Magi

Number of players:
4-8 players

Duration:

30-60 min

Age:


10 years and older

Author:


Shizuka Yayoimori

Aim of the game

Players try to get rid of their hand cards as quickly as possible. Cards can be played onto the last played card if either the picture or colour is identical. When a player successfully played his last card, the points of the remaining card in the hands of the other players are summed up. The game continues until the first player accumulates 50 points.

Contents of the game

Playing cards


99 cards

· Guild cards

51 cards

· Magical items

27 Karten

· Magi cards

21 Karten

Direction marker


1 Karte

Draw count marker

4 Karten

Game rules

Information concerning the playing cards

Direction marker: 
This card shows the present direction of game flow. Whenever a player plays a card with the special ability ”reverse“, the direction marker is reversed. At the beginning of the game players take turns clock wise.

Draw count marker: 
These cards are used to keep track of the number of cards which the first player has to draw if he cannot evade the draw phase. For each played card with the special ability ”draw”, an additional draw count marker is placed in the middle of the playing table or the sum of the already placed draw count markers adjusted.

Guild cards:
There are 7 different types of guild cards (balance, broom, coin, sword, crystal, shield and cup). The guild cards do not possess any special abilities. The numbers in the left corner denotes the minus points obtained, if this card is still on the hand at the end of a round. 

Magical items:
5 different types of magical items are present (amulet, hour glass, sceptre, coat and parchment). The special abilities are explained below. The numbers in the left corner denote the minus points of the card. Some of the cards have the symbol  printed in the right lower corner. (explanation follows below).


The pictures of the Draw (1) and Draw (2)-cards are slightly different, though both versions are supposed to be assumed as being the same. 

Magi cards:
Many different types of magi cards (grey background) exist. Most of the magi possess several special abilities. The numbers in the left upper corner denote the value of the cards. Some of the magi cards have the symbol  printed in the right lower corner. (explanation follows below).
Game sequence

The start player deals 6 cards to each player and places another card face up on the table. The rest of the cards becomes the face down talon. At the beginning of the game turns are taken clockwise. During  his turn a player can play a card from his hand onto the stack if either the colour or picture of this card matches the last card played on the stack. If the player does not possess a corresponding card, he has to draw a card from the talon. Afterwards he may play this card or any other card from his hand if it matches the last card on the stack. The magi cards with the grey background can be played anytime.

The turn of a player consists of the following 4 phases:

1. Magic phase: during this phase only cards with the symbol  may be played. The symbol can be found in the lower right corner of some of the cards. If a magi card possesses several special abilities, all of these abilities have to be used. Subsequently the player directly proceeds to the closing phase. By playing a card with the  symbol the card drawing phase can be avoided. If the played card possesses the ability DRAW [x],  a DRAWCOUNT card with the appropriate number is placed on the table. If the player does not possess any card with the  symbol,  he has to proceed to the card drawing phase. 
2. Card drawing phase: if there are no DRAWCOUNT cards on the table, the player moves on to the main phase. If there is a least one DRAWCOUNT card, the player has to draw cards from the talon according to the sum of the numbers on all present DRAWCOUNT cards. The DRAWCOUNT cards are removed from the table. The player may not play any card. He moves on to the closing phase. 
3. Main phase: The player can either play a card from his hand or draw a card from the talon. If the player decides to draw a card from the talon he may still play a card afterwards. The card may be different from the card just drawn from the talon. 

4. Closing phase: If a player possesses only a single card, he has to say „Magi“. If he forgets to say „Magi“ and it is noticed by another player, the player with the single card left has to draw a card from the talon. If however nobody notices until the next turn of the player he does not have to draw a card. 
End of a round / End of the game

A round is finished when a player possesses no cards anymore and at the same time there are no DRAWCOUNT card on the table. As long as there are DRAWCOUNT cards on the table the player still has the chance to have to draw cards during the draw phase of his next turn. 
After a player successfully ended a round, all player calculate the sum of the numbers of the cards on their hand. The number can be found in the upper right corner of the cards. The sum is written down. The next round begins with the left neighbour of the former starting player as the new starting player. The game continues until a player accumulates 50 points. 

Special abilities of the cards
Magical items and Magi possess special abilities which have to be used when the card is played. Some cards have several abilities at the same time, all of them have to be applied. The special abilities have the following effects:

Select: 
the player who played a card with this ability can select  the colour of the card that has to played by the next player. 

Free: 
the next player is free to choose the colour to play. 
Draw:
a new DRAWCOUNT card with the same number as written behind the special ability is placed on the table or the sum of the DRAWCOUNT cards is changed, respectively. 

Again:
the player who plays a card with this ability can play another turn. The player does not just play another card, but gains a complete new turn including all 4 phases. If for example he successfully avoided the draw phase in the first turn but cannot play a card during the magic phase in his second turn he has to draw cards during the draw phase if DRAWCOUNT cards are lying on the table. 

Reverse:
the direction of turns is reversed. The direction marker is turned over. A excellent timing for a reverse card is after the previous player played a card with the draw ability. 

Shot:
the player who played this card can choose a player whose turn is next. He cannot choose himself. The direction of turns remains the same. 

Through:
this special ability is only valid during the magic phase. Its only meaning is to be able to be played during the magic phase to avoid the draw phase. 

Reset:
if DRAWCOUNT cards are on the table, all will be removed without anybody having to draw any cards. 

Original:
the player can choose one ability from each of the following three sections


1: 
Select or Free


2: 
Again or Reverse or Shot or Through


3: 
Draw (0) or Draw (1) or Draw (2) or Draw (3)

Variation rules

According to the basic rules the magical items showing the symbol sceptre may not be played during the magic phase, since the symbol  is missing. Using the variation rules these cards may also be played during the magic phase, i.e. they are thought of as having the symbol . 

Further explanations

1. when playing a magi card with a grey background the colour or picture of the last card laid before is not relevant. Magi cards can be played anytime, except during the magic phase when only cards showing the symbol  may be played. 

2. The pictures of the magical items with the special abilities Draw (1) and Draw (2) shall be consider identical, thus playing Draw (2) after Draw (1) is an allowed turn when playing the variation rule.

3. A round is only finished if anytime during his turn a player has no cards left in his hand and no DRAWCOUNT cards are lying on the table. If one or more DRAWCOUNT cards are lying on the table, the player has to wait for his next turn. If the DRAWCOUNT cards are still on the table he has to draw cards during the draw phase. 
4. Have fun using the abilities Reverse, Shot and Original during the magic phase, when many DRAWCOUNT cards are on table. 
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