Arcane Apocalypse Rules
Goal
Be the last caster standing; drop all other
players’ HP to 0
Setting up
Grab a Caster Sheet and set your HP (Health
Points) to 10. Place the 6 sided dice (D6’s) in the
center of the table. There should be a total of 4
dice. Lastly, form a pool (Magic Pool) of 4
different groups (Arcana, Tempest, Oceanus,
and Abyss) of trinkets or coins (spell stones), this
“Magic Pool” should be easily accessable to all
players. Place covers over your own Spell Stone
Pool and Counter/Charging Zone, so enemy
casters can’t see your spell stones.
Game Overview
Each player rolls the 4 D6’s. The player that got
the highest total result goes first.
Note: Throughout the rules players will be
referred to as Casters.
Starting with the first player, each Caster takes a
turn and then the turn goes to the next Caster to
the right. A turn consists of the following:
Turn Overview
Beginning (In exact order)
1. Resolve your own every turn Conditions, if
any (Heal, ect)
2. Roll the 4 D6's and collect spell stones from
Magic Pool according to the dice.

see Dice Sides.
(3.) Collect spell stones in Counter/Charging
Zone, without casting (optional)
Middle (In any order, all optional)
-Cast 1 Instant spell, or Charged spell
- Attack with Golem (if you have a Golem)
End (optional, before ending turn)
-Put a spell’s cost in Counter/Charging Zone
Out of turn
-Cast counter spell in the Counter Zone
prepared at the End of turn

Spells:

Types and Their Rules

Instant: spells can be cast on your turn or like a
Counter spell. Instant spells take effect
immediately and use the Casting Zone.

Counter: spells can be cast at any point except
on your turn. A Counter spell must first be
prepared at the end of your turn by placing the
spell’s cost in the Counter Zone. A counter spell
can “counter” another player’s spell after the
other Caster’s spell is revealed, but before the
end the other Caster’s turn.

Charged: spells are more powerful, but must go
through a process called charging. Charging is
when you place the spell cost of a charged spell
in the Charging Zone at the end of your turn and
keep them there till the start of your next turn.
Once the spell is finished charging you reveal it
and cast it as your 1 spell for that turn.

Conjuration: spells persist until Dispelled or
defeated (Reduced to 0 HP) If the conjuration is

a golem. A conjuration’s spell cost occupies your
Conjuration Zone. You may have only 1
Conjuration at a time. A new conjuration will
Dispel the previous. You can’t cast a conjuration
into another Caster’s Conjuration Zone.
Conjuration Spells require Charging.

Condition: spells are special conditions that
only affect the target until Dispelled. A condition’s
spell cost occupies one of the target’s Condition
Zones. A chosen target can have upto 2
conditions but cannot have two of the same
condition. If the target has 2 conditions before
you cast a Condition spell on them then you
choose which condition is Dispelled and
replaced. Condition Spells require Charging.

Casting

Before casting any spell you must have the
spell’s cost (See Spell Chart) in the appropriate
Zone, and announce that you're casting a spell
before revealing it to other Casters. A spell can
target anyone you choose including yourself
except for Conjuration Spells and Spells that say
“all”.

Spell Cost

Once a spell is Cast, Dispelled, or defeated if it
is a Golem, then the spell cost, a.k.a. the needed
amount of spell stones to cast the spell, is
returned to the Magic Pool at the center of the
table.

Damage and Health

Damage: reduces health points

Health: if a Casters Health Points drop to 0 they
Die and are out of the game.

Dice Sides

1-Tempest: Collect 1 Tempest spell stone from
the Magic Pool

2-Oceanus: Collect 1 Oceanus spell stone from
the Magic Pool

3-Abyss: Collect 1 Abyss spell stone from the
Magic Pool

4-Arcana: Collect 1 Arcana spell stone from the
Magic Pool

5-Other Player to your left picks 1 spell stone for
you to collect from Magic Pool

6-You pick any 1 spell stone to collect from the
Magic Pool

Magic Types

Tempest: Represents the power of the skies and
storms

Oceanus: Represents the power of the sea and
the mind.

Abyss: Represents the power of the underworld,
the cold of death and the fires of hell.

Arcana: Represents power over space and
reality.





