Notes
Only one card may be won per round. (See below for
5 After a player calls out OKazaam!O no other player ir
. . . unless the player is incorrect or until a new card has bee
The magical game of Visugl trickery! draw pile.

If you say OKazaam!O and then point out an incorrec
say it again until the next round. Look carefully beforey

Ages:| Players:| Duration: Contents: . .
6 & uf 2 or more 12 minutes of ldSswizard chrds Each round should start with twelve cards face up in't
Example
Obiect LetOs say the skinny wizard on the right is turned over c

Be the first player to collect 10 cards by identifying W%V%ié%ﬁd g}séegr?é; t.ﬁ&jclr%u(?gee;vggtt#ltogi?r?e?léggﬂlsnegrf

common with the card in the center. hat. However, Wizard C fits because every attribute is di

Setup

Before playing, take some time to look over the cards. Notice that the
wizards come in three different sizes (skinny, medium and wide) and that their
hats, wands, robes and shoes are four different colors (red, purple, green
and turquoise). No two wizards are exactly alike throughout the entire deck! Wizard B

Wizard A

Wizard ¢

Breaking a Tie ‘ ,
skinny rmedi wide If more than one player shouts OKazaam!O at the same

Shuffle the deck and deal 12 cards, randomly scatter @ f r(g\q %'tlﬁ ea(;]rivsvetillteaﬁ'lgg.v\mﬁgrsé?;%%
of the playing area. Stack the rest of the deck face dg ﬁ i %} : round as a?bo.nus
12 face up cards to form the draw pile. This is the dray &I . e‘egt i B g '

to go first, such as the person whose birthday is comiN; up. next.
o Match! _ _ |
How to Pla If none of the cards in the playing area fit the requiren

y ' ;
The first player turns over the top card of the draw p"%%ﬁég%%%ﬁ%%% I\§ﬁtch!0 collects the card on top
top of the pile. Then, without taking turns, all players race o a wizard from’

the playing area that is completely different from the w4 Lon t apA~pil

card. In other words, he must be a different size and Hﬁ&l&hll%%dm&e )

shoes and wand, must be different colors. The first player to collect 10 cards wins. For a longer or
on a different winning number before starting.

For Experts )

If you shout, OKazaam!O and then point out the wrong ¢
to point out a card, you must forfeit one of the cards you
Remove it from your stack and place it in a pile off to the

These two wizards
are completely different!

When you find a card that fits the requirements, shout, oKé%aHiﬁ!@yaﬁ%ﬁHBﬁfd Staupe / lllustrations by: S

point it out to the other players. If everyone agrees that the ca completely o
different, remove it from the playing area and place it oW N PR e e e 02472
front of you. Then move the face up card from the top of * pile imte7thre-6006 Fax:617-924-6101

. . -mail:12mg@ ight.
playing area and start the next round by turning over thg on th@gamesrigntom © o
draw pile.
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