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& [OMPONENTS

COMPONENTS

1 ERA
4 CLAN BOARDS (1 PER PLAYER) MARKER

| The memory and the day to day of the dwarf clans.

I 32 DWARVES (X PER PLAYER, 40 RESOURCE COUNTERS
4 WITH 1/2 gTRENGTH AND 34 ENEMY (15 of each type: iron, emeralds,
1 BAG 4 WITH 3/4 STRENGTH) PIECES gold, and mythrall)

The workers available to each clan, who
activate the actions of the tools (see page 8).

=)

49 MARKERS

(10 PER PLAYER)
30 INLAID JEWELS 30 SUPPORT PIECES 2X KING'S COINS To mark GP; Court, Prestige, and
(15 OF EACH TYPE) (20 +1 PIECES AND 10 +2 PIECES)  These grant rewards when obtained ~ Mining on the Tracks; as well as
These make actions stronger once These increase a dwarf’s strength a and in each Council Phase Monumental Constructions.

they have been inlaid into tools single time (see page 8). (see page 13).
(see page 11).

lz:j

-'-"-—J

3 ENEMY DICE

X $TORAGE TILES 27 RELiCS -
(2 PER PLAYER) Objects that can be used before or X ?ZOUPBEI&E P’EEAYYEE)LES
These are unlocked during the game to after a turn to obtain a one-time Durine the Council Phase. vou can
allow the storage of more resources. reward. Having several different g i

i N et hold a number of enemy pieces in
re 'ES cfatnhgenera ? points a 16)9 your dungeons equal to or less than
end orthe game {see page 1b). the number of keys you have 1 STARTING

(see page 20). PLAYER MARKER



24 TOOLS
(7 OF EACH TYPE + 4 BOOKS)
New tools can be forged that are more powerful
than those you start with (see page 9).

34 TRADITION TILES
Every time the requirement is fulfilled,
these tiles generate a reward
(see page 36).

1X PROJECT TILES
(4 OF EACH TYPE)
These grant points at the end of the
Council Phase (see page 38).

o

T

40 CARTS (17 PER PLAYER)
These are used to show the shipments
made using the Transport action
(see page 20).

12 COUNCIL OF THE ELDERS TOOL
CARDS, SPLIT INTO 4 OF EACH TYPE
Solo play (see page 30).

(pickaxe, axe, compass, and cart).

24 HALL TILES

These are revealed as you
explore the mountain

10 STARTING TILES

These show the resources obtained by the

players at the start of the game
(see page 5).

T

4 <LAN $HIELDS

(1 PER PLAYER)
These identify each player’s color, and
if they go over 100 GP they are turned
over to show they have more than 100.

mr | 4

74 BUILDINGS
(14 OF EACH <OLOR)
Basic buildings: 4 houses, 4 workshops
Monumental Constructions:
3 pillars and 3 gates.

3 DIFFICULTY TILES
Solo play (see page 30).

24 RUBBLE TILES

These provide resources when the Dig action
is performed (see page 17).

bily

12 OBJECTIVE TILES
(4 OF EACH TYPE)
These show goals that generate points
at the end of the game (see page 40).

4 PLAYER AID$ (1 PER PLAYER)

Here you will find the details of all the
game icons and helpful reminders.

A COUNCIL OF THE ELDERS BOARD
Solo play (see page 30).

&
A COUNCIL OF THE

ELDERS DIE
Solo play (see page 30).
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The kiNg of The dwaRves has iSSued aN 0RdeR To The houSes of eadh of The dwaRf (ans.
ITiS of The UTMOST URJIENCY aNd iIMPORTAN(E ThaT TheY Take back KaRRak-SUR-KazZaR, The
Sa(Red MoUNTaiN aNd aN(eSTRal hoMe of The dwaRves SiN(e The FIRST eRa of The beaRd. FOR

TOO I0Ng, daRk I0RAS have Made iT TheiR owN aNd TheiR (ReaTureS have defiled iTS halls,

whiCh ONCE houSed The NobleST of all JwarRveS. ThiS iNSUIT (aN No [oNGeR PERSIST!
The dwarves aRe RETURNING TO The MOUNTaIN.

COVENaNT iS Played bY TakiNg TURNS oVER ThReE ERAS. DURING ThEiR TURN, PlaYyeRrS asSigN
dwaRVES FROM ThEIR (JaN To difFERENT JobS ThaT allow TlitM TO €XPIORE The anNCGENT hallS
aNd FORCE TheIR ENEMIES oUT aS TheY RebUild The hoMe ThaT beloNged To TheiR aN(eSTORS.
AT The enNd of The daMe, The daN ThaT ha§ accuMulaTed The MoST 310RY WINS boTh The
RECOINITION Of The MONARCh and Vi(TORY iN The Jame.

IN COVENaNT, €ach PlaYer becoMes The Chief of a dwarf (laN who haS§ ac(ePTed The PacT SeT oUT bY KiNg Thor jal
TO Take back The aNceSTRal hoMe of The dwaRveS. OVER 3 ROUNAS, whiCh are Called ERaS, YoUR (lan will woRk
TowardS RebUildING The 10ST GTY, whith waS (oNqueRed anNd RaZed bY dark FOR(ES (ENTURIES ago.

YOUR dWaRF (OUNTERS anNd YoUuR ToOIS allow You To6 PERFORM all KiNdS OF a(TioNS: dig iNTO The MOUNTaIN,
defeat The eneMies SqUaTTING wiThiN iT, aNd build difFeRENT TYPES of bUildiNgS ThaT will bRINg SPIENdOR
and light back 10 The old hallS.

ON(E The PlayeRrS have fiNiShtd TheiR TURNS, The (daNS (OMe TOFEThER TO MEET iN a COUNCil aNd You will be
granNTed advanTagdes and GIORY POINTS (GP) FOR VaRioUS aC(OMPIISWMENTS.

ThiS cyde will CONTINUE UNTIl The ThiRd COUNCIl, wheN The fiNal SCoRE will be CoUNTEd.
WhOEVER FINIShES The JaMe wiTh The MOST GIORY POINTS WiNS!

AUTHOR'S ACKNOWLEDGMENTS

This long development would not have been possible without the patience, dedication, and advice of
Juan Ruiz de la Fuente, Juan Milla, Aida Hernandez, Samuel Joany, Alfonso Hernandez Haro, Antonio
Gamiz, and David |. Iglesias. Also, to J. R. R. Tolkien for creating a fascinating and inspiring universe,

and to the entire Devir team for making this project possible.




PLAYER SETUP ¢

Give a player aid to each player at random. One of
these has the -;_ - symbol inside. Whoever gets
this player aid takes the Starting Player marker.

o The clan boards are then handed out at random. -

Each player takes a shield in the color of the clan they have
chosen and places it in the shield space on their clan board
with the +100 side down. Then each player takes 2 storage
tiles and places them on the appropriate spaces on their clan
board, with the locked side up.

Each player takes the wooden pieces of their own color:
8 dwarves - Leave the 3/4 strength dwarves next to
your clan board. Place all the others with their strength

1facing up in your tavern.

@ 15 carts - Leave them next to your clan board.

10 markers - Place 1 at the start of each Track on the
board, except for the Glory Points Track, where the
marker is placed on space 5. The extra markers are kept
next to your clan board.

Along one side of the board, turn over as many starting,
tradition, objective I, and objective Il tiles as there are
players. Starting with whoever is seated to the right of the
Starting Player and going counterclockwise, each player
chooses 1tile in turn, until all players have 1 tile of each type:
1starting, 1 tradition, 1 objective I, and 1 objective Il tile.

The resources shown on your starting tile are placed in the
storage spaces on your clan board. The support pieces go

to your tavern. The objective tiles are placed face down in
the designated space and the tradition tile placed face up

in its space. Finally, move your markers forward on all the
corresponding Tracks as indicated, obtaining any benefits
shown in each space you reach. Once this is done, return the
starting tiles and the leftover tiles back to the box.

4 houses, 4 workshops, 3 pillars, and
3 gates. Place your pillars and gates in
the spaces indicated on the game board.

A house and a workshop are placed in the

appropriate spaces in the tools area of your clan board.
Place 2 houses and 2 workshops on the forge area as
shown in the picture.

2 Double-key tiles are placed in the appropriate spaces
in your tool area.

e =N
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© GAME SETUP
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Place the game board on the table. Which side is up depends Mix up the King’s Coin tiles. Randomly turn over i "I
on whether you are playing a 1- or 2-player game, or a 3- or 4 of them and place them in the designated spaces.

4-player game. If you are playing in solitaire mode (1 player), Leave the rest in 2 face-down stacks near the board.

check the specific setup rules on page 30. If there are 3

people playing, use the cart pieces of the color you are not Separate the inlaid jewel tiles by type and mix / =
using to cover the resource spaces to the right of the King’s G them separately. Turn 3 of each type over and place | e
Throne, with the 2 pillars and 2 gates (these carts are not them in the designated spaces. Leave the rest in “vﬂ i/
counted in the Throne score at the end of the game). 2 face down stacks near the board. _
Place the enemy pieces in the bag and set it to one side Leave a common reserve next to the board for the various

for now. 0 resource counters (iron, emeralds, gold, and mythrall) along

with the support pieces.
Mix up the tradition tiles. Turn over 4 of
them randomly and place them in the f‘x" r E.:.? rl i |
designated spaces. Leave the rest of them
in 2 face-down stacks near to the board.

. Place the Era marker on the first space of the

“ Era Track.

—

R

Split up the project tiles based on the symbol E._ =

shown on the back and mix them well, then |.: _i_r‘
place 1 of each type randomly in their spaces |F-"lr g

on the board, face up. Put the extra tiles back '}~ —%

in the box.

Mix up the rubble tiles. Randomly select 5
to turn over and place them in the designated
spaces. Leave the rest in 2 face-down stacks

near the board.

il

Roll the 3 enemy dice and place them in the
appropriate spaces.

Mix up the hall tiles. Place 4 of them face down in
the Halls of the Mountain spaces marked with the
icon Ol and turn them over to reveal them. Cover
the rest of the Halls of the Mountain spaces with
facedown hall tiles. If there are only 1 or 2 players,
you will have 5 tiles of this type left over, which
should be put back in the box.

=z On the face-up hall tiles, randomly place as many
i enemy pieces, drawn from the bag, as there are
skulls printed on each tile.

Mix up the relic tiles. Turn over 4 of them
randomly and place them in the designated
spaces. Leave the rest in 2 face-down stacks near
the board.

Mix up the tool tiles. Randomly turn over 4 of them
and place them in the designated spaces. Leave
the rest in 2 face-down stacks near the board.




__The King’s Throne Prestige Track _

GAME SETUP

Enemy Area _

__Glory Points (GP) Track .
e Mining Track
=}

Court Track
=

Mining area

I}deitions (Rubble iles)U

Monumental Construction:

Monumental Construction:
_PILLAR GATE

. Council Relic Tiles?j
. Project Tiles King’s Coins .
Jewels
—
_Forges

Halls of the Mountain .




€ THE DWARUES AND THEIR TOOLS

On the next few pages, we will delve into the details of the actions and how to play Covenant, but there are 2
component types that are worth explaining right away since they are used throughout the entire game: The tools
and the dwarves (workers) determine which actions can be performed and with how much strength. During the

game, you can strengthen the dwarves of your clan, forge new tools for them, and improve those tools with
inlaid jewels.

Each player starts the game with 4 dwarves of strength
1in their tavern, who can be improved during the game
to increase that strength characteristic. The strength of
a dwarf indicates the power they have for performing
actions when assigned to a tool during their clan’s turn.

SUPPORT

\| Each time a player assigns their dwarf to a
y/ tool, they may spend 1single support piece to
temporarily increase that dwarf’s strength.

A There are supports that provide +1 and those The player decides to

| that provide +2. spend a +1 support

£ piece for their dwarf

—_ P with a strength of 3 so

S \ T!ns Ic?l'?] lshrt:lws nth:; t:fhpla\{er gets : sutpport that he can Transport
i' piece. This means that the player can get PO | rcesinstead of 3,

& . +1support piece from the supply or swap 1 of
’ their +1 support pieces for a +2 support piece. : =

STRENGTHEN A DWARF
___,..-' \When this icon appears, the acting player may strengthen 1 of the dwarves of their clan, except for the dwarf that is in use
during the current turn. Doing so permanently increases the dwarf’s strength by 1. To strengthen a dwarf with a strength of
1or 3, all you have to do is flip over the piece to show the other side; and if it is a dwarf with a strength of 2, you must switch
the piece for one in your reserve, placing it so that the strength-3 side is up. Dwarves cannot be strengthened beyond 4, but
they can still receive support for their actions.




PICK

DIG SKIRMISH
This allows you to This allows you to
perform the Dig action — perform the Skirmish

(see page 17). action (see page 18).

COMPASS CART

BUILD TRANSPORT

This allows you to This allows you to
perform the Build action perform the Transport
(see page 22). action (see page 20).

During the game, players can go to the Forges in order to get new, more powerful tools, including the fifth type: the book.

BOOK. This allows you to perform the Read action, which can be used as if it were any of the previous actions of your choice.

hdPd

BOOK
READ

Each tool has 4 different elements:

@ An action icon, which will be covered with the dwarf assigned to this tool (see page 14).

@ Cost of forging this tool (see page 10).

@ Illustration.

@ Space for an inlay (see page 11).




FORGE A TOOL

FORGE

@

When players obtain the benefits of the following icons, they will be able to forge tools and inlay jewels:

A TOOL
This allows you to obtain 1tool from amongst those available on the game board by following these steps:

Discard 1iron plus the resource indicated for the cost of the selected tool (2 total

resources) from your storage.
Place the forged tool in any empty space in one of the columns on your clan board,
below one of the printed tools. There are 4 columns, which are marked with the runes:
/
[ |

il

R‘I’F . A maximum of 2 tools can be placed in each of these columns.

Blue has placed z tools in
column v[', so they cannot place
any more tools in this column.

/|

—
e
/|

-
/|
|
'{A‘

*The forge of your clan’s

board is where you will ,
place your available (|
buildings ready to be built. /|
/|

Immediately obtain the reward printed in the space occupied by the tool you just placed: | |
@ Strengthen a dwarf and place the house and workshop that is in that space in your forge.

@ Obtain 2 support tokens and place the house and workshop that is in that space in your forge.
@ Obtain the double-key tile and place it above your dungeon. Move 2 spaces forward on the Prestige Track.
@ Obtain the double-key tile and place it above your dungeon. Move 2 enemies to an adjacent hall or halls, or move just
1enemy 2 times. Reveal 1 of your 2 locked storage tiles so you gain 2 additional storage spaces.
@ Move forward 2 spaces on the Court Track and deliver 1 resource to the King's Throne according to the normal rules for

transporting resources (see page 20).

@ Move forward 2 spaces on the Mining Track.

@ Inlay 1jewel by paying the normal costs.
@ Discard 1iron and obtain a relic in accordance with your position on the Mining Track. Reveal 1 of your 2 locked storage

tiles so you gain 2 additional storage spaces.



TAVERN DUNGEON
i

|
|

INLAY A JEWEL

This allows you to add 1 of the jewel inlays available on the game board to 1 of your tools by following these steps:
@ Discard the resource shown on the board next to the inlay you want and then immediately gain the following GP reward:

GOLD INLAYS

Immediately grant 2 GP.

To inlay one of these jewels,

you must discard 1 gold. You

immediately gain 2z GP if you
choosethe gold inlay.

SILVER INLAYS
Immediately grant 3 GP.

Place the inlaid jewel on top of any tool on your clan board that has an available space matching the chosen color: silver
inlays must be on silver spaces and gold inlays must be on gold spaces.
Replace the jewel you just took with another one of the same color. Place it on the space you just vacated without moving

the other jewels forward.

& &



& IMPORTANT CONCEPTS

RESOURCES - TRACKS

When an icon has a red number to its side, this means that the indicated L ok
number of the element represented must be spent. If the number is black, ! 2} - By ==
the player obtains that icon the number of times indicated. 3 ﬁ : 2
The effects of each of the game icons are explained on the player aids so

layers can check how each icon works any time they like. Move forward 2 spaces
play y y Sp end 2 GP on the Court Track

e
L — _— ———

: RESOURCES AND STORAGE
R e ] > 800 [ €

Every time a player gets a resource, they IRON EMERALD GOLD MYTHRALL WILD
must store it in a space on their clan

board. The base number of spaces for all clans is 4 spaces that can store 1 resource each. When a new tool
is forged and placed in either of the 2 spaces on your board with the Iﬁ, symbol, it unlocks 1 of the

2 storage tiles, which is removed so you get 2 new spaces to store resources in. If you obtain a resource but
there is no space to store it, you may discard resources currently stored in order to make room for the

new resource.

i COURT, PRESTIGE, AND MINING TRACKS

There are 3 Tracks that measure different aspects of the game:

Y ‘/‘;*_.“‘ Y "J\._ . A‘._k L
N [P ﬂ . e i N i
,f'; ' ;#. g

COURT TRACK PRESTIGE TRACK MINING TRACK
This allows you to obtain the Crown’s  This allows you to strengthen your clan’s This allows you to find powerful
favor, represented by the King’s Coins. dwarves and obtain tradition tiles. relics by digging into the mountain.

When a player moves forward on one of these Tracks, they advance their marker along the Track, obtaining any benefits
shown in each space they reach.

Blue gets 2 Prestige, so they move
their marker 2 spaces on that
Track. They reach a space with
a strengthen benefit, which they
immediately apply to one of the
dwarves in their tavern.




: ACHIEVEMENTS

As you move forward on the Court, Prestige, and Mining Tracks, your marker will reach spaces showing ¢ i
/ *\\ this icon, which represent achievements. The further you go, the more achievements your clan will W
F 4

accomplish. Each Track can contribute up to a maximum of 4 achievements. So, you can reach a
maximum of 12 achievements for your clan if you advance far enough on all 3 Tracks. You can gain | : :.~|
i
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7 Glory Points at the end of the game for the goals on your clan board based on these achievements

(see page 27)

i KING'S COINS

The dwaRVeN kiNg JRaNTS PRiViledes 1o The danS ThatT Make The JReaTeST FFORT TO WiN
back The aNeSTRal KiNgdoM_

OBTAIN A KING'S <QOIN

Choose 1 of the coins available on the game board (some of them have a cost in GP which must be paid when
<‘: ..‘ selected) and place it in a space available on your clan board. By doing so, you obtain the benefit shown on the

space you just placed the coin in (not the one shown on the coin).
/If there is no empty space left (when you have 6 coins on your board), you may place the new coin by
Nt discarding one of those that you already have and obtain the benefit from that space again.

i

Blue has earned a King'’s Coin.
They choose the Coin that makes
them lose z GP, so they move their
GP marker back z spaces. Then,
they place the coin in the empty
space on their board which allows
them to immediately obtain

arelictile.

KING'S COINS ACTIVATE DURING THE COUNCIL

}':.-'b-. During the Council Phase (see page 26), the King’s Coins on your clan board grant the benefits shown in the
1@

icons each one bears. A coin obtained during the Council does not grant the benefit printed on it during that
phase, just the benefit for the space you place it in.




1
S HOW TO PLAY

The game is played over the span of 3 Eras. Each
Era includes 4 clan turns per player, which are
carried out one at a time starting with the Starting
Player and going clockwise around the table, and
then ends in a Council Phase (see page 26), which
all clans resolve at the same time. Once an Era is
completed, the next one begins.

HOW TO PLAY - <LAN TURNS

The game comes to an end after the Council of the
third Era.

When it is their turn, each player plays their clan turn individually. During their turn, the player must take 1 of the dwarves available in
the tavern on their clan board and assign them to one of the tools they have available to carry out actions. This step is mandatory so
long as there are dwarves in the tavern, they will have to be assigned to any one available tool (that is not taken up by another dwarf).
Each turn is played by following these steps:

The player has the option of using a relic now—see page 16.

1 of the tools they have with no dwarf on it (an “available tool”). The player places the dwarf on the upper-left space of

(‘T:) The player chooses 1 of the dwarf pieces they have in their clan board’s tavern (an “available dwarf”) and assigns them to
the tool so that they cover the action icon (pick, axe, compass, cart, or book).

=
— —

Blue chooses the dwarf with
2 strength and assigns them to an
axe they have available, placing
them on top of the upper-left space
to cover the axeicon.

— P

Optionally, and before carrying out the action, the player may spend 1 support piece to temporarily increase the dwarf’s
strength until the end of the turn under way. The support piece can have a +1 or +2 value.

The support piece is left next to the dwarf as a reminder to the rest of the players of the temporary increase in strength,
and is then discarded and put in the general reserve at the end of the turn.

Blue places a + 2 strength support
piece next to the dwarf assigned to
the axe. So, the dwarf who normally
has 2 strength shall have a strength
of 4 during this turn.




Use the tool. Each tool can grant up to 2 kinds of benefits, each of which must be completely applied before moving onto
the next, in whichever order the player prefers. The benefits that each tool can grant are as follows:

ACTION. Each tool allows the player to take 1 of the 4 game actions (Dig, Skirmish, Build, or
Transport) using the strength of the dwarf assigned to it (see page 16).

INLAY. A jewel inlaid in a tool generates an additional effect that does not depend on the
strength of the dwarf. If the chosen tool’s action is used to inlay a jewel in that tool, it can be |
used in the turn currently underway (see more on inlaid jewels on page 11).

REPLACING TILES ON THE GAME BOARD

Blue assigns a dwarf with a strength of 2 along with a
+2 support to an axe tool that has an inlay, so they can
perform, in the order they prefer, a Skirmish action with a

strength of 4 and the effect of the inlay. .

If, on another turn, Blue assigns a dwarfto a pick tha thas
no inlay, and inlays that pick using the tool’s action, then
they can activate the effect of the just-added inlaid jewel.

Optionally, if the player did not use a relic at the beginning of their turn, they can use one now (so long as it was not
obtained in the current turn)—see page 16.

Once these steps have been completed, discard any support piece used from the clan board. Then, slide the tiles on the game board
and refill the empty spaces with new tiles from the pile as needed. Play then passes to the next player, who will carry out the turn for
their clan. The players continue taking clan turns until they have no more dwarves in their taverns. At that time, the Council
Phase begins. Once the third Council is completed, the game is over.

{ REPLACING TILES ON THE GAME BOARD

Any empty spaces left after tiles have been taken from the game board must be refilled at the end of each clan turn. To do
so, move all the tiles to fill up the gaps that were created, following the arrows, and then turn over and place new tiles in all
the empty spaces. An exception to this are the tool and jewel tiles, which are not moved when replacing them (there are no
arrows in those areas of the board).

=
-

-

e
e e L
- 2, gty -
i
o

At the end of Blue’s turn, there are z empty spaces in the Mining area, so all the tiles are moved to the right
tofill the gaps, leaving 2 spaces that are filled with tiles from the reserve stack.



RELICS- READ

 HRELIGS

During the game, players can obtain relic tiles, representing powerful artifacts that can only
be used one time each, forged by the ancient dwarves who inhabited the mountain

in antiquity.

Optionally, but only before assigning a dwarf to a tool or after performing all the actions of
your turn (i.e., at the very end of the turn), you may use 1 of your relics. To use a relic, turn it
90° to show that it has been used but so that it remains visible to all players for the rest of
the game. Each relic can only be used once in the entire game and only 1 relic can be used per
turn. Also, it is impossible to use a relic in the same turn in which it was obtained.

Each relic shows a different illustration depending on
what type it is @ and the benefit they grant @ (see

J' player aid). A numberf];?indicates the number of

‘ relics of this type that there are in the game.

|
|
|
i

At the end of the game,
relics grant points depending
on the number of different
types you have accumulated
and the tools you have

|
|
|
|
|

Blue can use 1 of the 2 relics they have before or after

| fo rged.in the column : = assigning a dwarfto a tool. If they do so, they must turn
: matching that type Tt o S s (R the relic 90 °to show it has been used and leave it there,
(see page 28). player gets 1 relic tile that is in sight, for the rest of the game.

in the same space or behind
' where their marker is located
‘ on the Mining Track.
i
|

& BASIC ACTIONS i

Each of the tools allows the player to perform an action when a dwarf is assigned to that tool. The power of that action depends on the
strength of the dwarf and the support token that accompanies the action, if any.

The player will perform the action provided by the tool to which they assigned the dwarf and obtain the effect of the tool’s inlaid jewel,
if any. These effects can be applied in whatever order the player chooses.

Here we will look at how the 4 basic actions of the game work: Dig, Skirmish, Transport, and Build, as well as the Read action, which is a
kind of wildcard.

The GReaT Book of The Beard iS a ReCord of all The diScoveRries, eNdeavors UNderRTaken,
PacTs, (ONTRA(TS, aNd IRievVanN(es of The daN ThRoUghouTt iTS [oNg hiSTORY.

assigned dwarf.

This is a generic action that allows the player to
perform any basic action they choose (Dig, Skirmish, ot e B
" . =R =
) Build, or Transport) using the strength of the i lu_:*, J



ITiS boTh €XGTING aNd TeRRORIZING To 0PEN NEw TUNNEIS iNTO The MOUNTaAIN. TheRe iS
always a Rush of j0Y and PRide wheN Yyou (oMe UPON The hallS of YoUR aN(ESTORS, bUt Yyou
NEVER kNow whaT MighT be IURKING iN TheM Today.

The strength of the dwarf assigned to this tool indicates the number of rubble tiles you can remove from the Mining area
(see page 7) of the game board, which immediately grants you the resources shown on each of them. As indicated on the
board, 2 strength points must be used in order to take away the first rubble tile.

Once the resources have been obtained, the chosen tiles are discarded. The resources received must be stored as explained on page 12:
Resources and Storage.

Blue assigns a dwarf with a strength
of 3 to a pick. They choose 3 rubble
tiles that give 1 iron, 1iron, and 1 gold.
They store these resources and
discard the 3 rubble tiles.

If you discarded 1 or 2 rubble tiles, you are rewarded %
with 1 move forward on the Mining Track. 1=2 i
If you discarded 3 or 4 rubble tiles, you are rewarded F %
with 2 moves forward on the Mining Track. 35

If you discarded 5 rubble tiles, you are rewarded with 3 F %
moves forward on the Mining Track. 5 %

Once the rubble tile rewards have been issued, the following steps are followed to turn over a single hall tile (regardless of the
number of rubble tiles discarded):

@ Choose a hall tile that is face down (showing a reward) and is next to a tile that has already been revealed (and is face up).
@ Receive the reward indicated on the chosen tile.

@ Turn over the tile and place as many enemy pieces on top of it as there are skulls shown on the tile, selecting the enemies
randomly from the bag.

Blue discarded 3 rubble tiles, so they move forward z spaces on the Mining Track and must turn over 1 hall tile. They would like
to choose one that gives them a King’s Coin as a reward, but that tile is not next to any tile that has already been flipped over. So,
instead, they choose a tile that grants 1 move forward on the Mining Track and 1 move forward on the Prestige Track.
After receiving the reward, they turn over the tile and place 1 enemy on top of it, since it has 1 skull on it.




PISTRICTS - SKIRMISH

: DISTRICTS AND THE PRESENCE OF <LAN$ IN THEM

As you open up routes through the Halls of the Mountain, you will find that there are 3 different colors. Each group of
adjacent hall tiles of the same color make up a district. There can be districts made up of a single tile or several tiles
together. Combined with the presence of the clans in them, these districts affect the final score of the game for players who
forge tools in the column that scores the districts (see page 29).

” In this group of revealed halls, as we can see, 4 different districts have been formed, so far. ”

The FOUR NefarjouS PoweRS have Released TheiR MINiONS To SPRead TheiR PoiSON ThRoUugh
OUR MOUNTaIN. N0 dwaRf Shall ReST easSy UNTIl ThiS evil iNFlueNce ha$ been erRadicated.

The strength of the dwarf assigned to this tool indicates the number of enemies that they can defeat in any of the Halls of the
Mountain. The mountain has been overtaken and devastated by 3 different types of enemies, and each of them requires a different
amount of strength to defeat. You may split up the dwarf’s total strength to defeat several of the enemies present in different halls
using a single Skirmish action:

Small and mischievous, but that doesn’t make them ,1 3
GOBLINS | any less proud. Their great numbers make them a

dangerous adversary.

OR(S 9 Strong, hardy, and indefatigable. @

Formidable masses whose skin is hard as stone. 3 ”
TROLLS They are the most terrible of the dwarves’ rivals. >




Blue assigns a dwarf with a strength of 3 to an axe tool and adds +1 support. This allows them to defeat 4 goblins,
orto defeat 2 orcs, or to defeat 1 orc and 2 goblins, or to defeat 1 troll and 1 goblin.

.“j - k‘l
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After defeating the enemies, you advance on the Prestige Track and receive a reward based on the enemies
who were defeated.

For every 2 goblins defeated, move forward 1 space
GOBLINS ' on the Prestige Track.

OR¢S

For each orc defeated, move forward 1 space on the c ?
Prestige Track. - 1|

=

For each troll defeated, move forward 2 spaces on j “:
TROLLS the Prestige Track. & J‘zj
4 =)

Blue defeats a troll (using 3 strength) and a goblin
(using the 1 strength left over), so they move -"
forward 2 spaces on the Prestige Track for the |
troll. If they had defeated a second goblin, they
would have obtained another move forward for
a pair of goblins, but they did not have enough
strength. After defeating the enemies, Blue
receives the rewards on the dice.

= %

The reward is shown on the top side of the die corresponding to the type of enemy that was defeated. This reward is only obtained

once for each type of enemy defeated per Skirmish, regardless of how many of that type of enemy were taken out. These rewards are

received in whatever order you prefer.

Once the reward has been received, the die is rolled, and the new reward will be used the next time someone defeats an enemy of that

type. If you decide not to receive a reward, for whatever reason, then the die is not rolled.

Finally, place all of the defeated enemies in the dungeon space of your clan board (see Enemies and Dungeons, below).

Bluereceives the reward on the gray die because
they defeated at least 1 troll and the reward on the
green die because they defeated at least
1 goblin. Since they did not defeat any orcs, they
do not receive the reward for the dark green die.
For each reward received, they roll the dice they
got it from. They end the Skirmish action by
placing the defeated enemies in their dungeons.




- TRANSPORT

PUNGEONS - MOVING ENEMIES

:ENEMIES AND DUNGEONS

The enemies located in a clan’s dungeons grant them GP
in the Council Phase.

The number of enemies that a clan can keep in its
dungeons during the Council Phase—and subsequently,
the number of points it can score—is determined by the
number of keys the clan has.

By default, all clans can hold 2 enemies of any types

in their dungeons. Additionally, they can hold 1 enemy
of any type for each key they have. More keys can be
obtained by forging tools and placing them in the spaces that will give you keys.

: MOVING ENEMIES

hy

This tile grants you
two keys.

=
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Some circumstances in the game may allow you to move enemies to an adjacent visible hall. No enemy can
2 be moved to a face-down hall tile. There cannot be more than 3 enemies in a single hall at any time.

g

The ReSTORATION o6f The JRaNd MONUMENTS bUIlT bY The earlieST dwarves i No SiMPIE TaSk .
You MUST always have The (ORRECT ReSOURCES FOR The SPEeCifiC Task aT hand, and
TRANSPORTING TheM wiThoUT acCidenT iS MoRe (oMPlicaTed Than iT May SeeM aT FIiRST JlaN(e.

The strength of the dwarf assigned to this tool indicates the number of resources that can be transported from your clan board to a
single Monumental Construction site on the game board.

Players can restore the robust pillars and giant gates that hold up the heart of the mountain. These are special buildings that require
a great amount of material. So, before being able to build them (with the Build action), a player must bring all the indicated resources
to the site in order to forge the piece in question: a pillar or a gate.

When you perform this action to transport the corresponding resources from your clan board, i L)
_E

you receive Glory Points. When the delivery is completed, the Monumental Construction piece
is granted, along with a reward, by completing the following steps:

Choose 1 of the 6 Monumental Construction sites on the game board. There are 3 - :
pillars and 3 gates per clan. Each site shows the maximum number of resources that &T
each clan can deliver there (1, 2, or 3 resources). It is not possible to choose a site
for which your clan limit has already been reached. When performing the Transport
action, you can only deliver resources to a single site. It is impossible to split the

delivery between multiple sites.



To build this pillar, exactly 3 resources
must be delivered. Blue already has a
cart of their color at this site, since they
delivered a resource there last turn.

So, they can choose this site and deliver up
to 2 more resources, since they have not yet
transported the 3 resources required.

must match required resources that have not yet been delivered to the chosen site. It is not possible to deliver more
resources than those indicated for the construction. But, if the dwarf has leftover strength, they can deliver to the King's
Throne Room (more on this later). Cover the spaces that show the resources you delivered with cart pieces of your color.
After delivering, you receive the following reward for each resource delivered:

@ The strength of the dwarf determines the number of resources that can be moved from storage to the site. These resources

Blue chooses the pillar where they already have 1 cart
of their color, for which 3 resources are needed for
completion. They can still deliver 2 more resources there.
The action has a strength of 3. That means that, once
they have transported the 2 missing resources (since
they cannot transport resources to another Monumental
Construction site with the same action), they can deliver
1resourcetothe King's Throne. Blue discards 1 mythrall
and 1iron, since there are spaces available that show
those resources. They coverthose spaces (for iron and for
mythrall) with blue cart pieces and receive 3 GP in total
(1 GPfortheiron and 2 GP for the mythrall).

— -
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Once you have delivered the maximum number of resources, you will have as many carts of your color as are needed at the
chosen site. You then take the Monumental Construction piece from that site and place it on your clan board.

completed the deliveries for that site and that you can no longer carry out Transport actions there. You then obtain the
reward indicated in the occupied space, which may be:

4 MOVE FORWARD ON THE COURT TRACK: u & GAIN SUPPORT PIECES: g

Finally, place a marker of your color in an empty space at the top of the monument for that site. This shows that you have

—_—
— e

Blue completed this Monumental Construction by
reaching the limit of 3 resources required for the
pillar. So, they take the blue pillar piece and place
it in the forge on their clan board and cover the
space that grants 2 moves forward on the Court
Track with a blue marker (a reward that they
get immediately). Now, blue has the pillar piece

available, which they can Build in a later turn.
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THE THRONE OF THORJAL - BUILD

King Thorjal is building a grand throne, and the clans can collaborate in its construction.

Building the King’s Throne follows the same rules as the Transport action, meaning that players can -
discard required resources for the Throne Room and put carts of their color in the matching spaces there in order to obtain
GP based on which resources were delivered. Materials can be transported to the King’s Throne in two different ways:

4 When performing a Transport action to a Monumental Construction site (where you have not yet reached the limit),
if your dwarf has an excess of strength after all the deliveries allowed by that site have been fulfilled, you may use
that excess strength to deliver that many resources to the King’s Throne.

e ——
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Blue assigns a dwarf with a strength of 4 to
a cart tool. They choose a gate where z more
resources must still be delivered. Once they
are delivered, they still have 2 strength left,
so they can make 2 deliveries to the King's
Throne. They may not deliver only 1 single
resource to the site and then 3 resources
to the King’s Throne, nor can they deliver
4 resources directly to the Throne, since
the completion of the chosen Monumental
Construction has priority.

The other way to Transport resources to the Throne is through this reward. You may deliver as
many resources as there are carts indicated on the icon (in this case, up to 2 resources). This
reward does not allow you to deliver resources to Monumental Construction sites.

If all of the spaces of the King’s Throne have been filled with carts, no more resources can be sent there.
At the end of the game, the clans with the most carts in the Throne Room will receive GP (see page 27).

VERY Few (ReaTureS iN ThiS woRid (anN (OMPETE wiTlh The dwarRves iN The fitld of
aRChiTe(TURal deSigN. OUR aRChiTE(TS, eNJINEERS, aNd (RAFTSMEN aRe iNdubiTably
The MoST SKillFul iN eXiSTEN(E.

The strength of the dwarf assigned to this tool indicates the type of building that can be built by the clan that turn. There are 4
types of buildings:

HOUSES . Welcoming homes where the dwarves rest and dwell.

The clanking anvil and steel reverberates inside, where dwarves forge powerful tools

WORKSHOPS ‘ and magic gems.

These massive doors separate the different regions of the dwarven city, and are
<7ATES decorated with the symbols and stems of the clans who dwell behind them.

Impressive columns that sustain the weight of the mountain, and upon which runes

PILLARS 5 are carved that tell the history of the dwarves.




When you perform the Build action, you must choose 1 option from the following list. Each option has a minimum amount of strength
that is required in order to choose that option. In addition, you may only build items that are present in the forge area of your clan
board. If you choose an option that requires less strength than you have available, the unused strength is lost. If the option allows you
to build more than 1 building, you may construct them in any order you choose.

STRENGTH REQUIRED

BASIC BUILDINGS - HOUSES AND WORKSHOPS

Blue assigns a dwarf with a strength of 4 to a compass
tool, allowing them to build a workshop and, also, a
pillar or a gate. However, they decide to build a house
and a workshop, an action that requires only 3 strength.

B UI LDI N(?‘ So, the final strength point is simply lost.

h-a|al '>

When a building is put up, place the corresponding piece from your clan board on one of the visible (face up) tiles in the Halls of the
Mountain, regardless of whether or not there are enemies present there. Once a building has been placed, you cannot change it to
another type or move it. Each building type is placed in a different way:

il
BASIC BUILDINGS: HOUSES AND WORKSHOPS O

These basic buildings can be placed directly on face-up hall tiles if there is space available. Each tile can hold either 1 (4) or 2 (4 )
buildings (it is not possible to place a building if there is no available space). Each player may have 1 single basic building on each
hall tile. , ;

Each player begins with 2 houses and 2 workshops in the forge
area of their clan
boards. They can add
additional houses and
workshops to their
forge by forging tools
that go in the spaces
that unlock them.

This hall has space for up to
2 basic buildings (houses or
workshops).




MONUMENTAL CONSTRUCTIONS: PILLARS AND GATES "“" @

Players do not begin the game with any of these Monumental Constructions on their clan boards. They can only be acquired through
the Transport action. When built, Monumental Constructions are placed where the hall tiles come in contact with one another:

&

~ PILLARS. These are built in a spot where the points of 3 different, face-up halls come into contact (it is not possible to place
them at the point of a hall that is face down), and must always have more than 1 tile side of separation from all other pillars.
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MONUMENTAL <ONSTRUCTIONS: PILLARS AND GATES

Blue can build a pillar at the points marked with a check.
ﬁ GATES. These are built along the sides that connect 2 adjacent face-up halls, so long as there is not already any other

gate on either of those halls.
= ]

LR

Blue can build a gate at the points marked with a chech. "



At the end of the game, players get points for the presence of their buildings in the various districts of the Halls
- of the Mountain. Each building provides clan presence in each of the halls it is in contact with (see page 18).
During the Council Phase, buildings can grant points based on the active project tiles (see page 26).

BENEFITS OF BUILDINGS

BENEFITS OF BUILDINGS

After placing a building, you immediately obtain a benefit which depends on the type of building placed and the type of resource vein
that is present in the hall where that building now stands. Each hall is rich in one kind of resource, and each type of building exploits
these resources in different ways:

WHEN BUILDING | & & ] '
A HOUSE ON

A VEIN OF:

i = = ol

YOU GET

WHEN BUILDING
A WORKSHOP
ON A VEIN OF:

emerald and of gold, you gain 3 total GP.

’ When placing a gate that touches halls with veins of ”

YOU AN FORGE OBJECTS (SEE PAGE 19)

YOU GAIN GLORY POINTS FOR EACH VEIN IN THE
HALLS THE GATE TOUCHES: _

[

WHEN BUILDING
A GATE
ON A VEIN OF:

YOU GET TO MOVE FORWARD 1 $PACE ON A TRACK FOR
EACH VEIN IN THE HALLS THAT THE PILLAR TOUCHES:

u

WHEN BUILDING | @5 F-)
A PILLAR
ON A VEIN OF:

When placing a pillar that touches 2 halls that have
= emerald veins and 1 that has a mythrall vein, you move
] e forward 2 spaces on the Mining Track and 1 on the

1
{HE Court Trach.
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& COUNCIL PHASE

| The 9ReaT leaderS of The diFFERENT (JaNS MeeT wiTl The KiNg aROUN The FiRe TO iNFORM
| hiM of TheiR PROJRESS, SiNG SONGS of TheiR deeds, and Plan TheiR FUTURE eNJeavoRS.
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& . If the Starting Player has already assigned all 4 dwarves to tools at the start of their turn, the Council Phase begins. All

H; players must have empty taverns at this point.

At the beginning of the Council, the Starting Player moves the Era marker forward 1 space and all players carry out the
following steps in order:

4 At the same time, all players return their 4 dwarves that are assigned to tools back to their respective taverns without
modifiying their current strength. They are now available again.

@ In turn order, each player receives all the benefits printed on the King’s Coins (see page 13) they have on their clan board.
Once the coin benefits have been issued, they then receive the rewards for their tradition tiles (see page 36) whose activation
requirements have been met during this Council (as indicated alongside the fire icon: tiles 6, 12, 16, 17,19, 21, and 36).

Note: The benefit granted by the space where a King’s Coin was placed is only obtained when the coin is placed there, not
during the Council. If a player obtains a King’s Coin during this phase, they do get the reward from the space that coin is
placed in, but they do not receive the reward printed on it during that Council.

® At the same time, the players check how many enemies they can keep in their dungeons. Each key they have allows them to
keep 1enemy piece of any type in their dungeons. Players must return all enemies they are unable to hold back to the bag.
' These fiends escape and once again hide within the mountain!

Blue has 4 keys and a total of
6 enemies in their dungeons.
They put 2 enemies of their choice
back into the bag.

In the same order as for turns, the players gain GP according to the project tile (see page 38) that is just to the left of the
Era marker and on all the tiles before it.

——®
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At the end of the second Council, the players score their progress
according to what is shown on the first and the second project tiles.

Finally, if the Era marker has not yet reached the last space, the
Starting Player starts the next Era with their clan turn.

If the Era marker has reached the last space, the game is over and the
final scoring is carried out (see page 27).




| L
FINAL SCORING ¢

The game ends when the Era marker reaches the last space, after the completion of the third Council. When this happens,
. Glory Points are awarded for the following:

THE KING'S THRONE

FINAL $CORING

6, 3, and 1 GP are granted for being, respectively, the player with the 1st, 2nd, and 3rd most carts at the King's
Throne. If several players tie, the one with the most carts in the highest spaces wins. If there is still a tie, the
player with the most carts in the next highest level wins, and so forth until the tie is broken. If the tie is not ‘ 200 e 830/@@
broken at any level, then both players receive the full points for the disputed placing. You must have at least
1 cart here to score these points.

O e
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Blue and Red have 3 carts at the Throne.
Yellow has 2 and Purple has none. Blue and
Red have 1 cart each in the upper level (spaces
with Mythrall) 1 , so they check the next
level (spaces with gold). Blue has 2 carts 2
and red has 1there | 3| . So Blue gets 6 GP,

Red receives 3 GP, and Yellow gets 1GP.

“ L&l OBJECTIVES

Each player checks the number of achievements they have reached. If they have reached at least 4 achievements, they can turn over
and show 1 objective tile of their choice. If they have reached 8 or more, they can turn over 2 tiles. Players score all the objective tiles
that they turn over. You can see the details of these tiles on page 40.

' t

« » ACHIEVEMENTS

Players gain GP depending on the 9 __ciani Mg . CTAR 94 e P 1
number of achievements they have ‘,‘4 B \J&; - > = \@ -a\*:"‘ b=ty @ |7 @

reached on all of the Tracks.

%jr ENEMIES IN THE MOUNTAIN |

Each player loses 2 GP for each hall tile where they have a presence (at least 1 building of their color) where there is at least 1 enemy.
Take into account that a pillar touches 3 halls, meaning up to 6 GP could be lost if there is at least 1 enemy in each of those halls. In the |
case of gates, which touch 2 halls, the maximum loss would be 4 GP.

Blue has a presencein 3 halls with
at least 1 enemy piece: 1, 2
and  § . So, they lose 6 GP. Yellow
also has a presence in 3 halls with
enemies: 1, 2 and 3 sothey

also lose 6 GP.




i B TOOLS
s

FINAL $KORING

Each column on a player’s clan board in which new tools have been forged enables a bonus at the end of the game. A maximum of
2 tools can be in each column; the starting tools printed on the clan board are not taken into account for this bonus. The bonuses for
the tool columns are described below:

: For each different type of relic you have, whether it was used or not, you gain as many GP as the number of
Y s forged tools in this column (a maximum of 2 GP for each different relic).
ammmmy Different relics are those that show a different illustration. There are 6 different relic types (see page 16).

|
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Blue has 4 relics, 3 of them are different. They forged 1 tool in Column n sotheygain3x1 = 3 GP.

Each enemy (of any type) held in your clan’s dungeons grants you as many GP as the number of forged tools in
this column (a maximum of 2 GP per enemy).

Blue has 4 enemies in their dungeons. They forged 2 tools in Column B, sotheygain4 x2 = 8 GP.



Each district (see page 18) in which you have a presence (at least 1 building) grants you as many GP as the
number of forged tools in this column (a maximum of 2 GP per district in which you have presence).

Keep in mind that a pillar can create a presence within 3 different districts and a gate within 2

different districts.
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Blue has a presence in 6 different districts: 2, 3, 4, 5, 6 and 7. They forged 2z tools in Column v[”
sotheygain6x2 = 12 GP.

Each Monumental Construction (a pillar or gate) that is on your clan board or that you have built in the Halls
of the Mountain grants you as many GP as the number of forged tools in this column (a maximum of 2 GP per
pillar / gate).

Blue has 1 gate on their clan board and has built 2 pillars in the Halls of the Mountain. They forged 2 tools in
ColumnF, sotheygain3x2 = 6 GP.

Blueends the game with a +2 strength support, LN LS
| |
another +1 strength support, and 4 resources ‘ La ‘ La
(iron, gold, and z mythrall). In total, they have 7 o o

extra units, so they gain 2 GP.

After adding these scores up, whoever has the most GP wins the game! If there is a tie, whoever completed the most achievements is
the winner. If there is still a tie, then the shared victory is toasted with two horns of dwarven beer.
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SOLITAIRE

SOLITAIRE

The COUNCil of EIdeR DwaRVES iS NOT KNOWN FOR iTS doCiliTY. ThiS group of old dwarves 3eTS
iTS handsS diRTY. YoU CaNNOT PERMIT The baNNeRS of YoUR dan To be £l099ed bY The whiP of
diShoNOR aNd INdifFeREeNce!

GAME SETUP

Set up a 2-player game as you would normally. Set up your board as normal, except for one detail:

o 4 a
R ¥ ' ] (T Reveal 2 starting, 2 tradition, 2 objective |, and 2 objective Il tiles. Choose 1 tile of each
' type and return the others to the box. Set up the Council of Elders as follows:

“ Set the Council of Elders board to one side. will be drawn from this deck (See Rewards of the Council of
Elders, page 33).

° Place the difficulty tile of your choice in place. This adjusts
the number of GP the Council of Elders gets at the end of the o Choose any color for the Council of Elders and place:
game. For your first game, it is recommended you use the

notmzliiERil Rt All of the houses and workshops in the spaces for them

° Take the Council of Elders tool cards and divide them by the LGRS

4 types, making 4 stacks. Then, with the cards face down, @ The pillars and gates in the Monumental Construction
shuffle each deck separately and randomly draw 1 pick, 1 axe, site spaces on the game board (beside those belonging
1compass, and 1 cart, so you have a deck with 4 different to you).

tools. Shuffle that deck and place it to the left of the Council
of Elders board. These are the starting tools for the Council

@ A marker in space 5 for their GP, and a marker in the
of Elders, and you may never look at what is in that deck. We

starting space of each of the 3 Tracks.

will call this the “Available Tools” deck. All of their remaining carts and markers to the side of the
board. These will be used to transport materials to the
o Mix up the remaining cards face down (3 cards of each type) Monumental Construction sites and the King’s Throne.
forming a deck. Shuffle this deck and then leave it, rotated

@ Put all of their dwarf pieces back in the box. The Council
of Elders plays without them.

90°, on the top part of the Council of Elders board. These are
the tools that the Council of Elders can forge over the course
of the game, and you may never look at what is in this

deck either. We will call this the “Forge of the Council of o Finally, take the Starting Player marker; you will be in charge
Elders” deck. When the Council of Elders forges a tool, it

of triggering the Council Phases.




The game is played according to the normal rules except for the modifications below.

SPECIAL CONSIDERATIONS ON THE DECISIONS OF THE COUNCIL OF ELDERS

On the board, dice values are shown next to some tile types, the 6 Monumental Construction sites, and the 5 rows of the Halls of the
Mountain. These values determine the choices that the Council of Elders will make during their turn when acting in these areas. Thus,
when you see the word “choose” (or other synonyms or derivations) it indicates that the Council of Elders must roll their die:

’ When the Council of Elders must choose a rubble tile, tradition tile, inlay, or King’s Coin:
The Council of Elders rolls the die and takes the tile that is in the space indicated by the die roll.

o ¢

’ When the Council of Elders must choose a Monumental Construction site:
The Council of Elders rolls the die until it rolls a site where no carts of its
color have yet been placed.

4 When the Council of Elders must choose a row in the Halls of the Mountain:
Sometimes, the Council of Elders must choose a row in the Halls of the
Mountain in which to place a building, turn over and reveal a hall, or defeat
enemies. To do so, it rolls the die and chooses the row that has the same result
as the die roll.

THE COUNCIL OF ELDERS’ TURN

When it is the Council of Elders’ turn, you must handle it in the following manner:

@ Turn over the first Available Tool it has on the left side of the board. Place this card face up on the right side

of the Elders’ board. This is called the “Discarded Tools” stack. If the Council of Elders does not have any
Available Tools, shuffle all of the Discarded Tools to create a new deck that is placed to the left of the
Elders’ board.

@ Then, perform the actions shown on the revealed tool by strictly following the 4 steps shown, in order from
the top to the bottom (see Actions of the Tools, below).

@ The Council of Elders concludes its turn.

ACTIONS OF THE TOOLS

During its turn, the Council of Elders activates actions using the tool card that was revealed. It is useful to understand that all tools of
the same type perform the same 3 identical actions, and then after those 3 actions, the reward the card provides varies. This means
that there are always 4 total steps to take for each tool.

Here the actions of each tool are described, along with the reward that follows those actions:

AXE CART COMPASS

SKIRMISH TRANSPORT BUILD

SOLITAIRE - HOW T¢ PLAY



PKK - DI&

4 First, roll the die as many times as needed until 2 different rubble tiles have been chosen from among those on
the game board. These are discarded. Remember that the Council of Elders does not obtain resources.
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SOLITAIRE - TOOLS

4 After that, the Elders move 2 spaces forward on the Mining Track. The Council of Elders also receives a relic (see
Rewards of the Council of Elders, below).

4 Then, it chooses a row in the Halls of the Mountain and flips over the face-down hall tile farthest to the left in that
row. If all the halls in that row have been flipped over already, the Council of Elders chooses a different row. Once the
tile is chosen, its reward is given, the hall is revealed, and the indicated number of enemies are placed on that hall.

’ Finally, the Council of Elders receives a Reward (see Rewards of the Council of Elders, below).

AXE — SKIRMISH

4 First, the Council of Elders chooses a row in the Halls of the Mountain in which it can fulfill one of the following requirements, as
listed in order of preference: at least 1 troll, or at least 1 orc and 1 goblin, or at least 2 goblins.
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4 Starting with the hall farthest to the left in that row, the Council of Elders will defeat 1 troll; if there is no troll, it
will defeat the first orc and the first goblin there; and if there are no orcs, it will defeat the first 2 goblins there.
The defeated enemies are placed in the dungeons on its board.

4 If there is no row in the Halls of the Mountains with a troll, an orc and a goblin, or 2 goblins, the Council of Elders
gains 4 GP instead.

4 Then, the Council of Elders gets the rewards corresponding to the defeated enemies. Remember that it never
receives resources (see Rewards of the Council of Elders, below).

’ Finally, it gets a Reward (see Rewards of the Council of Elders, below).

CART - TRANSPORT

4 First, the Council of the Elders chooses a Monumental Construction site to which it has not yet delivered resources.

= =
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4 After choosing the site, it covers as many spaces as the total deliveries it needs for that site (which will be 1, 2,
or 3) with carts. Its priority is to cover the spaces with mythrall, then gold, then emeralds, and finally iron. It
places 1 cart in each space and gets the usual GP for delivering resources. Remember that the Council of Elders
does not get resources and so it does not need to discard them to complete Monumental Constructions.

4 The Council of Elders then receives the pillar or gate that it just completed and places it on its board, then places
its clan marker in the farthest left space of the Monumental Construction site, thereby gaining moves forward on
the Court Track.

‘ Finally, it gets a Reward (see Rewards of the Council of Elders, below).




COMPASS - BUILD

4 First, the Council of Elders determines what building, out of those available on its board, it is going to build.
The priority criteria has the building of a pillar in first place. If that is not available, it will build a gate. If that
is not available, it will build a workshop. If that is not available, it will build a house. If there are no buildings
on its board, the Council of Elders gains 5 GP instead.

4 Then, it must choose which hall it will build the selected building in. Depending on which building is being
placed, there are different ways to proceed:

IF IT IS A PILLAR: Roll the die to choose 1 of the 6 halls shown on the diagram on the Council’s
board. If that hall has not yet been flipped over and revealed, the Council of Elders must roll again.
Once a visible hall has been chosen, place the pillar at the first point (moving clockwise) that
connects to 2 other revealed halls and where there is no other pillar. That way, the pillar will be placed in contact with
3 visible halls (as usual). This pillar can be built next to another pillar (ignore the minimum distance rule).

IF IT IS A GATE: Roll the die to choose 1 of the 6 halls shown on the diagram on the Council’s board. If that hall has not
yet been flipped over and revealed, the Council of Elders must roll again. Once a visible hall has been chosen, place the gate
on the first side (moving clockwise) that connects to another revealed hall and where there is no other gate. That way, the

gate will be placed in contact with 2 visible halls (as usual). This gate can touch a hall that is in contact with another gate.

IF IT IS A WORKSHOP OR A HOUSE: It chooses a row of the Halls of the Mountain in which there is a hall with at
least 1 space available for the house or a workshop (as usual). Then, it places the house or workshop in the first hall from
the left where there is an available space. The Council of Elders can have 2 basic buildings (house or workshop) in the
same hall.

4 Then, it receives the rewards corresponding to the building just constructed and the mineral veins in the connected halls, in
accordance with the normal rules:
© It moves forward on the Tracks, if it places a pillar.
© It gains GP, if it places a gate.
© It forges a tool and/or inlay if it places a workshop.
© It does not receive anything if it places a house.
© For more details, see Rewards of the Council of Elders, below.

. Finally, it gets a Reward (see Rewards of the Council of Elders, below).

REWARDS OF THE COUNCIL OF ELDERS

During its turn, the Council of Elders receives rewards according to the normal game rules. For example, if it turns over a tile and
reveals a hall, it will get the reward shown on the other side. If it defeats an enemy, it moves forward on the Prestige Track and
receives the reward shown on the die. Likewise, when it moves forward on a Track and reaches a specific space or places a building and
receives the bonuses for the mineral veins, it receives the reward.

Here below are the specific steps to take depending on the reward received:

.

[E_,, When obtaining a resource of any type: The Council of Elders gets nothing.

<5 I 50 4% When obtaining moves forward on any Track: It moves forward the number of spaces on the indicated Track. If it
w % reaches spaces that grant any kind of tile or strength, it receives them as explained below.
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i % When obtaining a move forward on any Track of its choice: It moves forward 1 space on each of the 3 Tracks.

E |J i by 1|I_ When obtaining a support or strengthening a dwarf: It instead gains 1 GP.

—  When forging a tool: It takes the first card from the Forge of the Council of Elders stack (the upper part of its
:‘_ ‘:ﬂl " | board) and puts it on the bottom of the Available Tools stack (on the left of its board). If there are no Available ‘
- Tools, it places the forged tool there anyway, creating an Available Tools stack with a single card. If there are
no more tools left in its forge, it does not do anything.

SOLITAIRE - REWARDS




o
=
=
o
<
v
~
=
<
=
-
o
-
-
v
=
=
<
v
w
2
<<
-4
<
=
~
w
o
—
<<
-
—
=1
<
~~

oo M = When obtaining any kind of tradition tile, King’s Coin, or inlay: The Council of Elders chooses it
Ej[“ - .'_.J “ .HJ: m , using the die. It ignores any possible loss of GP indicated in the space revealed for any King’s Coin
— = 27 or tradition tile obtained, as well as the GP that is granted by the jewels when they are inlaid. After

that, it places the tile it got in the storage area on its board (see Storage of the Council of Elders).

player) have not yet obtained. If all available relics are of a type that you already possess, the Council of Elders

! I || ‘ a. \When obtaining a relic tile: It gets the first relic tile, starting from the top, that is of a type that you (the
‘ ﬂ g gets the one that is highest up.

When obtaining deliveries to the King’s Throne: It covers as many delivery spaces as the reward allows it to with
carts, with the priority being to cover mythrall, then gold, then emeralds, and finally iron. The Council of Elders
places a cart in each space and gets the usual GP for delivering resources. Remember that the Council of Elders
does not obtain resources and so it does not need to discard them to build the King’s Throne.

g 10rc. If there are no orcs, it chooses a row with at least 1 goblin. Starting with the hall farthest to the left in the
selected row, it defeats the first orc/goblin it encounters. After which it gets the usual rewards for

| E l When it must remove an Orc or Goblin piece: It chooses a row in the Halls of the Mountain where there is at least
defeating enemies. In the odd case that there are no enemies in any hall, then the Council of Elders does nothing.

When it must place a house or workshop: It behaves just as specified for the Compass action, but placing exactly 1
- houseor1workshop (depending on what the reward indicates). As usual, it receives the reward for the mineral vein

—
@ . based on the placement of the building.

STORAGE OF THE COUNCIL OF ELDERS

As the game progresses, the Council of Elders will gain tradition tiles, inlays, relics,
and King's Coins. By placing them in their storage, at the end of the game, the
Council of Elders will gain GP for the number of tiles it has (regardless of what kind
they are) based on the difficulty level of the game being played.

COUNCIL PHASE

In this phase, the Council of Elders gains GP for the following:

4 1GP for each pair of goblins, for each orc, and for each troll in its dungeons. The Council
of Elders has infinite keys, so it never discards enemy pieces in this phase.

Q 1/1/ 2 GP for each building it has in the Halls of the Mountain, respectively, in the 1st
/ 2nd / 3rd Council Phase.

FINAL SCORING

The Council gains GP at the end of the game depending on the difficulty level. The marker on its board
determines this score:

4 1GP (normal(}) / 1GP (difficult€€)) / 2 GP (expert @ @ @) for each tradition tile, inlay, and/or
King’s Coin that it has in storage.

¢ 1CP (normal€}) / 2 GP (difficult{)€)) / 2 GP (expert @ @ @) ) for each achievement reached on
the 3 Tracks and for each tool tile that it has available or in its discard pile. The tools in the upper
part of its board are not counted.

4 CP forits carts at the King’s Throne, in accordance with the normal game rules: 6 GP if it is the one
with the most carts, 3 GP if you have more than the Council of Elders, or no GP if it has placed no
carts at the King’s Throne. In case of a tie, follow the usual rules.




INLAYS

G- Dwarves can forge jewels that are inlaid into their tools. Each tool can have a single inlay of the corresponding color assigned to

it. The effects of inlays are always optional and are used during the clan turn, before or after performing the tool action.
The specific effects that the inlays can have are described below:

\ Q | Raise the strength of the dwarf assigned to this tool by +1 until the end of the turn.

/[
@ Defeat 1 goblin, thereby getting the benefit of the green die, and place it in the dungeons of your clan board.

 Defeat 1orc or 1goblin, thereby getting the benefit of the green die or the dark green die (depending on which enemy is
| defeated), and place it in the dungeons of your clan board. Additionally, if you defeat 1 orc, move forward 1space on the
Prestige Track.




TRADITIONS

TRADITION TILES

DwWaRVEN (UITURE wWORShiPS The MilleNNia-old TRadiTiONS 0f TheiR aN(eSTORS' (USTOMS, aNd
The dans STRiVe To hoNOR ThoSe who (aMe befFore TheM.

These tiles grant powerful bonuses that activate every time you fulfill the indicated requirement.

OBTAIN A TRADITION TILE. Choose 1 of the tradition tiles available on the game board (some of them

have a cost in GP you must pay) and place it in the space on your clan board. From that moment on, you receive the
bonus (shown on the right) every time you fulfill the requirement (shown on the left).

The specifics of the tradition tiles are listed below. Check the number of the tile to see the bonus and requirements:

These 4 traditions work the same, but each applies to a different tool.
When you assign a dwarf to a pick / cart / axe / compass, they get an
additional +1 strength for the basic action of that tool. This bonus is not
activated if the dwarf is assigned to a book tool.

When you Transport iron or emeralds, you gain
2 GP (instead of 1 GP) for each iron or emerald

4 delivered.

During the Council Phase, when scoring
enemies in your dungeons after checking how
many keys you have, you gain 2 GP for each
group made up of 1goblin, 1 orc, and 1 troll that
you have in your dungeons.

= —

When you reveal a hall tile, you gain1/2 /2 GP
the mineral vein discovered is, respectively,
emerald / gold / mythrall.

=

When you reveal a hall tile, you move forward
1space on the Mining / Prestige / Court Track
if the mineral vein discovered is, respectively,
emerald / gold / mythrall.

When you inlay a jewel, immediately carry out
the action shown on the inlay if it is silver or
gain 1GP if the inlay is gold. This is in addition
to the GP that are normally given by the action.

Each time you receive the benefit shown on
any of the 3 dice, you may choose the benefit
shown on any of its sides instead. Then, roll the
dice as usual.

Your dwarves only need 2 strength (instead of
3) to defeat troll enemies.

In each Council Phase, you may carry out a
delivery to the King’s Throne in accordance with
the normal rules.

Each time you forge a tool, move forward 1
space on 1of the 3 Tracks, your choice.

Each time you obtain a relic, you may choose
whichever one you prefer no matter your
position on the Mining Track.

Each time you reach an achievement on any of
the 3 Tracks, you get 1 support.

In each Council Phase, you gain 1 GP for each
pillar and each gate you have built in the Halls
of the Mountain or which is on your clan board.
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In each Council Phase, you get the benefit
shown on any 1 of the visible King’s Coins on
the game board of your choice (ignore the
GP shown on the position the coin is in). The
chosen coin remains on the board.

Each time you obtain a gate or pillar piece
(when all of your deliveries for the Monumental
Construction site in question are completed),
you get 1 support and move forward 1 space on
the Court Track.

In each Council Phase, you gain 1GP for each
relic you hold, whether or not it has been used.

When you activate a relic (at the start or end
of your turn), it is still used up, but instead of
performing the action indicated on it, you may
perform the action on any one of the relics
visible on the game board. The relic on the
board remains in its place and is not used up.

In each Council Phase, you gain 1 GP for every
2 buildings of any type that you have built in
the Halls of the Mountain. The GP granted are
rounded down if needed.

—

During the final scoring of the game, you have
2 extra achievements. These achievements do
not activate the bonuses on tradition tiles 15
and 23.

Each time you reach an achievement on any of
the 3 Tracks, you gain 1 GP.

From this moment on, you have an additional
key and an additional storage space. This key
and storage space grant GP via the objective
tiles that, respectively, score for keys or
storage spaces.

=
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When building houses or workshops, you may
place them in a hall where you already have a
house or workshop if there is space for another
building there.

During the final scoring of the game, you lose
1GP (instead of 2 GP) for each hall where you
have a presence (with at least 1 building) and
there is at least 1 enemy.

=
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You get a support each time you build a
workshop in the Halls of the Mountain.

You ignore any GP costs when you receive King’s
Coins and tradition tiles.

When you build a house in the Halls of the
Mountain, 1 enemy of your choice can be removed
from that hall and placed in your dungeons. The
usual benefits granted for defeating enemies are
not awarded (no moves forward on the Prestige
Track, no benefits shown on the die of the
enemy'’s color).

During the final scoring of the game, this tile
counts as a relic of whatever type you do not
have. This means it can even be a seventh
different relic type. This relic grants GP in
accordance with tradition tile number 19.

Each key allows you to hold 2 goblins in your
dungeons during the Council Phase (instead of
only 1 per key).

You may build pillars within 1 tile side of
separation from another pillar.

You may build gates even if there is another
player’s gate in one of the halls where it is to
be located.

When you build a pillar, you may move any
1enemy in the Halls of the Mountain 2 halls
or any 2 enemies 1 hall each (there can be a
maximum of 3 enemies in each hall).

When you build a gate, you may strengthen 1 of
your dwarves, following the normal rules.

During each Council Phase, you gain 1 GP and
may move any 1enemy to an adjacent hall
(there can be a maximum of 3 enemies

in each hall).
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PROJECTS

PROJECT TILES

COLOR AND VEINS

This tile grants 1 GP for each workshop located in halls
with mythrall veins. Blue has 2 workshops in those
halls, so they gain 2z GP.

GATES AND PILLARS LOCATED IN HALLS:
COLOR AND VEINS

Obtain the benefits granted by all the Halls they touch.

This tile grants 2 GP to each pillar located in halls
with mythrall veins. Blue has 1 pillar in 2 halls with
mythrall veins, and another pillar in a hall with a
mythrall vein, so they gain 6 GP.

ves _I; :i.-"-r:-g =BT ® Attheend of each Council Phase, each player receives the GP indicated on the project tile next to
._'T. 2 +:E=' . theEramarker as well as all those before it (see Council Phase, page 26).

|!.‘--— P e T M | Each project tile shows a construction requirement. For each building that you have in the Halls
r l—l—i t—;L--'V-:l:é'-F of the Mountain that meets this requirement, you receive the indicated GP.

HOUSES AND WORKSHOPS LOCATED IN HALLS:

This tile grants 2 GP for each house located in
yellow halls. Blue has 3 houses in those halls,
so they gain 6 GP.

This tile grants z GP for each gate located in black
halls and 1 GP for those in blue halls. Blue has 2
gates, oneis on 2 black halls and the otheris on a
vellow hall and a blue hall, so they gain 5 GP.



SPECIAL PROJECTS

PROJECT TILES

Choose 1 of your gates: You gain
1 GP for each hall that makes up the
districts in contact with that gate.

Choose 1 of your pillars: You gain
1 GP for each hall that makes up the
districts in contact with that pillar.

You gain 2 GP for each different
type of building that you have built
~in the Halls of the Mountain.

~ You gain 1GP for each hall where

. you have a presence with at least
1 building and in which there are
no enemy pieces.

- Choose 1of your pillars: You gain
1 GP for each house and each
workshop belonging to any player
thatis in the 3 halls in contact
with the chosen pillar.

Each of your workshops grants you
*1GP for each house that any player
‘| hasina hall that is adjacent to the

. one that workshop is in. Any house
in the same hall as the workshop
does not count.




OBJECTIVES

The daN elderS ManNdaTe diRe(Tives ThatT MUST be fulfilled iN 0RdeR
T0 PayYy hoMage TO OUR aN(LSTORS .

2 At the start of the game, each
player receives 2 objective tiles
that can grant GP for different
reasons at the end of the game.
These tiles are kept hidden until
the end of the game, but players can look at the ones they have
on their own clan board at any time.

In order to reveal one of their objective tiles, the player must
have reached a minimum of 4 achievements in any combination
on the 3 Tracks (Court, Prestige, and Mining). In order to show
the second, the player must have accumulated a minimum of 8
achievements.

You gain 1 GP for each tool that you have, including
the 4 starting tools.

Blue has fulfilled z achievements on the Prestige Track, 1 on the
Mining Track, and another on the Court Track. With these
4 achievements they are able to reveal 1 of their 2 objective tiles.

You gain 2 GP for each inlay you have in your tools.

You gain 2 GP for each pillar or gate piece that you
have acquired (whether built or not).

You gain 1GP for each building that you have built
in the Halls of the Mountain.

You gain 3 GP for each pillar that you have built in
the Halls of the Mountain.

You gain 3 GP for each gate that you have built in
the Halls of the Mountain.

You gain 2 GP for each King’s Coin that you have.

You gain 2 GP for each tradition tile that you have,
including the starting one.

m— —

You gain 1 GP for each strength point you have
among all your dwarves combined.

——

You gain 2 GP for each key you have in your
dungeons, including the 2 starting ones and the 1
that may appear on tradition tile number 24.

You gain 1 GP for each storage space that you have
available, including the 4 starting ones (whether
used or not) and the storage space provided by
tradition tile number 24.
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