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THE [IB]Elf'HIlE
OF THE GRINE

fix the Hern, the the gamwe is to flip over the
question mark tIIH W IIrH‘.I all of the ¥Wymer Stomes
{One per Hero) and defear thve Cursed Dwarves.

A the Villasn, the chjnct of the gome s to turn all of
the heroes Ir'|'t wralths before they can defeat the
Cursed Diwarves,

kéﬂﬂ:ﬁjﬁﬂ‘l‘
e

GETTING STARTED




n days of old an
shat  Baneient EUIL erept 3
[ [rom beneath the
grmmﬁ to coner ihe
world in darkness,
That enil was ealled
the MYMER.

4 The Foor Ringdoms of

. Muerwgrld were hurning,

. and their Rings were

" idlesperale. They pleaded io 3

- fhe Dwaroes, masters of

S slone and earth, oo 2id
fhem in (heir fme of need, :

The Darves ook pity
* anlhe rulers of 1
- Doermyrld, and nsing fheir -
. aneieni skills crafie ]
L: magical stones o rap e
- Mymer inside, senering
. e CUIL from is power,
* This brave aci, howener,
- pould prooe i be (he
i lmrurs unalmq
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The Oreaited Wymer had
b+ poners of its pmm, and lag a 3
E rurse on e slones 1hat bore s
© name. The ameient power lsar
hovmd the Mymeer b the siones
o eursed ihe Doarees a5 welll

The Dymer mas naw sealed
 aipay, bml il was wol alone, Boe
. 1o fhe Dwarwes; ihey were nom %
trappri inside the Nymer Siones. §
with Meir dreadful enemy!

The liymer Siomes, enrsed and
- forganien, Ly bost i e 0ast i
catacombs of the foaroes’ onee 2
grvdl realm, Tihe dark CUIL inside 3
. pathered sirengih o free isell
andl wreak hasoe on (eermyrll

ow, afier long slumber,

EUIL stirs onee more, The |

curse grows sironger 4
anil the Sione's power wanes.

e [l ihe sirongest and braoesi
Heroes of Dueruyreld, you
- hawe been Hﬂl’ﬂ 1o Adneniurel

STORY



GETTING STARTED I

Locare and ser aside
the two outcome cards.
Tou woa T nead thase wtd tha end, 50 no peekng

Shuffle each of the 3 decks and lay
.. them face down,

Open the game board

Diistribute Hero and

Cursed Dwarf pieces
Hares met one nonral amd ane Wit

Distribute Character cards

..}iﬁ: ‘ Place Hero pieces on their
513rt|ng Sp-::t

Aroang I

o Sort TIIE-'S accordlng o type;
- | I“
o T u--: '_|
an Y i

w Ths (17
'
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EASY SETLIP MORMAL SETUP

-
-Oh
[1T] 5‘ ry':omu;o“wm P o
E (W] 20 Trap Tiles
p—4
n [T -1 0 R Tikes
T ' Pecsmmmnced wher ployary. - [JTPO SRR
- b pargh pomei e grme.
uo

CHOOSE & DHFFICULTY AMD SET UP ACCORDIMGLY,
W saaggiest thi MORMAL senp.

Randam Tile Strategic Tile
Placament el Placement

Setvp  Pegured

5= T Mirutes Seoap B-12 rimar Semp

Placa the chames mix Flace the choms mix

Ty . o Herd 1w
af e on the Board hased on the
bear sransgy v fol the bero, Lock

g Pl e Mo v

et pripn amay recs 2 d force heroees o F gt
tham randomly an the baard thet i way 0o thedr anon es.
Plaor ar Irasi & ook cil e Place i many bkechis i

il eant, a5 kong as they

CHOOSE
SETUP

Ther Fogmy Wi o Pl O doedlowy i bock rules.
W e die 1 P oo plilyiag wirkair a W poave g chmat o pad o GRTLE
wilia Iy, place Slar auirg ol methad P T g p—
s ey ot e Ltrarrr s, s Lo
i s ol st il e e b e el
o Fa g g o g i

Once the board ig st up, the Youngest here goes first, then play
cantinues clockwise 1o the left

LOCK RULES &
Locks must be placed where they

block an entive corrider or portal,
5o no character may walk chrough
thern.

GETTING STARTED




SETUP

Play Area

-1 ]

;: glgrznlw
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Curaed Crasmrves =
L e R Hnp

Lagi plager (fillain)

The Hnr area should be set up something like this.
Keep all unused trap and relic tiles in the lid of the
box for easy access. The villain should be seated so
their turn happens at the end of the round.

NUKED CARDS LLCO© 2022
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CHRRACTER CARDS

The character cord trocks hit points,
potential benuses and how far the

character can move on its turn. The first Rall of your

turn

warrior's Tower

rapresent kit

If thesy bacome
Full, your characrer dies
and becomes a vwralth

HERO TACTICS:

Edil v bmif @ differast abiling,
Uee peowesorks The wizored oas
LE kT ARG SHOVRCIEC GF
themas beer, the palodia con Asal,
the ranpar con revaal and wlock
od Ehe warsies botroag. Gaee
e Curned Dwarecs show wi, vau
el b8 ward logaiher, Trdde

v Lk, Rolepart Aok @Rk froam
harm, ctoy ket and perd yair
Eranga o bamle ar oa proiecE a
ratrecd.

GETTING STARTED



TRAP CARDS

If you reveal o Trap tite, draw o card from
the Trap deck ond read it. The Trap Cords
are different abrtocher, oddities ar
MROASTErS that you wnco

rap the Wymer Some are g
| athers, it all hees 1 cofroenes. Read the nome of
the Trap Card alsud so all the coher plipers can
mear: then ol agminet it. The guocome of the
rail will detarmins which sde of e crd 1o
read, and what happers to your characmer.

Lk S 3 symbal in the
cermer of t teap card
and see H your characrer
Foni @ benus againgt it an
your charasoer card

IF yeecs s s il bnanke
for che “thumbs uz*
sywhol and read this
portian al the cad

GETTING STARTED NUKED CARDS LLCO 2022




REUIC CARDS

If yau raveal o Relie tite, drew o eard

from the Relic deck aond reod It Eher

phce i an avwlable card shot, or vae it

You may hove up to Irslc cords par
you draw o 3 care
mmedintely darard #, or drode

1h}
each ocher

The benafix
of a relic can
be found in
this area.

GETTING STARTED




Gameplay
Heroes take their turn first
H e ro Youngest player starts

I u rn C=Imenlay moeas clockwiss 13 the
et

As lhlﬁ Htﬁlll. Cheit ﬂ?}lﬁll D’rl.riﬁ
it 14 Lo B o & i iy = & .
Btk ribes 1o Rna sl af e Rl a single die to see if

Wynsar Stones (ena per Hara) F
and defuat the Carset Deasvas.  JOU BAIN any character

powers on this turn.

' yaur ablkty can affect another
Heroaes can: player. you heve untl pour nest
- Rall Tee & niw bers 2t tha b turm fo usa it
F they arm o
e of spaces ' your abikty anly offects pourself,

] h‘?l:,‘f‘::.lrri:h'afmcr’fts vOu MUst use it on the same tum

- Mot Mewe Diagooally oy ol it
- Mot Move through § over Cursed
Craarves.
Callect up o 2 Relics MG‘I'E your characber EhE
- Aurack lecks number of spaces on your
- Bprack rrags
- Agtack Dewarwes il the hera character card.
Has found their Wymer Stone o .
Be rurreed into a'¥raich | 0T MOVETENt Carmes pow aver
- Ravine anceher player f the any tiles, pou must wm them aver
et card o Toand Witen paLy characher lands.
Resalve any tiles you've

HERD TACTICS: turned over or encounter,
Lise portafs to your odvantoge ORI Vg R0
to cover mmare graund. You
don't want to be cought by

the Cursed Dworves without
FOUr Stone,

HERO TURN (Basics) NUKED CARDS LLC® 2022



HERO TACTICS:
Always try to Wcover
as many tiles on your
turn as possible if your
health is good. Your
companions will need
all the relics they can

get to defeat the
Drwarves.

ur
aracter
=

mavement

I your rmvenenl carmes Fou aver any

st dum thern aver when war
P CINTIE S T

Fli
Tiles and
Resolve

HERO TURN (Basics)



Gameplay

Finding your .«
yau find your Wymer Stone
Wyrrlar Stone Place it on your characoer card

H E n H IF pana firv] amathear 'Du'nycr's SN

leawve i e up where pou found #

To attack a Cursed Dwarf, Foll
Apainat it whan you are within
ent space in any direction,

YOou MUST HAVE YOUR
WYMER STONE TO ATTACK
a Cursed Dwarf

These dwarves rust be defeated
in order for the heroes to win the
game,

The hero, if allowed, may attack

R = -II.I'K befare or after moving, bur not
AT ARE :Jr..':.r_ni:-.nr ) both
IV 1‘*’“”" HERO TACTICS:
If yau dan’t have your Wimer Stone
Thair siurizir sl yet, ovoid the Cursed Dwarves and

:I;',;;" 'I.IJ_I‘-.';;JJ g search for your stone. The Cursed
2 Dwarves will likely target any hero |
wiha has yet to find their stone, os
they would be wnable to fight back. |

HERO TURN (Stones, Dwarves and Wraith) NUKED CARDS LLCO 2022



% bameplay

fa
! .
A;ttaﬂklng All attacking is done with a

standard die.

Roll a single die against
the opponent. The biggest
number an the roll, plus
whatever banus or power
might be in play

" determines the winner.

T

i Ties go to the Villain.

W allauwed, you may
attock, ane of o
time, o3 mony
ofponents char ore
G SPAcE awey.
Anngursce which ane
L you are otbocking
ard roll against it

3 -é: : A fai or o Drwart

HERO TACTICS:

If you have your stone,
seek out and attack the
Dwarves. They must be
defeated to win the gome.

HERO TURN (ATTACK)



GAME BORRD

Mavement Through
Walis If Allowed




PORTALS

Portals are scartered
throughout the map.
and should be used as
often as possible to
traverse the map
quickly, Don't wasee
time walking when a
portal can make ic

The realm of the Dwarves was once
fare and majestic. Now, oges of
darkness have tainted their holls
with tie sour stench of death, The
same magic portals that were ance
the envy of Overwyrin oy ungmarded.
Down in the dark, evil pours into the
coverns like Mook and putrid water,
Amy hern wio dares to wander there
should prepare for danger arowund
EVEFY COrfher!




T e e e o7

gim . E”H warriors within the Stones as well,
aamﬁ’:g fsrcmemt e same fate as the Wymer, As

th 5 POWET weakm.dr%g;emg mﬂz‘;ful

e Stofe”
EiniFe within the Cureed sfan

Each of the Cursed Dwarves hold the final powe
of 8 s?n 2 Wymer Sti:mraI within them. bﬂ.lfﬂll‘mi‘t
©

theei rm:fnlmgm to the stones can

b, TTee [wanves no more do delve in ooves bereatit the winter rroon
P Tresir ringing hoummers SE0g e more, thelr ceverms How a [omi

s Forger rivem ot far days may come wiren darkness Waoms ro e
8 Tien wito will ring efee hemmer Bow to sove ws from e Bymer?




- BN v PN N
THE DRERDED

mer

The Wymer is ancient and dark.

ik i el s gt e
W I conplete s it wias mally to

ne with the mﬁ'ﬂ. All that remains are fragments

I speak of a hung?jrrﬁuwer colossal and cruel; of tecth

and fire and dread that fnff on all wha dare to stand
aguinst it. The Wymer is anguish and destruction. The
Wymer is doom.

WYMER STORY



Gameplay

s s Villian can: o
L ﬁ;"i I

- Place 2 new tles W

I u rn - Place ane new lock tile s
Lock nnes still intoct i,

As the Yillxin, the object of the Take any Cursed Dwarf i’:h&. L

game s t@ turn Al of the heroes - X a
Into. wraiths befare they can Actans -

dedeas the Cursed Dwarves,
- Roll against all hero rolls
unless specified.

[Locks, Jraps, Ect) 0

Cursed Dwarf Control
(e e Cursed D svent m

iz tnppersa, the Villain has full +
contral of any dwarf on the L
board and may choose to

move: as |1'|.'|r|:r |:|w.'|rur.5 a%

they wish an the Villain turm

accerding to the spaces an

the Cursed Crwarf Card A

The willzin may attack

l befare or aftér moving, but
not both

d v ;| VILLAIN TACTICS:

Seek out and attack any ployer
i > F whao has not found their stone.
They eannat harm your dwarf.

Villain Turn (Basics) NUKED CARDS LLC® 2022



CURSED DIDARF CARD

Cursed Dwarves can:
- Apmack Heoroes
- Move through walls

- Move across chasms

iy N
ALy, ‘ - Miowe through portals
el - Ignere locks
o 5 ] = lgnore traps
i -LJ - Ba att'u:lmd by a hars with
il 1 their YWymer Stone

— L ¥illain Attacking

[ Hero using Dwarves

'y 4 successful attack e
trap tibe & ploced an the hera's
character card.

T e 4 falled attaek o a here
F..,..;,,_.r-"d,,;.,'b.;m,,,_. with their Wymer Stope means a
hl.d‘lcbwi is trap tile s pioced o the

defeated. Fiip the Arcacking Dwearf Card
edrd avar bo Fead
;!* iz Folling ottacks an heroes
: without their Wymer
Stones and Wraiths do not

YILLAIN TACTICS: damage the Dwarf.

Use portals to your advantage to
get ahead of players.

The willain may move the Cursed
Dwearf the number of spaces on its
card ard attack any hero or
wraith within one space in
any direction.

Remember, your dwarf is like a
maoving lock, 5o use it to block the
hera's escape

Villain Turn (Cursed Dwarves, Attack)



Gameplay

Wraith
Turn

Your new
objective d: o
wraitfy i5 to ged
back to your
starting space
to revive your
character.

Thare sre T ways to
ravive yaur wraith
character.

Reach your starti
spot again i
or

Be revived by

another pliru"‘!
card action

Wraith Turn (Basics)

- First draw a card from
the VWraich Deck and
follow the action
prescribed,

- Then mave your wraith
piece 2 spaces if the
Wrarth Card allows it
and your wraith piece is
stll on the board.

Wroiths can:

- Mowve through walls

= Mowe across chasms

- Mowe through portals

- lgnore locks

- lgnore traps

- Be revived by a card played by
another player

- Ba revwwad by retuwrning
to the hera's starting space.
Bo attacked by Cursed Dwarwes

BEING REVIVED

There are cards in eoch deck
thot cowld potentiafly revive
enather player fram being a
wraith, Hodd on to these if you
find them. Withowt them, the
wralth must make it bock e
their starting rpot io be rewived,

NUKED CARDS LLC®© 2022



IDRAITH CARDS

There are X
outcomes for
wach Wralth

A single successful If Your Wraiths Plece is
attock by a Cursed Removed your turns
Dhwarf on o Wralth consists of alding the
removes the Wroith cursed dwarves by

plece from the board. drawing a wraith card and
The only way for that reading the negative path.
Character fo be revived

afterward is by onother If your wraith is revived, you
bera's cord aciom, raturn to normal gamaplay

Wraith Turn (Being Attacked)



End of
Game

Once the Wymer Stones are uncovered and
the Cursed Dwarves are in |'.lr.:|'||'1 the Bame is
almear over, The Heroes must defeat the
Cursed Dwarves or Die Trying.

VillainTips

The heroes that hawe not
d their stane should be the
s of your initial attucks.

Use locks and the Cursed
rves themselwes to funnel
heroes where you want them.
r't farget you can attack one
a time, as many heroes as pou

t that are a single space away.

| Awicid the Players that have
und their YWymer Stones for as
ong as possible, as they can
gr 1fnu if your amack fails or
il they ateack yau.

If the villain
succeeds, the
heroes lose and

é they read the

END OF GAME OUTCOMES

Hero Tips

Commumicace with the other
heroes and procect each ether
wihere possible.

ot

Llse porrals aften.

Sawve Rodics whan Eu:::.iihlt for the
End af Game.

Payers thar have feund thedr
Wymer Spones should foous an
a':nn:lcin;; any Cursed Drwarves.

r that has not found
should work hard o

nd ary relics
they can.

If the heroes
suceeed, they
reod the

“¥ou Are
Victoriows™
outcome card

NUKED CARDS LLC® 2022



PIaYi n First: Setup is a lictle

different.

w.thou A Use ALL the lacks at the
a villain :‘E\E'nnm.l]'.ﬂf tha game as

these won't be refreshed by

a villain.
The most fun way to play
Curse of the Wymer B. Make sure to follaw the
Stones is with a designated  Mormal Difficulty or harder,
willairn. That being said, if as playing without the vilkain
nobody wants ta be the is automatically easier by
had EWY. you can still r.||?|}- wirtue aof the Dwarves bcing
with up oo all 4 herces and  stationary.
na villain

Second: All villain ralls are
If you don't want to play done by the player to the left
with a villaln, there are a al the current hera,
few differences in setup and
garnepliy te follow. Third:The Cursed Dwarves

do not mowe, but stay on the
H!‘.l‘ﬂ xr.'arlirlg Krlilfl‘. ance
they spawn. This means they
den't “attack”, but must still
mwust be defeared to win the
game,

All ather rules stay intact.

PLAYING WITHOUT A VILLAIN




Specific Rules

The following should be used io
pavern gamepioy as you ,!i\cu At least
ane peson should have these nades
at band, ond check them i there is
a queslicn.

If @ nide b5 not shecified below,
coviersus of the plaper sheuld be
ured o povern Hhat instance.

What is @ Round

A mune! is froen the begiming af the
first ployer’s turn to the end of the
¥illdir Lurn.

What is o Turn
A turn s pour ploce in the order of
Loy

Character Movement
Characters can cnly move in straight
Ynes, not d.i.ugulml Thn;'ilr o howerver
attack within ane space in any
direchon

Sharing Spaces

Choracters con mot share a spoce
with eoch other,

Matching Dice Rolls

If the willain and the hero roll the
same number, the vi¥ain wins the
rall iabess the hero hos some
augmenting abiliy or relic. The
here murst beat the vifom rofl

SPECIFIC RULES

Becoming a Wraith-Q|

If @ character becomes o wraith,
they clear their character cond of
trap ties, AL of their relic [ trap
cards ove discorded, I they are
revived, they ore revved with full
heakltf, But they da not recain ther
relic [ trap cards

Becoming o Wraith-Q2

If o character finds their stone then
becomes o wraith, they keep their
stone throughni,

Wraith Revival -Q |

If o choracter is resvived from
being @ wraith whdle they ore on
o wall or chasm fhoce, they wil
place their hero piece on the
nearest avodimble regular space.

Wraith Revival-Q2

If o 'Wiraith i revived on their twrm
orr their starting spoce, that
conchdes their fan.

Wraith Piece Removed

If your wraith pisce is removed,
your turms consist of aiding the
cursed dworees by drdwing a
wrath card ond reading the
negative path undl yow are revived,

Character Powers-Q |

If your hero turn continues due o
a card hencfit, yowr chovocter
keeps the power pou rofed vl
your fum is resobed,

NUKED CARDS LLC® 2022




Character Powers-Q2

A character may hold a power thmt
affects ather plopers undil the
begimning af their next turn. When
their noxt turm bc-g\.ns_ they must ol
again for dratber power

Character Powers-Q3

If your choose to wail to use your
poer, bt pou hecame a weoith, pou
lase the abality do use that power bl
o are revived and roll i@ apmn.

Teleporting ather Players

I the Wizard teleborts onother plaper
an a tie, the ployer wha is telsheded
st resoive that tie, then the
¥Wizard continues their wen, Wizards
may ot telepert Walths

Attack: Dwarf or Hero-Q|

If alowed, you may attack, ane ot
@ ime, % many opponents
thot are one space away.
Anrounce which one you are
attacking and rel agmnst it

Attack: Dwarf or Hero-32

Yew may attack befare or after yow
mgve your charocter, but not boti (f
a her is attacked, they may nat rofl
far o power first, bl aay powers
could stif be assigned ta them i
aflawed. Aay relic the hero has may
e wsed,

Attocking Locks

I yow want to move throwgh a
Tk, you must 1p¢fiﬁ.' which A
and roll against the willan to
destray the lock. [f you fail the
fock stays in place and camnot bo
altreked by your character ki
yaur next ., Youw moy ol
apainst any lock pou are tylng 1o
move throuph onee oo pour turn,
Yo musst be within ane space of
@ lock Io rell apainst it urdess e
[ock & focking o partal pau are
atemphing @ ext

Cursed Dwarf Event -Q [

‘When o Cursed Dwarf” Event
hegins, the ¥iloin moy choose
whit Dwarf gocupies the
corresponding siovting spoce. i
there iz na viloin plaoping. then it
should be chosen randamby §f
bossibie or by consensus of the

bc'r.!l'(c#.

Cursed Dwarf Event -Q2
If ony hera or wraith occufiss fhe
corresponding storting space
when the Cursed Dmrf Eweril
heginz, the hero or wraith i to

be moved aver one shace and
the Drvarf i 1o oocupy the
correct starting spoce
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NOTES
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