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INTRODUCTION.

Orions: Legend of Wizards an unique strategy game taking place in a world separated into many
connected islands, calle®tions. You must battle th®©rion Governordefeating all that stand in
your path in this world of Legendary Widar

You will fight using@3 battle cards- monsters and spells, all unique not only by appearance, but also
by their amazing abilities. Me¢ichesand Demons Efreetsand Hydras Dryadand Priests Magic
ElementalsandUnicornsin the final fight for thebattle for Oriond
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1. PLAYING THE GAME.

You have a choice of two game modes. These made:Campaigrand Quick Duel InQuick Duel

you are trying to defeat a human opponent or an Artificial Intelligence, using a randomly generated
deck. Each player gains fixed equal amounts of elements and health (except for Al, which gains some
extra handcaps to increase difficulty).

In Campaigmrmode you must defeat enemy forces, travelling the world, gaining experience in
multiple fights, buildingup yourOrionislands, gathering monsters and spells for your custom deck.
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2. DUEL RULES.

Each player starts with a fixed amount of heaBl by default), and al of the elemental schools

will receive elements using the following rules: The number of elements given to each elemental
school at the start of theluel ranges froni to 5. The amount given to &lelemental schools will
total 25.

The player who reduces opponent's healthOtovins.

Each player has the ability to cast one card per turn, whether it is a monster or a spell. While casting,
player logs the amount of elements equal to the casting card's level. The player can choose one of
the free slots for this monster to be summoned. If it is a spell, it works instantly and does not require
a free slot.

Before or after you summon a card, you can oamls' own abilities but only those having &AST
button. These castings sometimes cost elements, others can cost something else, and sometimes
they are free. They also can be targeted or untargeted ones.

Once you're done with your cards, you pass tiryour opponent. Opponent gainslto each

elemental school. Your opponent will then be able to summon a card, use summoned card's abilities
or simply skip turn. This repeats until one of the opponent wizards loses all health. That player loses
the duel.
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3. GAINING CARDS.

In the beginning of the duel, you gadrrandom cards for each elemental scheélire, Water, Air,
Earth, Death, andLife, so you gain a total &4 cards. Your opponent also gaibécards, but they
cannot be the same as the ones you receive. Therefore in each 4@o@ds can be in play.

Currently, Orions: Legend of Wizards contains 73 cards, though this can be changed by future
updates and expansion packs.
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4. CONTROL HINTS.

1. Tap the elemental school icon to bring up your cards panel. Chamed and then double tap
one of the 5 free slotsYou can also use your PDA's dpad to bring up a cards panel and use for
switchingbetween seleatd elements.

2. Doubletap the log to bring up log history.
3. Doubletap any card you see to bring up the card's info panel,this will explain the card's abilities.

4.Some cards' casting abilities require choosing a taigjeiply tap the card for castingia press
CASTIf none of the cards highlighfter you tapCASTthis means there are no proper targets for
this casting. Tap anywhere else to cancel casting, else tap a flashing &b
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5. CAMPAIGN WIDE.

You begin your campaign with a sin@&on (a town) of arelemental school of your choicd-ire,
Water, Air, Earth, Life, andDeath. It alsomatters which side you have choseGoodcan play as
Water, EarthandLife, while Evilcan useFire, Air and Death
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6. CHARACTER.

In the beginning your character is weak. There level is equBland stats equal td. Each level you
gain for a victoryou can distribute8 more points.

1. Strength It is your main parameter. It shows how much hegitln have at the beginning of the
fight. By default youtrengthis 4, andcharacter's health equal t80. For each @ditional Strength
point you willreceive5 extra health.

2.Intelligence It has impact on the amount of elements you g@teach of your elemental school.
By default you gain a total @b elements,with a maximum ob for each school. Intelligence may
randomly increase thiamount- the more intelligent your character, the more elements you may
get. Itis random in each fight, so if you hat@ of Intelligence you may get upo 5 extra elements.

3. Power. Power tells you how many different cards yoay haven yourdeck. By default you get
26 cards, and one point d?Powerallows you tarecruit one additional card. So if you have default
Power=4, you can recruift more individual cards.

4. Speciality This ability you cannot affect. You arspecalist in a school of magic of your home
Orion. So if you started frorearth Orion you start as acarth Apprentice As you grow stronger,
you getbetter in your primary school. When you are a specialist, you may get more elewnfehis
school at the beigning of the fight.
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7. DECK AND BUILDINGS.

You start with a default deck of several cards in each elemental sdwwpbu can fight right away.
But these are pretty weak cards; it will not basy to defeat foe with these.

To improve your deck you must build creature dwellings. Each building hasrequmieements for
construction- some require other buildings to be built first, othessly require some fixed amount
of minerals. Keep in mind that you canly build3 structures each day.

During a fight, you can cast as many of your default cards as youlodntpu can only cast a
puchased card once. So for example, if you have purchtased Satyrs you won't be able to
summon a fourth.

To see how mangards you have left of a given type, simply tap an elemental sctiw®yill display
your cards for the selected element, now tap a card, a fading numbeapyitar displaying exactly
how many cards you have left of that type.

Whenever you defeat enen@rion, but you don't get enough experience to reach next level, you
have other option you can choose one of your defeated enemy's card as your permanent card. But,
as a price, you would have to give up one of your own permanent cards. The surrendandlicand
longer be avalibe in your deck or to buy.

Your deck has only one limitatieryou can only owr26 unique cards plugour character's Power.
This includes your default cards which you cannot erase. So at theottagame you have6
unique cads, Plugt Power This allows you to own a total 80 unique cards.
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8. RESOURCES.

You start with a given amount of minerals, depending on the game's diffitdty may spend them
right away, but if yospend them all, you may not be able to get mofehem. To receive minerals,
you must build special resource structures:

1. Crysols Gardegives yowCrysolxonvertedfrom the sunlight. It is the most common and cheap
mineral, and it is required bgll aher buildings, as it's the only resource that you get for fgee
othersget converted.

2. Sulmours Convertoconverts5 Crysoldnto 3 Sulmours
3. Goldius Convertoconverts5 Sulmorsand 10 Crysolsnto 2 Goldius

4. Eractus Convertorequires20 Crysad, 10 Sulmoursand 10 Goldiugdo recieve onlyl Eractusthe
rarest of minerals.

Itis a good idea to build as ma@yysols Gardenas you car they will not be wasted. However,
remember that there's a limited amount dfuildings that can be built in eaof theOrion.

It might be a good idea to spend several days organizing your economipsiantsing cards
before starting expansion. Though it's only one possibilityou're sure of yourself you can start
expanding immediately.
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9. TRAVELLING.

You start with a singl®rion, the one with aGreenflag. Your enemy alsstarts with a singl®rion,
and has, naturally, thRedflag.

All otherOrionsare neutralfVhite flag), you will be required to defeat ¢&im, before you will be able
to attack your enemy'©rions

The longer you wait, the mor@rionsyour enemy conquers, andore powerful they will become.

When you wish to attack a nearl@rion, do the following: Select your Airshiine one that is
aroundyour homeOrion.), arrows appear, pointing t@rionthat you can travel to.

Redarrows mean you will attacRrion'sgovernor, whilegGreenmeans it's one of youdrions
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10. WINNING AND LOSSING.

Whenever you dfeat your enemy's hom@rion (the one with a big red flaghe losses ability to
reborn when dies (same applies to you), and if he is defelmtedfight after this, you defeat him
forever (or you lose, if it is him who defeated you).

This can be done ei&s - if you defeat him while he stays at his hof@eon, you defeat him forever
anyway.

Once you have achieved this, you win. Although if you want, youcoatynue until the entire
World is in your hands.
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Hemental Schoot \Water

SPELL EFFE€Roisons all enemy units so that they lose health every turn, also hits
them with 1 damage. Poison doesn't affect undead.

Taste the poison, feel that this is life!

SPELL EFFECEveryenemy creature sufferdamage equal to its attacH.

Sea has its own, twisted justice. One must get used to it.

ABILITY- Cause200%of damage tdHre creatures. Gives owndr Waterin the
beginning of owner's turn.

CASTING CastingSea of Sacrethcreases owner'$Vater by 1 and reduces-ire
by 1.

ABILITY- Reduces all damage done to owner3f#o Suffer200%damage from
Hre.
CASTNG - None

ABILITY- Inflicts 10+ Water/2 damage to enemy player. Caster suffédamage
as a side effect.
Large bolt of Ice, fired at a great speed. Superior efficiency!

ABILITY- Every time anyone casWater spell or summon§Vater creature,
opponent suffergt damage and owner gairgshealth.
CASTNG - None

ABILITY- One of the toughest Elementals. Heals itself3avhenever any player
castsWater spell or summon§Vater creature. Attack equal to ownerWater.
CASTNG - None




ABILITY- Each creature suffers up b points of damage. If a player hBsseidon
on a field, his creatures left unaffected.

Amazingly poisonous magic storm, has no mercy to both friends and foes.

PARALYZE

ABILITY- Paralyzes enemy player and creatures for one turn, so they skip one
turn.
And only deep silence since then.

ABILITY- IncreasedVater by 2 every turn. Suffer@00%damage fronFire. All
damage fromWater equal tol.

CASTING CastingHealing Waterheals owner equal t@*Water points. Owner
loses alWater.

ABILITY- When attacking, each enemy creature suffédamage in addition to
standard attack.

CASTING CastingCuringheals owner fod. In exchange, owner loséswWater.
Cannot be cast if ownerater less tharb.

v v ‘.‘3 ABILITY- Attacks both adjacent slots. Reduces own&vater by 2 every turn.

Gl CASTING Consumes friendly unit, receiving up36%o0f its health.
T
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Elemental Schog] Fire

ABILITY- Deals3 damage to each enemy creature.

Cheap and still good. Pure Fire.

ABILITY- If enemy has lesBirethan owner does, enemy suffers damage, equal to
this difference, mulplied by2. Otherwise enemy suffetkdamage.

Now this is a smart one - a magic arrow made of pure Fire, never misses your foe.

ABILITY- Attacks adjacent enemy units half of it's strength.

CASTING None

ABILITY- Doesn't suffer fronfireand Earthspells.
CASTING- Whenever Demon casfare Breed®wner losesl Earthelement and
receives? Fireelements instead.

ABILITY- Damage fromWater is multipliedby 2. Whenever Devil dies, owner
suffers10damage.

CASTING Sacrificingpwner'sFirecreature gives Fireto owner, also healing
ownerby this amount.

ABILITY- When summoned, each enemy suff@damage. Red Drake Suffers no
damage fromFirespells and creatures.
CASTING None

ABILITY- Each enemy creature suffers damage equal to owrtéres + 3

As easy as it is - a ball of burning fire.




ABILITY- Increases attack of all owner's creaturesyncreases damage from
owner player's spellcastings By
CASTING None

B
| Iﬁ

ABILITY- Whenever any creature attacks Efreet, that creature suffers half of
damage sent back. Upon summoningd.esemyWater creatures suffe6 damage.
CASTING CastsFire Shieldon any owner's creature. Costd=ire. Fire Shieldourns
creature from inside, damaging it f@rpoints per turn, unless it's Birecreature.

ABILITY- All units on a field suffe25damage. Each player suff&t§ damage.

The ultimate spell of all Orion wizards. The strongest and most harmful. Beware, it's
far too powerful!

ABILITY- OpensHre gates. This mearthat both players should receive
additionalFireevery turn. Upon dying, Firelord brin§slamage to each player.
CASTING CastsBlood Lusibn any creature. That creature get it's attack
increased byp0% but lose health every turn.

ABILITY- FireElemental. Immune to harmfiirespells. When summoned, enemy
player loses Fire and opposed Elemental unit suffédslamage. Attack equal to
owner'sFire + 3

CASTING Castsvolcano ExplodeVulcan diesbut every unit on field suffers
damageequal to50%o0f Vulcan's health.
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Elemental Schoa@ Air

ABILITY- Gives owned Air in the beginning obwner@turn.

CASTING None

ABILITY- Increases its attack Hyfor each creature, killed on a field.
CASTING Enslave Mindorces strongest enemy creature to attack it's owner.
Costsl Air.

ABILITY- Suffers no damage frofath and Air spells.
CASTING Castdetrification on self, as effect turns to stone. In stone form
Gargoyle reduces damage done to ithyOwner lose8 Air andl Earth.

ABILITY- If Phoenix was killed byirespell or creature, rebirth with full health.

CASTING None

ABILITY- Attacks casters with addition&8damage. Only suffels0%damage from
spells.

CASTING CastdMemory Loss Target enemy creature permanently loses ability
to cast. Costg Air.

ABILITY- Owner's creatures become permanently immune to all damaging spells,
spell effects, and poison.

Remember that your creatures can no longer be affected by Bless, Restructure and
other good spell effects.

ABILITY- Winds away strongest enemy creature.

Perfect against high-level enemy creatures. One of the most useful spells.



ABILITY- Owner received Airelement for each enmy creature, killed by Zeus.

CASTING Strikes Lightning into choosen creature. Cdsfsrand inflicts8
damage. Cannot strike creatures of levend higher.

ABILITY- First enemy creature suffers damage equal to owna&its2 Lighhing
travels forth and hits each enemy creature, losthdpmage each time it hits.

For example, if owner has 10 Air and enemy has all 5 creatures, they suffer this
damage (left to right): 12-10-8-6-4

ABILITY- When summoned, enemy los83Air. Titan's attack is increased hyor
eachAir creature in play.

CASTING CastsThunder FistAll enemyEarthcreatures suffe@ damage. Owner
losesl Air.

ABLITY- Every creature on a field plaguetbses all hit points except one. Ignores
all defences and modifiers.

None shall escape the Plague! Great lands burnt to dust where the plague passed.
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Elemental Schoaq Earth

ABILITY- Increasegarthby 1 every turn.

CASTING Once Satyr casfBissolve it dies and creature in the opposed slot
suffers5 damage. If there's no creature, damage dealenemy player.

ABILITY- Damage from all nomagical attacks and abilities equallo

CASTING Castsyouth of Foresbn player, increasinglayershealth by5. Cost
Earth elements.

ABILITY- Adjacent owner creatres' attack increases Hdy and if it'sEarth
creature, by2. Dryad regenerates #/whenever anyone castarthspell or
summonsEarthcreature.

CASTING None

ABILITY- Regenerate8 health every turn. Wile owner'sEarthless thar3, it
suffers3 damage instead.

CASTING None

ABILITY- Heals all friendly creatures fdr Gives owne® health for each of his
creatures on a field.

Heal me! Heal me!

ABILITY- Kills all enemy creatures of level less titan

Only the skilled one can survive the swamp's most dangerous weapon.

ABILITY- Allowner's creatures gairr3health to their maximum, healing f&in
the same time.

Scatter to pieces, connect once again. Now you are stronger, none shall remain!



ABILITY- Attacks the same tursummoned(No summon sickness).

CASTING Srikes magic arrow into enemy player, dealiddamage. Costs
Earth

ABILITY- Attacks opposed unit and enemy player at the same time.

CASTING Casts€Entangle Rootsdamaging each enemy farand losing points
of own health.

ABILITY- Owner's creatures gain ptrection from all attacks. This defence only
lasts one turn and lasts till next owner's turn.

It's just like an unpenetrable wall has suddenly appeared. Anyone under your
command will survive anything!

ABILITY- When attacks, poisons her target. This target will be logihgalth every
turn. In the beginning of owner's turn, Echidna hits all poisoned creaturek for

CASTING None

ABILITY- Hits each creature fot5damage. Doeshaffect owner's creatures, if
owner'sEarth > 12

Even the earth itself is a powerful weapon.

ABILITY- Increase€arthby 2 every turn. Weak againsgiirespells- Firespells deal
additionall0damage.

CASTING CastsStone Kin onto owner's creature. That creature gaihpoint of
defence from all attacks greater thdn
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Elemental Schoq

- Whenever owner playdoses health, Magic Healer heals player by this
amount, losing hit points equally.
- None

- Increases owner'kife by 2 every turn, decreasinBeathby the same
amount. Decreases ownellsfe by 3 every time owner castBeath spells.
- None

- All owner's creatures Blessed: recetvkto attack, restorel point of
health every time they are hit. Undead creatures cannot be blessed and 40ffer
damage instead.

- Exchange& owner'sLife by 1 Deathin the beginning of owner's turn.

- Serves DeathOnce cast, Apostate permanently turns into a Banshee.
Banshee restores onl§/2 of normal health.

- When summoned, each owner's creature is healedfoklso, it
destroys harmful spell effects from each of them.
- Holy Strikedeals5 damage to a target creature. If it is urake
creature, Pegasus also suff@damage himself. CostLife

- Heals owner equal to hidfe*3. Owner loses allife elements. Blessed
creatures heal foB.

- If owner doesn't have any Undead lBirecreatures on a field, heals
owner for5 and steals3 health from each enemy creature, giving them to opposed
owner's creature. OtherwizBzzles, damaging owner fér



- Brings300%o0f damage to undead creatures.

- CastExorcizm Destroys any undead, but suffet® damage imself.
Owner also loseg Lifeas a cost of this holy casting.

- Owner loses health equal to Hisfe. Enemy suffers damage, double of
this amount.

- Unican reduces damage from spells to owner's creature$@ Cures
poison from owner's creatures.
- CastdUnicorn Aura This Aura destroys useful spell effects from enemy
creatures. Cost2 Life

- All undead on a field are destroyed. Owner recei¥eésfeand 1 health
for each destroyed creature.

- When Chimera is on a field, every spell casting ca@¥less for the
owner. Whenever you summon creature, you gain health equal to this creature's
level.

- None
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Elemental Schoq Death

ABILITY- Whenattacked by a creature, suffeE)%less damage, and owner
suffers other50%damage When suffers from spell, Ghost reciexa@)%of normal
damage.

CASTING CastsBloody Ritual As a result, owner loséshealth, butreceivesl
Death.

ABILITY- Reduces all enemy elements by

Curse and Doom are now your enemy's only guests.

ABLITY- Eats enemies corpsegvery time it kills enemy creature, totally heals
andits health increases b§.
CASTING None

ABILITY- When dies, becomes a ghost.

CASTING CastsBlood Ragen self. Strikes twice as hard this turn tlmwner
loses3 Deathpoints on casting.

ABILITY- If owner'sDeathless tharB, steals5 health from enemy player.
Otherwise steal®eath 5.
Death's cold vampiric touch. So painful and surreal.

ABILITY- When summoned, deaBdamage to enemy. Once it attacks enemy
player, dies and enemy player suff&@points of extra damage. If Banshee dies
from other creature or spell, enemy player doesn't suffer.

CASTING None

ABILITY- Every enemy creature suffers effect of Weakness: its attack decreased

by 50%(rounded down).
Make the strongest the weakest, and then assasinate him.




ABILITY- When attacks living creature, restores headifjual to50%of damage
dealt. Maximun30 health.
CASTING None

ABILITY- Whenever creature dies, Darklord heals owner3@nd regenerates self
for 2.

SPELL- Steal Spelsteals all spell effects from any enemy creature, DarkLord
receives these spells. Owner lodeBeath

ABILITY- When summoned, dealk0 damage to creature in the opposite slot and
two adjacent slots. AttackKsife units with additionab damage.

CASTING Casts Ded Bolt, hitting enemy player witli damage. Owner los€s
Death If owner's Death becomes zero, he suffe@slamage himself.

ABILITY- All living creatures suffek3damage. All undead creatures héat 5.

The Lord of Chaos most useful tool. Your army of darkness shall reign forever.

ABILITY- Whenever creature dies, increases ownésathby 1.
CASTING Consumes target enemy creature of le@elr less. Owneloses3
Deathelements.

ABILITY- Banishes each creature into hell. Each banished creature gives taster
Death
Whenever one unfolds Chaos, no mortal can stand its fearful ugly nature.
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