
Introduction
Playing this game, you will immerse yourself in the world of Markus Heitz’s bestseller novel The Dwarves.  

As dwarves, you want to save Girdlegard from the evil forces. You will only succeed in stopping the  
Perished Land and defeating the evil troops if you work together. To defeat evil once and for all,  

you must first forge the magical axe Keenfire and then successfully complete one last quest.

A thrilling cooperative adventure game for 2 to 5 brave dwarves ages 10 and up  
by Michael Palm and Lukas Zach based on the bestselling novel series by Markus Heitz.  

This game is based on the first novel in this series, The Dwarves.
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At the beginning of your turn, 
move the Doom token 1 space 
towards the Hero token.

After rolling the Recruitment 
dice, re-roll all dice showing 
blank sides.

Any time you roll the Number 
dice, re-roll one die with the 
highest number.

When a new Threat card is 
revealed, one player must lose 
1 Health point. Decide together 
who will suffer this damage.

When a new Threat card is 
revealed, one player may gain 1 
Health point. Decide together 
who will gain this Health point.

After completing an Adventure 
card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.

2 2 2 2

2
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1. 
Move the Hero token

2. 
Draw new cards

3. 
Carry out two actions

1 Game board

12 Scenario cards

16 Value modifi cation tiles 36 Perished Land tiles1 Tunnel tile1 Hero 
token

5 Health tokens 30 Orcs 
troops

20 Älfar 
troops

25 Trolls 
troops

5 Scenario 
tokens7 Number dice 3 Recruitment dice

1 Doom 
token

1 Council 
token

30 Adventure cards 15 Threat cards 22 Equipment cards

5 Character boards

5 Dwarven fi gures

3

4

2

1

0

BOÏNDIL “IREHEART”  
DOUBLEBLADE

WARRIOR OF THE CLAN OF SECONDLINGS

WHEN FIGHTING EVIL  
TROOPS, BOÏNDIL MAY RE-ROLL 

ALL THE DICE ONCE.  
THE NEW ROLL COUNTS.

4 1 2

3

4

2

1

0

BAVRAGOR  
HAMMERFIST

MASON OF THE CLAN OF SECONDLINGS

WHEN MOVING ONTO OR 
THROUGH PERISHED LAND, 

BAVRAGOR DOES NOT LOSE ANY 
HEALTH POINTS, NOR DOES HE 

MOVE THE DOOM TOKEN.

2 4 2

BALYNDIS STEELFINGER

SMITH OF THE CLAN OF FIRSTLINGS

WHEN PERFORMING  
CRAFT TESTS,  

BALYNDIS MAY RE-ROLL  
ALL THE DICE ONCE.  

THE NEW ROLL COUNTS.

3 3 2

3

2

1

0

3

2

1

0

BOËNDAL HOOKHAND

WARRIOR OF THE CLAN OF SECONDLINGS

WHEN FIGHTING EVIL  
TROOPS, BOËNDAL MAY  
ADD +1 TO ONE DIE OF  

HIS CHOICE.

3 2 2

BOËNDAL HOOKHAND

WARRIOR OF THE CLAN OF SECONDLINGS

WHEN FIGHTING EVIL 
TROOPS, BOËNDAL MAY 
ADD +1 TO ONE DIE OF 

HIS CHOICE.

3 2 2

3

2

1

0

TUNGDIL GOLDHAND

SMITH OF THE CLAN OF FOURTHLINGS

WHEN SENDING A MESSAGE  
TO THE DWARVEN COUNCIL,  

TUNGDIL MAY ADD +1 TO  
ONE DIE OF HIS CHOICE.

3 3 3

Comfortable Boots

Your Speed value 
increases by 1.

+1

Conquer Toboribor
Put 4 Orcs on this card.  

Travel to Toboribor   
to fight the troops on this card. 

This quest is completed when there 
are no more troops on this card.

A
What are Dwarven 

Women like?
Boindil said: ”Pretty.“ ”Very pretty,“ added Boendal, 

amplifying his brother‘s terse reply.  
”Right.“ said Tungdil.

Roll as many Number dice as  
you have Health points left. 

Roll at least 1  6  . 

Choose one player to gain  
2 Health points, or two players  
to gain 1 Health point each.

Tion’s Creatures attack  
the Secondlings 

He watched the combined force of secondlings 
and fourthlings take up position behind the 

first rampart and prepare for the attack.

Put 4 Trolls on this card. Travel to the Gateway to 
the Secondling Kingdom  to fight these troops.

For each leftover troop on this card, move  
the Doom token  1 space towards the Hero 
token. Move these troops to the Gateway to  

the Secondling Kingdom .  
This Gateway becomes Perished Land.



3

THE CARDS (more details on pages 7, 10, and 12)

THE CHARACTER BOARDS
Your Character board displays the dwarf you are playing and 
all his important character data. You can place Equipment 
cards at the bottom of the Character board.

You will fi nd a scroll on the right side of your Character board. 
It displays the name and clan of your dwarf, his special 
ability and his attribute values for Battle, Craft and Speed. 
These values indicate the number of dice rolled in battles, 
when sending a message to the Dwarven Council, when 
moving, and when performing a test.
On the left side of your Character board, there is a number of 
heart-shaped medallions indicating your current number of 
Health points. Your character dies when you lose all of your 
Health points.

Important: All players lose the game and evil takes over 
Girdlegard as soon as any one dwarf dies.

1  dwarf’s name and clan
2  special ability
3  Battle attribute 
4  Craft attribute 

5  Speed attribute 
6  Health points
7   Equipment card spots

1

2

3 4

7 7 7

5

6

Scenario cards
There are 3 stages of Scenario cards: A, 
B and C. Each Scenario card displays a 
quest you need to complete before taking 
on the next Scenario card. First you need 
to complete the stage A cards, then you 
need to forge Keenfi re (stage B). To win 
the game, you fi nally need to complete one 
stage C card.

1  stage
2  card title
3  quest

Never-ending Nightmare
”Do you want to die?“ ”You will kill me 

anyway, alf. Why should I tell you  
anything about my mission?“ he replied.

Defeat Älfar on the map and put them 
on this card. This threat is averted when 
there are at least 3 Älfar on this card or 

no more Älfar on the map.

Each map space with at least 1 Älf on 
it immediately becomes Perished Land.

1
2
3
4

Threat cards
Threat cards are much like Adventure cards, 
only that they do not provide any reward. 
On the contrary: Each card presents a 
threat hindering your progress towards 
victory. You can only avert a threat if you 
complete the depicted quest. After you 
avert the threat, put the card on the discard 
pile.

Exception: Threat cards saying 
“Immediately” are resolved as soon as 
they are turned face-up.

1  card title  2  quote from the novel
3  quest  4  threat

Masterful 
Chainmail

Your maximum number of 
Health points increases by 1. 
Immediately and only once, 
regain all of your Health.

1

2

Equipment cards
Equipment cards will help you in defending 
Girdlegard, so use them wisely.

1  card title  2  ability

Visiting the Pointy-Eared
”Houses made of  trees?“ Ireheart sounded 

doubtful. ”I wouldn‘t feel comfortable.

Travel to the Elven Kingdom of 
Âlandur . Then discard one of your 
Equipment cards. Discarding that card 

does not consume an action.

Return 3 troops from the map  
or from cards back to their  

respective supplies.

1
2
3

4

Adventure cards
Adventure cards provide a quest that may 
be completed by any player. Once the quest 
is completed, you will get the indicated 
reward. After you completed the quest 
of the Adventure card, put the card on the 
discard pile. 

1  card title 
2  quote from the novel
3  quest
4  reward

An Important Task
This quest is completed the  

next time an Adventure card  
has been completed.

A1
2
3
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Game board
Put the game board in the middle of the table. Most of the board 
displays a map of Girdlegard that is divided into 7 kingdoms 
(starting north): Gauragar, Urgon, Idoslane, Sangpûr, Rân Ribastur, 
Weyurn and Tabaîn.

The board also displays important locations of the plot, as well as 
entrances to the Tunnel system and the gateways through which 
the evil troops try to invade Girdlegard.

North of the map, there is the Doom track. Place there:
•  the Hero token on its starting space at the left end of the track,
•  the Doom token on its starting space at the right end of the track.

Important: These tokens will travel towards one another 
throughout the game. All players lose the game when both tokens 
end up on the same space!

Below that track, there are depictions of the evil creatures: the Orcs 
to the left, the Älfar in the middle, and the Trolls to the right. Place 
their troops as the supply on the proper depictions. These depictions 
will be revealed piece by piece during the game when the evil troops 
will invade the map, symbolizing the growing threat.

South of the map, there is the Dwarven Council, fl anked by Bislipur 
on the left, and by Balendilín on the right. Place the Council token 
in the middle of the track, on the depicted axe. The position of the 
Council token in the Dwarven Council infl uences your actions in the 
game. As long as the token stays on Balendilín’s side, you will have 
several advantages in the game, but when it moves to Bislipur’s side, 
you will have an even harder time to defeat evil.

Flip the Perished Land tiles face-down, shuffl e them, and put them 
next to the game board.

Put the Value modification tiles, the Tunnel tile, the Number and 
Recruitment dice, as well as the Scenario tokens next to the game 
board, easily accessible to all players.
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At the beginning of your turn, 
move the Doom token 1 space 
towards the Hero token.

After rolling the Recruitment 
dice, re-roll all dice showing 
blank sides.

Any time you roll the Number 
dice, re-roll one die with the 
highest number.

When a new Threat card is 
revealed, one player must lose 
1 Health point. Decide together 
who will suffer this damage.

When a new Threat card is 
revealed, one player may gain 1 
Health point. Decide together 
who will gain this Health point.

After completing an Adventure 
card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.

2 2 2 2

2
2

1. 
Move the Hero token

2. 
Draw new cards

3. 
Carry out two actions

SETUP

Toboribor

Lot-Ionan’s Vaults

Blacksaddle
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Greenglade

Elven Kingdom 
of Âlandur

Dragon Fire
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At the beginning of your turn, 
move the Doom token 1 space 
towards the Hero token.

After rolling the Recruitment 
dice, re-roll all dice showing 
blank sides.

Any time you roll the Number 
dice, re-roll one die with the 
highest number.

When a new Threat card is 
revealed, one player must lose 
1 Health point. Decide together 
who will suffer this damage.

When a new Threat card is 
revealed, one player may gain 1 
Health point. Decide together 
who will gain this Health point.

After completing an Adventure 
card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.

1. 
Move the Hero token

2. 
Draw new cards

3. 
Carry out two actions
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Character board
Each of you, choose 1 Character board (or deal them out randomly) 
and take the corresponding Dwarf figure. Put a Health token on 
the topmost heart symbol on your Character board indicating your 
Health points.

Place your Dwarf figure on the starting space of his clan on the 
board:

Balyndis at the Gateway to the Firstling Kingdom (I)
Boëndal, Boïndil and Bavragor at the Gateway to the 

Secondling Kingdom (II)
Tungdil at the Gateway to the Fourthling Kingdom (IV)

When playing with fewer than 5 players, put the leftover components 
back into the game box. You will not need them in the game.

Cards
Separate the cards by type:

Scenario cards (brown border)
Adventure cards (white border)

Threat cards (black border)
Equipment cards (red border)

Sort the Scenario cards (brown border) by stage (A, B, C). First, 
shuffl e the stage C cards and put them face-down on the table. Put 
the only stage B card on top of them. Finally, put the shuffl ed stage 
A cards on top of that.

You may now remove a number of A cards from the top of the 
stack and put them back into the game box without looking at them 
depending on the diffi culty level you wish to play at:

Easy Diffi culty Remove 4 Cards

Normal Diffi culty Remove 3 Cards

Challenging Diffi culty Remove 2 Cards

Brave Diffi culty Remove 1 Card

Heroic Diffi culty Do not remove any Cards

 
For inexperienced players, we recommend to play on Easy Diffi culty.

Afterwards, draw the topmost Scenario card and place it face-up 
on the Scenario pile. Then put that pile next to the game board.

Forge Keenfire
This quest is completed when  
there are at least 2 dwarves in  
Dragon Fire  and 1 of them 

succeeds at 2 Craft tests 
 5+ in a single turn.  

When completed, decide together 
which player may keep this card.  

This player’s Battle value will 
increase by 2.

BC
Defeat Nôd’onn!
Condition: There are at least  

15 Perished Land tiles on the map.

Preparation: Put 4 Scenario tokens on this 
card. Move all dwarves to the Blacksaddle .

Quest: When there are no troops at the Blacksaddle 
, any player may battle Nôd’onn there. In the battle 

each roll of 6+ is a hit. Remove 1 Scenario token for 
each hit. If you roll no hits, you lose 1 Health point. 

When there are no more tokens on the card, Nôd’onn 
has been defeated and you win the game.

Conquer Toboribor
Put 4 Orcs on this card.  

Travel to Toboribor   
to fight the troops on this card. 

This quest is completed when there 
are no more troops on this card.

A

are no more troops on this card.are no more troops on this card.

Conquer Toboribor
Put 4 Orcs on this card.  

Travel to Toboribor   
to fight the troops on this card. 

This quest is completed when there 
are no more troops on this card.

A

Shuffl e the Adventure cards (white border) and put them face-down 
as the so-called Adventure pile next to the game board. Then draw 
3 Adventure cards from that pile and put them face-up next to it.

Shuffl e the Threat cards (black border) and put them face-down 
as the so-called Threat pile next to the game board. Then draw 3 
Threat cards from that pile and shuffl e them into the Adventure 
pile without looking at them.

During the course of the game, collect all discarded Adventure and 
Threat cards in a single discard pile. When the Adventure pile is 
empty, shuffl e all the discarded Adventure and Threat cards and put 
them face-down to form a new Adventure pile.

Shuffl e the Equipment cards (red border) and put them face-down 
as the so-called Equipment pile next to the game board. Collect 
discarded Equipment cards in a separate discard pile. Shuffl e that 
pile and put it face-down to form a new Equipment pile once the 
Equipment pile is empty.
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At the beginning of your turn, 
move the Doom token 1 space 
towards the Hero token.

After rolling the Recruitment 
dice, re-roll all dice showing 
blank sides.

Any time you roll the Number 
dice, re-roll one die with the 
highest number.

When a new Threat card is 
revealed, one player must lose 
1 Health point. Decide together 
who will suffer this damage.

When a new Threat card is 
revealed, one player may gain 1 
Health point. Decide together 
who will gain this Health point.

After completing an Adventure 
card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.

2 2 2 2

2
2

1. 
Move the Hero token

2. 
Draw new cards

3. 
Carry out two actions
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At the beginning of your turn, 
move the Doom token 1 space 
towards the Hero token.

After rolling the Recruitment 
dice, re-roll all dice showing 
blank sides.

Any time you roll the Number 
dice, re-roll one die with the 
highest number.

When a new Threat card is 
revealed, one player must lose 
1 Health point. Decide together 
who will suffer this damage.

When a new Threat card is 
revealed, one player may gain 1 
Health point. Decide together 
who will gain this Health point.

After completing an Adventure 
card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.
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3. 
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At the beginning of your turn, 
move the Doom token 1 space 
towards the Hero token.

After rolling the Recruitment 
dice, re-roll all dice showing 
blank sides.

Any time you roll the Number 
dice, re-roll one die with the 
highest number.

When a new Threat card is 
revealed, one player must lose 
1 Health point. Decide together 
who will suffer this damage.

When a new Threat card is 
revealed, one player may gain 1 
Health point. Decide together 
who will gain this Health point.

After completing an Adventure 
card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.

2 2 2 2

2
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1. 
Move the Hero token

2. 
Draw new cards

3. 
Carry out two actions

GOAL OF THE GAME
All players win the game collectively when completing the quest of a Scenario card of stage C.

All players lose the game collectively when:

• The Hero and the Doom token end up on the same space of the Doom track.
OR
• At least one player dies.

1. Move the Hero token

FLOW OF PLAY
You are explicitly allowed to discuss each step and action 
throughout the entire course of the game. You may decide 
together what is best for your dwarves and how to make 
progress towards the goal of the game. However, the fi nal 
decision is always made by the active player.

Agree on who will start the game. This player will be the fi rst 
to take a turn. All the other players will follow in clockwise 
order. Continue to play in that order until the end of the game.

On your turn, go through the following steps in the given 
order:

1. Move the Hero token

2. Draw new cards

3. Carry out two actions

Move the Hero token on the Doom track 1 space towards the Doom 
token. Then immediately resolve the action indicated by the symbol 
that the Hero token moves onto:

1   Dwarven Council: Move the Council token 1 space towards 
Bislipur (i.e. to the left). If the Council token is already on the 
leftmost space, do not move it any further. The text on the space 
containing the Council token comes into effect immediately and 
stays in effect until the Council token moves onto another space.

2   Threat cards: Draw 2 cards from the Threat pile and shuffl e 
them into the Adventure pile without looking at them.

3   Placing evil troops: Roll the 3 Recruitment dice. Take a number 
of troops of the respective colors equal to the number of skulls 
on the Recruitment dice. Put these troops on the Gateway 
indicated by the Roman numeral above the Hero token.

21 3

1 32

2 Threat 
cards

Adventure 
pile

When a new Threat card is 

4+4
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The Perished Land and troop movement
1  At any time during the game, as soon as there are 5 or more evil 

troops on a single map space, this map space immediately becomes 
Perished Land. To indicate this, draw 1 Perished Land tile and turn 
it face-up. Then place that tile on the map space such that its arrow 
points to the same direction as the outgoing arrow of the same color 
on the map space.

2  The tile also depicts 2 troops on each side of the arrow. 
Move the 4 depicted troops (if possible) onto the adjacent map 
spaces. If there are fewer troops than depicted, only move the 
available ones. Do not move troops onto another map space with 
a Perished Land tile or outside the map. In these cases, leave 
the troops where they are and only move the applicable ones.

3  Then move all the remaining troops onto the map space which 
the arrow points to. If now there are 5 or more evil troops, it also 
becomes Perished Land. Repeat the process for that map space.

4  When troops enter a map space that already is Perished Land, 
immediately move these troops according to the arrow on the 
Perished Land tile they are now on. Repeat this process, if needed, 
until these troops enter a map space without Perished Land. 
(If this map space then contains 5 or more troops, it also becomes 
Perished Land etc.)

Special cases:
•  As long as the supply of a certain type of troop is empty, no more 

tokens of this color will enter the map.
•  Once all the Perished Land tiles have been placed on the map, no 

more map spaces will become Perished Land. From then on, map 
spaces may contain 5 or more troops.

The Blacksaddle
Troops following a number of Perished Land tiles will sooner or 
later end up on the “Blacksaddle”. If there are 5 or more troops on 
the “Blacksaddle” at the end of their movement, remove all the 
troops from there and return them to their respective supplies. Then 
move the Doom token 1 space towards the Hero token. (Ignore 
the symbols that the Doom token moves onto.) The “Blacksaddle” 
will never become Perished Land.

2. Draw new cards
A. Scenario cards
If there is no face-up Scenario card, draw the next card from the 
Scenario pile and put it face-up next to that pile. If its quest has 
already been completed, discard it and immediately draw another 
one. If the new card tells you to place troops on the card, but there 
are no more troops of that type in the supply, take the respective 
troops from anywhere on the board instead. Scenario cards of stage 
C have a condition. If the condition is not met, discard the card and 
draw another one. There will always be at least one of the 3 stage C 
cards whose condition will be met when drawn. Then proceed with 
the indicated preparations for that card.

Important: After you have drawn one (or more) Scenario card(s), 
discard all the face-up Adventure and Threat cards (max. 3). (The 
symbol on the back of the Scenario cards reminds you about that.) 
Then carry out the threats of the to be discarded Threat cards.

Before discarding a Threat card, carry out its instructions 
mentioned below the symbol on the left. If a map space 
becomes Perished Land as a consequence of a Threat card, move 

the troops off that map space according to the troop movement rules.

B. Adventure and Threat cards
If now there are less than 3 face-up Adventure and/or Threat 
cards, draw a number of new cards from the Adventure pile until 
there are 3 face-up cards again. If a card tells you to put troops on 
it, but there are no more troops of that type in the supply, discard the 
card and draw another one. However, you have to resolve the threat 
of a discarded Threat card nonetheless. If a newly revealed Threat 
card says “Immediately”, immediately follow the instructions on 
that card. Then discard it and draw another one.
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At the beginning of your turn, 
move the Doom token 1 space 
towards the Hero token.

After rolling the Recruitment 
dice, re-roll all dice showing 
blank sides.

Any time you roll the Number 
dice, re-roll one die with the 
highest number.

When a new Threat card is 
revealed, one player must lose 
1 Health point. Decide together 
who will suffer this damage.

When a new Threat card is 
revealed, one player may gain 1 
Health point. Decide together 
who will gain this Health point.

After completing an Adventure 
card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.
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3. Carry out two actions
On your turn, you may carry out 2 actions. Both of these actions 
may but need not to be the same. These are your options:

A. Moving on the map
B. Fighting evil troops
C. Sending a message to the Dwarven Council
D. Performing a test

A. Moving on the map
Roll a number of Number dice equal to the Speed attribute value 
of your Character board. Then move your Dwarf figure by a number 
of map spaces equal to or lower than the highest rolled number.

If your Dwarf figure enters a map space containing evil troops, 
its movement ends there immediately. You may leave that map 
space during your next or a future movement action. You do not need 
to fi ght evil troops when sharing a map space with them.

Moving through Perished Land
For each map space containing a Perished Land tile that you 
ENTER(!) via movement, either lose 1 Health point, or move the 
Doom token 1 space towards the Hero token. For each such map 
space decide together which penalty to choose. (Ignore the symbols 
that the Doom token moves onto.)

The same rules apply when a Dwarf is placed on Perished Land by 
a card. However, nothing happens when the map space a Dwarf is 
staying on becomes Perished Land after he has moved onto it, or 
stays there.

Tunnel System
On the map, there are a number of entrances to the Tunnel system 
hidden under Girdlegard.

When moving, you may enter such an entrance, then use a movement 
point to “teleport” to any other entrance to the Tunnel system and 
continue your movement from there.

It is possible to create another such entrance in form of the Tunnel 
tile when completing the quests of certain Adventure cards.

Important: Entrances to the Tunnel system that became 
Perished Land may not be used any more. That is why you 
should absolutely protect them as well as you can.

Example: Your movement ends after 3 steps, because there is 
a troop on the third entered map space. During that movement, 
you have moved through 2 Perished Land tiles. For both of 
these tiles individually, you now have to decide together whether 
you lose 1 Health point, or whether you move the Doom token 
1 space towards the Hero token.
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B. Fighting evil troops
If your Dwarf fi gure shares a map space with evil troops, as an action, 
you may fi ght these (1 battle = 1 action). Roll as many Number 
dice as the Battle attribute value of your Character board specifi es. 
Depending on the outcome, you may remove 1 evil troop from that 
map space per die rolled (When fi ghting evil troops, Boïndil may 
re-roll all the dice once, even after, according to a Dwarven Council 
track space, one die re-roll was performed. After Boïndil’s re-roll the 
Dwarven Council effect triggers again!):

•  For each 6, remove 1 Älfar or  1 Trolls or 1 Orcs troop.
•  For each 5, remove 1 Trolls or 1 Orcs troop.
•  For each 4, remove 1 Orcs troop.

Return any removed troops to their respective supplies. 1’s, 2’s and 
3’s are considered to be failed attempts.

Important: If you could not remove even a single troop, 
immediately lose 1 Health point. Move the Health token down 
1 space on your Character board.

Example: With this roll you may remove 2 troops. You may use 
the 6 to remove any 1 troop (probably the Älfar one) and one 
of the 4’s to remove the Orcs troop. You cannot use the other 
4 as there is only 1 Orcs troop on that map space. To defeat a 
Trolls troop, you would need to roll a 5. As you have succeeded 
in removing troops, you do not lose a Health point.

Some Scenario, Adventure and Threat cards require you to place evil 
troops on them. To fi ght these, your Dwarf fi gure needs to be in 
the called-for location on the map. (Place a Scenario token at this 
location to keep track. These troops do not interrupt your movement 
through that map space!) Proceed with the fi ght as described above.

If there are both, troops on a map space and a card linked to that map 
space, you may fi ght all of these troops at once.

C. Sending a message to the Dwarven Council
You may send a message to the Dwarven Council from anywhere 
on the map to infl uence the election of the new king. Roll as many 
Number dice as the Craft attribute value of your Character board 
specifi es. If at least one die has a number equal to or greater than 
the number depicted on the right of the Council token (i.e. on 
Balendilín’s side), move the Council token 1 space to the right.

If all of the rolled dice have a number lower than the requested one, 
your attempt fails and your action ends without any consequences.

Important: You can only move the Council token by 1 space 
per action.

The text on the space containing the Council token stays in effect 
until the Council token is moved to another space. The text of that 
new space comes into effect immediately.

Example: In order to send a message to the Dwarven Council 
successfully, you need to roll at least 5 (indicated by 5+ to the 
right of the Council token). Even if you roll both, a 5 and a 6, you 
may only move the Council token by 1 space.
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After completing an Adventure 
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one Equipment card and decide 
together who may keep that card.
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card, you may discard 1 face-up 
Threat card without consequen-
ces.

Any time you roll the Number 
dice, you may re-roll one die.

As an action, you may perform 
a Craft test 4+. On success, draw 
one Equipment card and decide 
together who may keep that card.

2 2 2 2

2
2

1. 
Move the Hero token

2. 
Draw new cards

3. 
Carry out two actions
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Example: You decide to perform the depicted test. On your turn 
(i.e. within 2 actions), you need to roll at least three 4’s (or higher) 
in order to complete it. So you roll a number of dice equal to 
your Craft attribute value. On your fi rst roll you have rolled two 
successes. On your second roll you succeed once again for a total 
of three times. You now get the depicted reward. Please note: You 
cannot use the remaining dice of your second roll to perform a test 
for another card.

If you had failed on your second roll to 
roll another 4+, you or another player 
would need to roll three 4+’s all over 
again at a later point in time.

D. Performing a test
If a face-up Adventure or Scenario card requires 1 or more 
tests to succeed at (Battle, Craft, Speed), you have to roll as many 
Number dice as your character board specifi es in the indicated 
attribute. Each die that has at least the required number counts 
as 1 successful test. If you are lucky enough you may succeed at 
several tests in a single roll.

Important: The only exception to that rule is the Craft test 4+ 
on the rightmost space of the Dwarven Council. Even if you 
get several successful die results, you will only gain a single 
Equipment card per action.

Discard a Scenario card after you have completed all of its tests. 

 If you complete the required number of tests of an Adventure 
card, you will get the reward mentioned below the symbol 
on the left. Discard the card afterwards.

 

Important: New cards will only be drawn on the next player’s 
turn!

You may only perform the tests of a single card per action.
•  Usually the required number of successes can be achieved over 

the course of your turn and needn’t be succeded at in a single roll!
• When performing a Speed test, you do not move your Dwarf fi gure.
• When performing a Battle test, you do not fi ght any evil troops.
•  When performing a Craft test, Balyndis may re-roll all the dice 

once, even after, according to a Dwarven council track space, one 
die re-roll was performed. After Balyndis’ re-roll the Dwarven 
Council effect triggers again!

If you beat the game on Heroic Diffi culty constantly and want to 
challenge yourselves even more, you may increase the diffi culty 
with the following rules modifi cation: 

A map space becomes Perished Land as soon as it contains 4 or 
more evil troops.

Designers: Michael Palm & Lukas Zach www.LudoCreatix.com
Illustrations: Jarek Nocoń
Cover Art: Didier Graffet © Bragelonne 2006

Graphic design: Hans-Geord Schneider
Realization: Klaus Ottmaier

3

4

2

1

0

BAVRAGOR  
HAMMERFIST

MASON OF THE CLAN OF SECONDLINGS

WHEN MOVING ONTO OR 
THROUGH PERISHED LAND, 

BAVRAGOR DOES NOT LOSE ANY 
HEALTH POINTS, NOR DOES HE 

MOVE THE DOOM TOKEN.

2 4 2

Dwarven Orphan

The melodies were simple and easy to 

remember, embellishments and ornaments 

playing no part in dwarven songs.  

To Tungdil‘s ear they sounded rather 

melancholy.

Succeed at 3 Craft tests  4+  

in a single turn.

Move a dwarf of your choice  

to a map space of your choice.

1st roll

2nd roll
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cArdS And SYMBoLS
Scenario cards
The quest on a Scenario card may be completed at any time during your turn. If 
so, discard the card. Draw a new one only at the beginning of the next player’s 
turn. 

Convince the  
Human Kings

This quest is completed when  
you succeed at 1 Craft  
test  4+ in both the  

Kingdom of Urgon  and the 
Kingdom of Rân Ribastur  .

A
Keep the Gateways!
Condition: There are fewer than  

15 Perished Land tiles on the map.

Preparation: Put 1 Scenario token  
on each of the 4 gateways.

Quest: Travel to each of the Gateways. To 
remove a Scenario token from a Gateway, 

succeed at 1 Craft test   5+ there. You win 
the game when all the Scenario tokens have 

been removed from the Gateways! 

C

Convince the Human Kings / Keep the Gateways!
The Craft tests need not to be completed on the same turn. 
They may even be completed by different players on different 
turns.

Forge Keenfire
This quest is completed when  
there are at least 2 dwarves in  
Dragon Fire  and 1 of them 

succeeds at 2 Craft tests 
 5+ in a single turn.  

When completed, decide together 
which player may keep this card.  

This player’s Battle value will 
increase by 2.

B

Forge Keenfiree
Any player may receive this card (even one that is not present 
at Dragon Fire). Use a Battle value modifi cation tile to keep 
track.

C
Defeat Nôd’onn!
Condition: There are at least  

15 Perished Land tiles on the map.

Preparation: Put 4 Scenario tokens on this 
card. Move all dwarves to the Blacksaddle .

Quest: When there are no troops at the Blacksaddle 
, any player may battle Nôd’onn there. In the battle 

each roll of 6+ is a hit. Remove 1 Scenario token for 
each hit. If you roll no hits, you lose 1 Health point. 

When there are no more tokens on the card, Nôd’onn 
has been defeated and you win the game.

Defeat Nôd’onn!
When turning this card face-up, if there are 15 or more 
Perished Land tiles on the map, put 4 Scenario tokens on this 
card. Place all Dwarf fi gures on the Blacksaddle (excluding the 
one affected by Sinthoras’ Assassination). To Battle Nôd’onn 
you have to be at the Blacksaddle. If you leave it, you have to 
return to it to battle Nôd’onn.  

Battle for Girdlegard
Condition: There are at least  

35 troops on the map.

Preparation: none

Quest: You win the game after 
defeating 20 or more troops 

on the map.

C

Battle for Girdlegard
When turning this card face-up, if there are 35 or more troops 
on the map, you win the game after defeating 20 or more 
troops. Previously defeated troops do not count for that matter.

Adventure cards
To complete certain Adventure cards, you only need to move through certain 
locations. You do not need to end your movement there unless the card requires you 
to meet a certain condition there (e.g. completing a challenge). While taking the 
journey from A to B you may not interrupt it by any other action than movement.

Abandoned Tunnel 
”Tunnels... So we could travel unseen.“   

Travel through the Tunnel system   
and succeed at 1 Craft test  4+  

on the same turn.

Place or displace the Tunnel tile  
onto a map space without text that 

has no Perished Land tile.

Sverd is spying in the Tunnels
”Swerd!“ Bislipur‘s gnome had followed them  

and eavesdropped on their conversation  
until Boindil had scared him away.

Travel through the Tunnel system   
and succeed at 1 Speed test  4+ 

on the same turn.

Place or displace the Tunnel tile   
onto a map space without text that has  

no Perished Land tile.

Abandoned Tunnel / Sverd is spying in the Tunnels
Moving through the Tunnel system (action 1) and completing 
the challenge (action 2) both need to happen on the same turn. 
When moving the Tunnel tile, do not move any troops or 
Perished Land tiles with it.

A Dwarf cleans up
They saw his singed beard. ”The long-uns set fire  
to my whiskers, so I gave them a good walloping.“

Roll as many Number dice as  
you have Health points left. 

Roll at least 1  6  . 

Do not move the Hero token    
at the beginning of the  

next player’s turn.

What are Dwarven 
Women like?

Boindil said: ”Pretty.“ ”Very pretty,“ added Boendal, 
amplifying his brother‘s terse reply.  

”Right.“ said Tungdil.

Roll as many Number dice as  
you have Health points left. 

Roll at least 1  6  . 

Choose one player to gain  
2 Health points, or two players  
to gain 1 Health point each.

A Dwarf cleans up / What are Dwarven Women like?
As with tests, every dice roll counts as 1 action.

Travel to Greenglade
It was unnerving to think that the distance 
separating him from the Perished Land was 

dwindling with every step.

Travel to Greenglade  
and meet another player there.

Draw 1 Equipment card. 
Decide together which player 

may keep it.

Travel to Greenglade
The quest is completed immediately when there are at least 
2 Dwarves in Greenglade.

Election of the new  
Secondling King

”Beroin‘s folk has chosen. Let us never forget 
Gundrabur or his dream of uniting our kin!“

This quest is completed when the 
Council token  is on the rightmost 
space of the Dwarven Council track 

(on Balendilín’s side). 

Choose one player to regain  
all of his Health points.

Election of the new Secondling King
The quest is completed immediately when the Council token 
is on the rightmost space of the Dwarven Council track (on 
Balendilín’s side).

Threat cards
Discard a Threat card without further consequences after averting its threat. 
If the card tells you to place troops on it, take the troops from the supply. The 
threat is averted when all the troops on the card have been defeated.

Sinthoras’ Assassination 
The threat was left unfinished. They have found us. 
Waiting at the other end of the alleyway was the älf 
from Mifurdania, who had tried to slit his throat.  

His cloak was fluttering in the stinking wind.

Put 1 Älf from the supply on this card. 
Choose a player. This player’s dwarf 

may not move as long as that  
Älf remains on this card.

One of the players with the fewest 
Health points loses 1 Health point.

Sinthoras’ Assassination
The Älfar can be defeated by any player if his Dwarf is on the 
same map space as the affected player; even by the affected 
player himself.

Älfar Attack at Night
My friend said: ”Look at me. Sinthoras  
is your death“ a second voice translated 
behind him. ”I will take your life and  

the land will take your soul.“

IMMEDIATELY
Lose 1 Health point per player. 

Decide together how to distribute 
this damage among each other.

Älfar Attack at Night
For each Health point lost, you may decide which player will 
lose that point.

Equipment cards
Each player may have any number of Equipment cards, but never two of the 
same kind. You may not trade Equipment cards with each other.

Dwarven Song

You may discard the 
Dwarven Song as a player is 
performing a Speed test or is 
moving. If you do, you may  

turn 1 die to a  5  .

Beer Stein

You may discard this 
Beer Stein at any time. 

If you do, any one player 
may regain 2 Health points.

Dwarven Song / Beer Stein
You may be this player.

Health token
Place this card at the top left side of your Character board. Your 
maximum number of Health points is immediately increased 
by 1.

+1

Value modification tiles
Take the value modifi cation tiles with the next higher value and 
place it on the respective attribute on your Character board. This 
way you can easily keep track of your attribute values. If you lose 
that card later in the game, adjust your attribute value accordingly.

Key of symbols
Kingdom: Move to any map space of the depicted kingdom to 
complete the quest.
Important locations on the map: Porista (depicted), Dsôn 
Balsur, Toboribor, Dragon Fire, Blacksaddle, Greenglade, 
Roodacre, Elven Kingdom of Âlandur, Mifurdania, Lot-
Ionan’s Vaults (see key on the game board)

Gateways I, II, IV, V: These symbols represent the Gateway 
spaces on the game board.

Tunnel system

Tunnel tile

Orcs troop

Trolls troop

Älfar troop

Battle test

Craft test

Speed test

Hero token

Doom token

Council token

6 6 rolled on a Number die

Reward

Threat


