
 

 

INTRODUCTION. 

Orions: Legend of Wizards is an unique strategy game taking place in a world separated into many 

connected islands, called 'Orions'. You must battle the Orion Governors defeating all that stand in 

your path in this world of Legendary Wizards. 

You will fight using 73 battle cards - monsters and spells, all unique not only by appearance, but also 

by their amazing abilities. Meet Liches and Demons, Efreets and Hydras, Dryad and Priests, Magic 

Elementals and Unicorns in the final fight for the battle for Orions!  
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1. PLAYING THE GAME. 

You have a choice of two game modes. These modes are: Campaign and Quick Duel. In Quick 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 AI, which gains some 

extra handicaps to increase difficulty). 

 

In Campaign mode you must defeat enemy forces, travelling the world, gaining experience in 

multiple fights, building-up your Orion islands, gathering monsters and spells for your custom deck.  
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2. DUEL RULES. 

Each player starts with a fixed amount of health (50 by default), and all 6 of the elemental schools 

will receive elements using the following rules: The number of elements given to each elemental 

school at the start of the duel ranges from 1 to 5 . The amount given to all 6 elemental schools will 

total 25. 

 

The player who reduces opponent's health to 0, wins. 

 

Each player has the ability to cast one card per turn, whether it is a monster or a spell. While casting, 

player loses 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 use cards' own abilities - but only those having a CAST 

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 turn to your opponent. Opponent gains +1 to 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 gain 4 random cards for each elemental school - Fire, Water, Air, 

Earth, Death, and Life, so you gain a total of 24 cards. Your opponent also gains 24 cards, but they 

cannot be the same as the ones you receive. Therefore in each game 48 cards 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. Choose a card and then double tap 

one of the 5 free slots. You can also use your PDA's dpad to bring up a cards panel and use for 

switching between selected 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 target. Simply tap the card for casting and press 

CAST. If none of the cards highlight after you tap CAST, this means there are no proper targets for 

this casting. Tap anywhere else to cancel casting, else tap a flashing card to CAST.  
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5. CAMPAIGN MODE. 

You begin your campaign with a single Orion (a town) of an elemental school of your choice - Fire, 

Water, Air, Earth, Life, and Death. It also matters which side you have chosen - Good can play as 

Water, Earth and Life, while Evil can use Fire, Air and Death. 
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6. CHARACTER. 

In the beginning your character is weak. There level is equal to 1, and stats equal to 4. Each level you 

gain for a victory you can distribute 3 more points. 

 

Your character has four main stats, which are Strength, Intelligence, Power, and Speciality. 

 

1. Strength. It is your main parameter. It shows how much health you have at the beginning of the 

fight. By default your Strength is 4, and character's health equal to 30. For each additional Strength 

point you will receive 5 extra health. 

 

2. Intelligence. It has impact on the amount of elements you get for each of your elemental school. 

By default you gain a total of 25 elements, with a maximum of 5 for each school. Intelligence may 

randomly increase this amount - the more intelligent your character, the more elements you may 

get. It is random in each fight, so if you have 10 of Intelligence, you may get up to 5 extra elements. 

 

3. Power. Power tells you how many different cards you may have in your deck. By default you get 

26 cards, and one point of Power allows you to recruit one additional card. So if you have default 

Power = 4, you can recruit 4 more individual cards. 

 

4. Speciality. This ability you cannot affect. You are a specialist in a school of magic of your home 

Orion. So if you started from Earth Orion, you start as an Earth Apprentice. As you grow stronger, 

you get better in your primary school. When you are a specialist, you may get more elements of this 

school at the beginning of the fight. 
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7. DECK AND BUILDINGS. 

You start with a default deck of several cards in each elemental school, so you can fight right away. 

But these are pretty weak cards; it will not be easy to defeat a foe with these. 

To improve your deck you must build creature dwellings. Each building has some requirements for 

construction - some require other buildings to be built first, others only require some fixed amount 

of minerals. Keep in mind that you can only build 3 structures each day. 

 

During a fight, you can cast as many of your default cards as you want, but you can only cast a 

puchased card once. So for example, if you have purchased three Satyrs, you won't be able to 

summon a fourth. 

To see how many cards you have left of a given type, simply tap an elemental school, this will display 

your cards for the selected element, now tap a card, a fading number will appear displaying exactly 

how many cards you have left of that type. 

Whenever you defeat enemy Orion, 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 surrendard card will no 

longer be avalibe in your deck or to buy. 

 

Your deck has only one limitation - you can only own 26 unique cards plus your character's Power. 

This includes your default cards which you cannot erase. So at the start of a game you have 26 

unique cards, Plus 4 Power. This allows you to own a total of 30 unique cards. 
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8. RESOURCES. 

You start with a given amount of minerals, depending on the game's difficulty. You may spend them 

right away, but if you spend them all, you may not be able to get more of them. To receive minerals, 

you must build special resource structures: 

 

1. Crysols Garden gives you Crysols converted from the sunlight. It is the most common and cheap 

mineral, and it is required by all other buildings, as it's the only resource that you get for free ς 

others get converted. 

2. Sulmours Convertor converts 5 Crysols into 3 Sulmours. 

3. Goldius Convertor converts 5 Sulmors and 10 Crysols into 2 Goldius. 

4. Eractus Convertor requires 20 Crysols, 10 Sulmours and 10 Goldius to recieve only 1 Eractus, the 

rarest of minerals. 

 

It is a good idea to build as many Crysols Gardens as you can ς they will not be wasted. However, 

remember that there's a limited amount of buildings that can be built in each of the Orion.  

 

It might be a good idea to spend several days organizing your economics and purchasing cards 

before starting expansion. Though it's only one possibility - if you're sure of yourself you can start 

expanding immediately. 
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9. TRAVELLING. 

You start with a single Orion, the one with a Green flag. Your enemy also starts with a single Orion, 

and has, naturally, the Red flag. 

All other Orions are neutral(White flag), you will be required to defeat them, before you will be able 

to attack your enemy's Orions.  

The longer you wait, the more Orions your enemy conquers, and more powerful they will become. 

When you wish to attack a nearby Orion, do the following: Select your Airship (the one that is 

around your home Orion.), arrows appear, pointing to Orion that you can travel to. 

Red arrows mean you will attack Orion's governor, while Green means it's one of your Orions.  
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10. WINNING AND LOSSING. 

Whenever you defeat your enemy's home Orion (the one with a big red flag), he losses ability to 

reborn when dies (same applies to you), and if he is defeated in a fight after this, you defeat him 

forever (or you lose, if it is him who defeated you). 

This can be done easier - if you defeat him while he stays at his home Orion, you defeat him forever 

anyway. 

Once you have achieved this, you win. Although if you want, you may continue until the entire 

World is in your hands. 
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Elemental School ς Water 

 

SPELL EFFECT  - Poisons 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 EFFECT  -  Every enemy creature suffers damage equal to its attack -1. 
 

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

 

 

 

ABILITY  -  Causes 200% of damage to Fire creatures. Gives owner 1 Water in the 

beginning of owner's turn. 

CASTING  -  Casting Sea of Sacred increases owner's Water by 1 and reduces Fire 

by 1. 

 

ABILITY  -  Reduces all damage done to owner by 50%. Suffers 200% damage from 

Fire. 

CASTING   -  None 

 

 

ABILITY  -  Inflicts 10 + Water/2 damage to enemy player. Caster suffers 6 damage 

as a side effect. 

Large bolt of Ice, fired at a great speed. Superior efficiency! 

 

 

ABILITY  -  Every time anyone casts Water spell or summons Water creature, 

opponent suffers 4 damage and owner gains 2 health. 

CASTING   -  None 

 

 

ABILITY  -  One of the toughest Elementals. Heals itself for 3 whenever any player 

casts Water spell or summons Water creature. Attack equal to owner's Water. 

CASTING   -  None 

 



ABILITY  -  Each creature suffers up to 16 points of damage. If a player has Poseidon 

on a field, his creatures left unaffected. 
 

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

 

 

ABILITY  -  Paralyzes enemy player and creatures for one turn, so they skip one 

turn. 

And only deep silence since then. 

 

 

ABILITY  -  Increases Water by 2 every turn. Suffers 200% damage from Fire. All 

damage from Water equal to 1. 

CASTING  -  Casting Healing Water heals owner equal to 2*Water points. Owner 

loses all Water. 

 

                                

ABILITY  -  When attacking, each enemy creature suffers 1 damage in addition to 

standard attack. 

CASTING  -  Casting Curing heals owner for 4. In exchange, owner loses 1 Water. 

Cannot be cast if owner's Water less than 6. 

                                

 

ABILITY  -  Attacks both adjacent slots. Reduces owner's Water by 2 every turn. 

 

CASTING  -  Consumes friendly unit, receiving up to 50% of its health. 
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Elemental School ς Fire 

 

ABILITY  -  Deals 3 damage to each enemy creature. 
 

Cheap and still good. Pure Fire. 

 

 

 

ABILITY  -  If enemy has less Fire than owner does, enemy suffers damage, equal to 

this difference, multiplied by 2. Otherwise enemy suffers 1 damage. 
 

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

                                

 

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

 

CASTING  -  None 

 

 

ABILITY  -  Doesn't suffer from Fire and Earth spells. 

CASTING   -  Whenever Demon casts Fire Breeds owner loses 1 Earth element and 

receives 2 Fire elements instead. 

 

 

ABILITY  -  Damage from Water is multiplied by 2. Whenever Devil dies, owner 

suffers 10 damage. 

CASTING  -  Sacrificing owner's Fire creature gives 3 Fire to owner, also healing 

owner by this amount. 

 

                                 

ABILITY  -  When summoned, each enemy suffers 3 damage. Red Drake Suffers no 

damage from Fire spells and creatures. 

CASTING  -  None 

 

 

ABILITY  -  Each enemy creature suffers damage equal to owner's Fire + 3. 
 

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

 

 

 



ABILITY  -  Increases attack of all owner's creatures by 2. Increases damage from 

owner player's spellcastings by 2. 

CASTING  -  None 

 

 

ABILITY  -  Whenever any creature attacks Efreet, that creature suffers half of 

damage sent back. Upon summoning, all enemy Water creatures suffer 6 damage. 

CASTING  - Casts Fire Shield on any owner's creature. Costs 2 Fire. Fire Shield burns 

creature from inside, damaging it for 2 points per turn, unless it's a Fire creature. 

 

                                

ABILITY  -  All units on a field suffer 25 damage. Each player suffers 25 damage. 
 

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

far too powerful! 

 

 

ABILITY  -  Opens Fire gates. This means that both players should receive 1 

additional Fire every turn. Upon dying, Firelord brings 8 damage to each player. 

CASTING  -  Casts Blood Lust on any creature. That creature get it's attack 

increased by 50%, but loses 2 health every turn. 

 

                                

ABILITY  -  Fire Elemental. Immune to harmful Fire spells. When summoned, enemy 

player loses 3 Fire, and opposed Elemental unit suffers 9 damage. Attack equal to 

owner's Fire + 3. 

CASTING  -  Casts Volcano Explode. Vulcan dies, but every unit on field suffers  

                               damage equal to 50% of Vulcan's health.                                                                   
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Elemental School ς Air 

 

ABILITY  -  Gives owner 1 Air in the beginning of ownerΩs turn. 

 

CASTING  -  None 

 

 

 

ABILITY  -  Increases its attack by 1 for each creature, killed on a field. 

CASTING  -  Enslave Mind forces strongest enemy creature to attack it's owner. 

Costs 1 Air. 

 

 

ABILITY  -  Suffers no damage from Earth and Air spells. 

CASTING  -  Casts Petrification on self, as effect turns to stone. In stone form 

Gargoyle reduces damage done to it by 2. Owner loses 3 Air and 1 Earth. 

 

 

ABILITY  -  If Phoenix was killed by Fire spell or creature, rebirths with full health. 

 

CASTING  -  None 

 

 

ABILITY  -  Attacks casters with additional 3 damage. Only suffers 50% damage from 

spells. 

CASTING  -  Casts Memory Loss. Target enemy creature permanently loses ability 

to cast. Costs 2 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 receives 1 Air element for each enemy creature, killed by Zeus. 
 

CASTING  -  Strikes Lightning into choosen creature. Costs 1 Air and inflicts 8 

damage. Cannot strike creatures of level 7 and higher. 

 

 

ABILITY  -  First enemy creature suffers damage equal to owner's Air+2. Lightning 

travels forth and hits each enemy creature, losing 2 damage 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 loses 3 Air. Titan's attack is increased by 1 for 

each Air creature in play. 

CASTING  -  Casts Thunder Fist. All enemy Earth creatures suffer 3 damage. Owner 

loses 1 Air. 

 

                                

ABILITY  -  Every creature on a field plagued - loses 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 School ς Earth 

 

ABILITY  -  Increases Earth by 1 every turn. 
 

CASTING  -  Once Satyr casts Dissolve, it dies and creature in the opposed slot 

suffers 5 damage. If there's no creature, damage dealt to enemy player. 

 

 

ABILITY  -  Damage from all non-magical attacks and abilities equal to 1. 
 

CASTING  -  Casts Youth of Forest on player, increasing players health by 5. Costs 2 

Earth elements. 

 

 

ABILITY  -  Adjacent owner creatures' attack increases by 1, and if it's Earth 

creature, by 2. Dryad regenerates by 2 whenever anyone casts Earth spell or 

summons Earth creature. 

CASTING  -  None 

                                

 

ABILITY  -  Regenerates 3 health every turn. While owner's Earth less than 3, it 

suffers 3 damage instead. 
 

CASTING  -  None 

 

 

ABILITY  -  Heals all friendly creatures for 4. Gives owner 2 health for each of his 

creatures on a field. 
 

Heal me! Heal me! 

 

 

ABILITY  -  Kills all enemy creatures of level less than 5. 
 

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

 

 

ABILITY  -  All owner's creatures gain +3 health to their maximum, healing for 6 in 

the same time. 
 

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

                                

 



ABILITY  -  Attacks the same turn summoned(No summon sickness). 
 

CASTING  -  Strikes magic arrow into enemy player, dealing 3 damage. Costs 1 

Earth. 

 

 

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

CASTING  -  Casts Entangle Roots, damaging each enemy for 1 and losing 2 points 

of own health. 

 

 

ABILITY  -  Owner's creatures gain protection 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 losing 2 health every 

turn. In the beginning of owner's turn, Echidna hits all poisoned creatures for 1. 
 

CASTING  -  None 

 

 

ABILITY  -  Hits each creature for 15 damage. Doesn't affect owner's creatures, if 

owner's Earth > 12. 
 

Even the earth itself is a powerful weapon. 

 

 

ABILITY  -  Increases Earth by 2 every turn. Weak against Fire spells - Fire spells deal 

additional 10 damage. 

CASTING  -  Casts Stone Skin onto owner's creature. That creature gains 1 point of 

defence from all attacks greater than 1. 
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Elemental School ς Life 

 

ABILITY  -  Whenever owner player loses health, Magic Healer heals player by this 

amount, losing hit points equally. 

CASTING  -  None 

 

 

ABILITY  -  Increases owner's Life by 2 every turn, decreasing Death by the same 

amount. Decreases owner's Life by 3 every time owner casts Death spells. 

CASTING -  None 

 

 

ABILITY  -  All owner's creatures Blessed: receive +1 to attack, restore 1 point of 

health every time they are hit. Undead creatures cannot be blessed and suffer 10 

damage instead. 

Your army's now under God's protection, and your enemy is doomed! 

 

                                

ABILITY  -  Exchanges 2 owner's Life by 1 Death in the beginning of owner's turn. 
 

CASTING  -  Serves Death. Once cast, Apostate permanently turns into a Banshee. 

Banshee restores only 1/2 of normal health. 

 

 

ABILITY  -  When summoned, each owner's creature is healed for 3. Also, it 

destroys harmful spell effects from each of them. 

CASTING  -  Holy Strike deals 5 damage to a target creature. If it is undead 

creature, Pegasus also suffers 3 damage himself. Costs 2 Life. 

 

                                

ABILITY  -  Heals owner equal to his Life*3. Owner loses all Life elements. Blessed 

creatures heal for 3. 
 

Now you live again, mortal. Life is the most precious, be careful next time! 

 

 

ABILITY  -  If owner doesn't have any Undead or Fire creatures on a field, heals 

owner for 5 and steals 3 health from each enemy creature, giving them to opposed 

owner's creature. Otherwize fizzles, damaging owner for 5. 

Only pure souls can use God's blessings. 

                                

 



ABILITY  -  Brings 300% of damage to undead creatures. 
 

CASTING  -  Casts Exorcizm. Destroys any undead, but suffers 10 damage himself. 

Owner also loses 2 Life as a cost of this holy casting. 

 

 

ABILITY  -  Owner loses health equal to his Life. Enemy suffers damage, double of 

this amount. 

Sacrificing is the true loving act. 

 

 

ABILITY  -  Unicorn reduces damage from spells to owner's creatures by 50%. Cures 

poison from owner's creatures. 

CASTING  -  Casts Unicorn Aura. This Aura destroys useful spell effects from enemy 

creatures. Costs 2 Life. 

 

                                

ABILITY  -  All undead on a field are destroyed. Owner receives 3 Life and 1 health 

for each destroyed creature. 

The great day of The Lord is near and coming quickly. That day will be a day of 

Wrath, a day of distress and anguish. 

                                

 

ABILITY  -  When Chimera is on a field, every spell casting costs 50% less for the 

owner. Whenever you summon creature, you gain health equal to this creature's 

level. 

CASTING  -  None 
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Elemental School ς Death 

 

ABILITY  -  When attacked by a creature, suffers 50% less damage, and owner 

suffers other 50% damage. When suffers from spell, Ghost recieves 200% of normal 

damage. 

CASTING  -  Casts Bloody Ritual. As a result, owner loses 5 health, but receives 1                    

                               Death. 

 

ABILITY  -  Reduces all enemy elements by 1. 
 

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

 

 

 

ABILITY  -  Eats enemies corpses - every time it kills enemy creature, totally heals 

and its health increases by 3. 

CASTING  -  None 

 

 

ABILITY  -  When dies, becomes a ghost. 
 

CASTING  -  Casts Blood Rage on self. Strikes twice as hard this turn, but owner 

loses 3 Death points on casting. 

 

 

ABILITY  -  If owner's Death less than 8, steals 5 health from enemy player. 

Otherwise steals Death +5. 

Death's cold vampiric touch. So painful and surreal. 

 

 

ABILITY  -  When summoned, deals 8 damage to enemy. Once it attacks enemy 

player, dies and enemy player suffers 10 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 health equal to 50% of damage 

dealt. Maximum 30 health. 

CASTING  -  None 

 

 

ABILITY  -  Whenever creature dies, Darklord heals owner for 3 and regenerates self 

for 2. 

SPELL  -  Steal Spell steals all spell effects from any enemy creature, DarkLord 

receives these spells. Owner loses 1 Death. 

 

                                

ABILITY  -  When summoned, deals 10 damage to creature in the opposite slot and 

two adjacent slots. Attacks Life units with additional 5 damage. 

CASTING  -  Casts Death Bolt, hitting enemy player with 7 damage. Owner loses 5 

Death. If owner's Death becomes zero, he suffers 10 damage himself. 

 

                                

ABILITY  -  All living creatures suffer 13 damage. All undead creatures heal for 5. 
 

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

 

 

 

ABILITY  -  Whenever creature dies, increases owner's Death by 1. 

CASTING  -  Consumes target enemy creature of level 3 or less. Owner loses 3 

Death elements. 

 

 

ABILITY  -  Banishes each creature into hell. Each banished creature gives caster 1 

Death. 

Whenever one unfolds Chaos, no mortal can stand its fearful ugly nature. 
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