2 demons 1 dwarf 41
1 demon 2 wizards 21
1 demmon 2 barbarians 1.2

" — rounded in favor of defender

— not allowed; wizards can't
attack in combat
* — not allowed; odds are less
than 1:2
4 — pest ratio possible, even
though actual odds are 8:1

3.6 — Haste spells: This type of magic
is only usable by wizard units, and is one
of the two spells wizards may cast; how-
ever, each wizard unit can only cast cne
spell per turn.

A Haste spell enables a wizard to give a
single stack of wizard-player units (up to
four of the same type in the same hex) a
honus of 2, 4, or 6 hexes to the movement

capability of each of the target units for
the movement segment that immediately
follows the haste spell segment. The
target hex must be the same hex the
spell-caster is occupying (if the spell-
caster andf/or other wizards are being
hasted), or an adjacent hex containing
friendly units. Wizards stacked in the
same hex may cast hasfe spells on units
in separate hexes.

No units can be under the effect of
more than one haste spell per turn, but
the same target unit(s) can be the object
of more than one casting of the hasfe
spell. For example: If the result of the
first casting is a movement bonus of 2 or
4 for the affected units, a subsequent
haste spell cast on the same units in the
same segment might vield a higher re-
sult, and in that case the higher result
would apply. If the result of the first cast-
ing is a movement bonus of 6, subse-
quent spells cast on the same units are
effectively wasted and cannot be applied
to a different target. The counters print-
ed +2, +4, and +6 are used to keep track
of the movement bonus a certain unit or
stack will receive in the ensuing move-
ment phase.

To cast the spell, the wizard player first



designates the casting wizard and the
hex whose units are to be hasted This
designation must be announced for each
intended casting of the spell before any
of the spells are resolved. Then the wiz-
ard player rolls a die and consults the
Haste Table for each casting, in any
order the wizard player desires.

Units in a hasfed stack need not move
to the same destination hex. At the con-
clusion of movement, stacking restric-
tions must be observed. Since this spell
segment comes immediately before the
wizard-player movement segment, the
haste spell is useful to give wizard-player
units “long-range strike capabilities.”

Wizard units that cast haste spells
should be inverted immediately, for the
rest of the current phase, as a reminder
to players that they cannot cast ancther
spell this turn.

Special: A wizard in an “E” hex at the
start of the wizard players first turn may
cast a hasfe spell on up to four units of
the same type to be entered through the
same “E” hex.

3.7 — Haunt check: This final segment
of the wizard player's phase comes into
play only when at least one haunt is cur-
rently occupied by wizard-player units.
A haunt check is not conducted if the
wizard-player unit(s) is simply moved
through a hex containing a haunt.

Each occupied haunt is “destroyed”
(the counter is removed from play) and
the sorcerer player must reveal the loca-
tion of the wand if the haunt that con-
tained it was destroyed. (Players, of
course, will never cheat; in any event, the
sorcerer player could be required to
produce the notation he made during
set-up (see 2.2), after the game is over.)

If a destroyed haunt did contain the
wand, the wand counter is brought into
play and stacked with the unit(s) that
occupied the hiding place.

Note: If the wizard player eliminates all
haunts of a certain type, the sorcerer
player cannot summon any more units of
the type corresponding to that type of
haunt (see 3.2). Haunt checks can he
conducted, and haunts can be destroyed
for this purpose, even after the wand has
been discovered.

The Wand

4.0 — The counter of Arrakhar's Wand
can ohly be moved if it is stacked with at
least one wizard-player unit (not neces-
sarily a wizard). It can be moved by one
carrier (one wizard-player unit or stack)
each turn, when that unit or stack moves.
The wand may be “handed off’ from a
stationary carrier to a unit or stack which
is moving through the carriers hex, but
only if the stationary carrier has not al-
ready moved in that turn. (The unit or
stack receiving the wand becomes the
new carrier, and must have movement

capability left so that it can leave the hex
where the transfer tock place.)

The wands power will function only
for wizard units — not any wizard-player
unit, although they can all be carriers. A
wizard unit or stack possessing the wand
can cast a single “extra” spell — in effect,
a more potent version of the firebalf spell
— once per turn during the wizard-
player's fireball-spell phase. The effects
of the wand firebalf spell are rolled for on
the Wand Table instead of the Fireball
Table. Even if the wand is carried by a
stack of wizards, only one wand fireball
spell may be cast per turn.

Sorcerer-player units can retake the
wand after it is discovered by eliminating
all the wizard-player units in the hex con-
taining the wand, and then occupying
that hex (possikly by an advance after
combat) with at least one sorcerer-player
unit. The sorcerer player cannot move or
use the wand, but can cluster units in
and around the hex it occupies to keep it
away from wizard-player units. If the
wand is in an otherwise empty hex, it is
simply left there until other units enter
the hex.

The wizard player wins by carrying the
wand into an “E" hex and thereby escap-
ing to safety. The sorcerer player wins by
eliminating all wizard-player units, keep-
ing the wand in his clutches even if he
can't do a thing with it.

Notes on Strategy
and Tactics

Although there is no turn limit to the
game, it is obvious that the wizard player
must achieve victory before the sorcerer
player's constant reinforcements make
such a result impossible. Usually the
sorcerer player will place the haunts in
the shape of a rough circle around the
board. After the wizard player places his
forces at “E” hexes, the sorcerer player
will summon demons, orcs and ghouls to
block off access to the haunts and the
vulnerable sorcerer units. (Even a single
sorcerer-player unit can block an ad-
vance, as a sacrifice to buy time for
summoning and effectively deploying
other sorcerer-player units). If the wiz-
ard player cannot establish an edge in
eliminated units early on, he will find vic-
tory difficult to achieve.

Alternatively, the sorcerer player might
place haunts in a tight pattern, intending
to hole up in a corner of the valley and
fight a war of aftrition. Or, he might
spread haunts and sorcerers far and
wide, turning the contest intc more of a
bluffing match.

If the sorcerer player, by an exagger-
ated deployment of units, clearly indi-
cates the haunt in which the wand is hid-
den — and such is actually the case — it
is possible that the wand will not come
into play until {or unless) the larger issue

is already decided; such a “last stand”
defense will usually result in a clear vic-
tory for one side or the other through
decimation of the loser's units. (But what
if the wand turns out to be in one of the
haunts that isn’t even defended, and
which the wizard player hasn't bothered
to check?)

Much of the tactical approach to a
game is dictated by the initial force de-
sign. Both the heavy-duty shock troops
(barbarians and demons) and the fireball
artillery (wizards and sorcerers) are at-
tractive, but also expensive. The other
units can be useful for blocking avenues
of attack; this becomes especially impor-
tant as more units are eliminated.

Variations

1. Short Scenario. Initial force points:
Wizard 40, Sorcerer 44. The sorcerer
player is only required to have four of
each type of unit in his force design; the
wizard player is only required to have
three of each type of unit in his force
design. All other rules of the Basic Sce-
nario apply.

2. Long Scenario. Initial force points:
Wizard 90, Sorcerer 100. The sorcerer
player is required to have nine of each
type of unit in his force design; the wiz-
ard player is required to have six of each
type of unit in his force design. The sor-
cerer player places all haunts (three of
each type) on the board. All other rules
of the Basic Scenario apply.

3. Advanced Play. This rule change
can be applied to all scenarios. In de-
signing forces, players are not required
to have a minimum number of units of a
given type. They are restricted only by
the countermix and the point limit of the
scenario being played, whether it is one
given here or one of the players’ devising.

4. Handicapping. Reduce the number
of force-design points available to the
more experienced player (for a shorter
game), or increase the number of force-
design points available to the less expe-
rienced player (for a longer game). If
either the wizard-player side or the
sorcerer-player side wins too often for a
given set of players, adjust the design
points available to the sorcerer player up
or down in increments of two points.
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