Rules for 13 Witches
Contents: 65 cards, 4 curse tokens, 2 Binding, 4 charm tokens, 1 fortune token
Object: To influence (possess) the most witches by the time the last of the thirteen witches are lured to a player.
When the last witch is lured to a player, one last round is played then the game ends.
Set-up: Find and shuffle the 13 witch cards. Draw out one less witch card than there are players and place the
drawn witches in the center of the table as the coven. Next, shuffle all cards together including the remaining
witch cards and deal out 4 cards to each player. Place any dealt witches into the coven area in the middle of the
table and draw another card (repeat as neccessary) until you have four cards that are not witches.
Taking a Turn
A player will begin a turn by drawing their hand up to 5 cards. If one of the thirteen witches are drawn,
the player will place her with the coven in the center of the table. The player may then choose to do two of the
four available actions:
1) Lure a witch from the coven or another player,
2) Cast a spell from a witch they influence,
3) Pass,
4) Discard a card.
See below for details on luring and casting.
Luring a Witch
From the coven: A player must play a card from the suit that matches the Lure icon that is to the top right
of the witch’s portrait. The icon will be either a Fairy, Unicorn, Dragon, or Wolf. After a player has lured a witch,
they will place the lure card on the table with the witch card on top, overlapping it. This way the other players may
see the lure card’s value should they wish to attempt to lure a witch away from another player. The only exception
to Luring a witch with a single card is Morgan, the thirteenth witch. Morgan requires 4 cards featuring a card of
each suit to lure her. Stack and place all four cards under Morgan’s card after you have lured her.
A player is considered to hold influence over a witch upon successfully luring the witch to themselves.
From another player: As mentioned previously, a player may attempt to lure another player’s witch away
from them. The only way to achieve that is for the luring player to play a higher denomination lure card of the
proper suit. For instance, player one has lured the third witch, Maria, with a 4 of Fairies. The second player may
then lure Maria away from the first player by playing lure card that is a 5 or higher of Fairies. After their witch has
been lured away, the first player will place their lure card into the discard pile.
For Morgan, the thirteenth witch, the second player would need to have four cards including all four suits
that results in a higher total than what the first player has, to lure her away.
Casting a Spell:
Each witch in the coven specializes in the casting of a particular spell. The gameplay effects of each spell
are included on each of the witch’s cards along with requirements to successfully cast that spell.
When casting a spell, the player should announce which spell is being cast and the target of that spell, if
any. If the player is using Morgan, the thirteenth witch, they may only use the spells from any witches that are
currently on the table in either the coven or in front of any players. After a spell has been cast, all cards used to
cast the spell will be placed in the discard pile.
The only spell that may be played out of turn is Serena’s Counterspell. This spell will interrupt any other
spell that is currently being cast.
Should the draw pile be depleted during play, gather and shuffle the discards to reuse as the draw pile.
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