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Each player manages the activities of a dwarf clan working to ex-
pand the underground kingdom Dwergar. The game is won by the
clan that gains the most victory points by completing the architects'
projects.

The game consists of several rounds, during which each player takes
one turn. Each player does three actions during their turn. Almost
every action involves placing a dwarf onto the board to gain some
benefit. During actions, players will mine resources (stone, iron,
gold, and crystals), process them, and use them to complete proj-
ects, bringing victory points — and sometimes also providing addi-
tional bonuses during the game or during the final scoring.

In addition to the four mined resources, there is also a fifth resource:
heat. It comes from blast furnaces, and it powers the great machines
of Dwergar. Heat is an ephemeral resource, so to use it efficiently,
players must expand their own furnace networks. The dwarf worker
meeples come in colors representing their specialty (engineer ‘ 4
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blacksmith _-, ironworker t ). Sending a worker to perform an
action in his specialty brings additional benefits — which is why
good worker management is important for winning. The workers are
not permanently assigned to players, and the number of dwarves for
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each specialty may be different in each game — this ensures unique
replay variety.

Dwergar is a large kingdom, and the players' clans are not the only

ones working on projects. Each round, an event card tells what else
is happening in the legendary kingdom.
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liamé¢ preparation:

1. Place the main board in the center of the table, where each player
has easy access to it. Place the 5 cart tiles on the 5 levels of the mine,
as in the illustration. A .

2. Take the project decks that will be used in the game. The number
of decks used equals the number of players:

Number
of players

Humber Re<ommended decks
of decks For new players *

2 2 D@
3 3 X X6
4 4 X X&)

o Experienced players can select any set of decks.

Each project deck has 9 cards (4 basic projects and 5 advanced proj-
ects). Separate the basic and advanced cards. Shuffle all the basic
cards together, and shuffle all the advanced cards together. Form a
combined deck with the shuffled basic cards on top and the shuffled
advanced cards on the bottom.

Deal the top 5 project cards onto the 5 spaces of the order track.

Example: .

4 players take the 0 . @ . decks.

They separate the basic projects and the advanced projects.

They shuffle all 20 advanced projects together 1 and place them
onto the board B , then shuffle all 16 basic projects 2 , and place
them on top of the advanced projects € .

G

Tiles with <arks

3. Choose the starting player. This is the player with the longest
beard. If no player has a beard, then the shortest player. The starting
player selects their clan color and takes the corresponding foreman
P , player board, furnace tokens, and heat level marker. Then in
clockwise order, the other players choose their colors and each take
their foreman, player board, furnace tokens, and heat level marker.
Each player places two of their furnaces onto their player board, cool
sideup £ . Players can build more of their own furnaces during
play. Place all players' victory point markers onto the "0" position of
the victory point track & . Each player puts their heat level marker
F onto the "0" position on their own player board.

£V4ht <ards
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engineer

4, Shuffle the event deck and deal 9 cards (face down) onto the event
card space H ' of the main board. Return the remaining event cards
to the box - they will not be used.

The number of event cards equals the number of rounds.
You can play a shorter 7-round game,
for example, by playing with only 7 event cards.

5. Place all the resources (stone, iron, gold, crystals) near the main
board. Thisis thebank I .Resources are notlimited to the phys-
ical mix provided; in the unlikely case that pieces run out, players
can use chest tokens.

® 2 2 9
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4. Shuffle the dwarf workers and randomly select 6 to return to
the box; they will not be used. Thus each game will have a differ-
ent distribution of specialties. (It can even happen that one spe-
cialty is entirely out of play.) From the remaining 12, each player
receives one randomly selected worker. Randomly place the re-
maining workers, one each, on the following squares: alchemists’
laboratory, bellows, workshop, forge, lift, chief architect’s studio
and on each level of the mine, starting from the top. (Ina 2-player
game, each mine level gets a worker; in a 3-player game, level 4
does not; in a 4-player game, levels 3 and 4 do not.)

7. Distribute starting resources in clockwise order from the start-
ing player:

Player l starking Resour<es ] In Lhe <art

k-
@
P9
@ @ @ in cart on level

in cart on level

L
g in cart on level
@

in cart on level

ECEE

o= W o=

8. Set the round marker d  on the board on space 1.



Marks for
the faskern Districk de<k

Space for
project cards

Heat tra<k

Play<r resouress:

Each player's board should have clearly visible their meeples (fore-
man and dwarves), resources, furnaces and heat level. Completed
project cards go next to their owner's player board: non-upgraded
completed projects on the left, and upgraded projects on the right.

Heat:

Heat may be generated by furnaces. Furnaces can have their hot or
cool side up. A player can extinguish a hot furnace, turning it over to
its cool side, to gain 1 heat for immediate use.

s

hot Furna<se <0¢l burnde

To gain more heat, a player must light their furnaces again or build
new ones.

spaces For Furna<es”

* the specific positions of furnace tokens
on a player's board do not matter

] ]
1 1
1 1
1 1
1 ]
1 ]
1 ]
-————
Space for
upgraded

project cards

$pa<<s For resour<ss

Each player starts the game with two cool furnaces. Each player
should take care to maintain their flame: at the end of each round,
each player with a hot furnace can light one of their cool furnaces.
Another way to gain heat is to use actions on the board (e.g. Bellows)
and specialist dwarves. When a player gains heat T this way, they
advance their heat marker accordingly. This heat can be spent
any time during the player's turn, instead of extinguishing a furnace.
Heat is, however, ephemeral — at the end of the player's turn, the
heat level on their board drops to zero (50 any unused heat is lost).
Heat from extinguishing furnaces and heat from the heat track can
be combined: for example, if a player wants to spend 3 heat points,
they can extinguish one furnace and move their heat level marker
down 2 spaces.

Heat from the track cannot light a cool furnace.

A player's heat level track can never have more than 10 heat.

Sequen<e of play:

The game takes place in several rounds. The same starting player
takes the first player turn each round. At the start of a player's turn,
first deal new project cards to fill all empty spaces. Next the player
does 3 actions. When done, they set their heat level marker to 0.
Then the next player in clockwise order takes their turn, and so on.

After each player has done one turn, the round ends. Draw the top
event card (except at the end of the first round) to reveal what other
dwarves in the kingdom of Dwergar are up to. Resolve the event.
Then each player who has at least one hot furnace may light one
of their cool furnaces. Advance the marker one space clockwise on
the round track. The round is now finished; if this was not the last
round, start a new round, again with the starting player's turn.

£a<h player's turn:

© Refill the project track to 5 cards,
€ Do 3 actions,

© Resetheatlevel to 0.

£nd of around:
© Discard any active event card,
€ Draw and resolve a new event card,
© Each player with a hot furnace
can light one cool furnace,
© Move the Round Track marker.

Vickory Points (VPs):

' " ‘ Victory points are the prestige earned by dwarf clans»l:y
their hard work. Each pl;a:er starts the game with ().
Each time a player earns (O, adjust their marker on the

score track. When the game is over, the winner is the player
with the most victory points.

I had never understood the qenerally a<<epted dwarven
truth that sounds <oming from the Forge were anything
mor< than mere <labber. | r<a<t«<d with sin<er< bakl¢-
m<nk Eo assuran<<s Lhat For some, Lhis <a<ophonyis pur<
musi<. How | understand; | underskand perbe<tly after
list<ning to <on<<rts played with hammers, tongs, and
<his«ls. The <onductor of this or<hestra of oukstanding
bla<ksmiths is none other thanshain barkdigger, theleg-
<ndary Foreman and master of the Pwergar blacksmiths.

I am Far from being an «xpert on the quality of stones
and other ores. How<ver, While «xploring this topic o
prepar< For writing this <hronicle For you, dear reqder,
I «xpand<d my knowledqe subficiently. Therefore, 1 <an
<ohfirm that the qualiby of the skon«s that Fill the <arks
oh this First level oF the mine is, in 4 word, outstanding.

Th( unloading ared is an impressive hall, where huge <arts
ars LiFted up From the mines. You <an try b imagine how
mdany pre<ious minerdls and rich metal ores are <ontinually
brought up her<, From below... You <an try, but | sincer<ly
believe you will spectacularly Fail such q best.

OM bruly Feels bhe mystical qura abber des<ending to the
next Level. The iron ore deposits ar< «ven denser. $verything
glistens From the glow oF the gold veins Howing through
the mine walls. bespibe bhe melody oF mining, ab bimes | Felb
Like | was skanding in botal silence, immersed in 9 deep sense
of aws.

spdrkling precious qems, Like bhe ¢yes oF mystical <req-
tures, wink ab «very turn. IF on the previous levels mys-
bicism was Felb... here it is overpowsring. My inkernal
d«sire bo <ontinually trans<ribe my b<<lings was thwart-
4d here on the Fourth Level oF bhe Pwerqar min<: | simply
stood and leb this place’'s waves of mysticism Flood me
with s<nsations. | hope thak my s<ribblings manage to
<ommuni<at« at least some of these emotions...



The mine:

Dwergar's mine consists of 6 levels:

€ Unloading level

Intermediate transit level -

tevel [l produces P Y
level produces G T

tevel [0 produces @ T)

tevel M produces R Y

Resources obtained in the mine do not go straight to a player's
board. Instead, they go into the player's cart, which must be brought
up to the surface. To do this, you must operate the lift. Every time the

¢ O O O O

lift operates, move all the carts 1 space toward the top of the board
(along with the resources on each cart).

Thus the players are collectively responsible for the transport of re-
sources — sometimes you unwillingly help opponents, by moving
the lift to move your cart, and sometimes opponents help you.

I am now extremely grabeful For that year spent training my
<hdurdn<< and vigor, becaus¢ otherwise | would not have had
the opportunity to <onvey ko you, dedr reader, the nature of
my work day in Pwergar. It all begins with 4 hearby medl and
discussions about proje<ts in the qreat hall. The buzz of <on-
Versations and voices Full ofF pride Fill bhe qir with an qura of
debermination and a Feling oF diskinction. Be<dus«< non< of us
Wire here by a<cident. The names oF the qreak maskers of met-
allurgy, brilliant ar<hibects and engineers, and re<ognized black-
smiths Would Fill numerous <hronicles — oF <ourse, such alist is
<ons€rv4d in Dwerqar's ar<hives — 50 pleds< g<company me and
my p<h Lo the various wonders of the dwarven maskers.

£xampl< of mining resources:

R¢d player - A<tion 1:

Red has meeples: i and ;4 4

w

Red decides to put an ironworker * on mine level n
The location currently has an engineer 5
so Red takes the engineer, then puts their ironworker t .

Red does the mine level's action, adding O ' O
from the bank to their cart on this level.

Red player - A<tion 2: 7 ..liftsall carts up 1 level.

8 Red gets @. The cart tile on the unloading level (at the top)
must be moved down to mine level n(the bottom).

Red has meeples: ‘ and __ :

4 | Red sends their newly acquired engineer* to mine level
There is currently no dwarf on this space, so Red does not

take any meeple in compensation. Red’s turh is now over.
5 | Red does the mine level's action, adding @ < to their cart This also happened to be the last turn
on this level. of the round, so players reveal
the next event card:

Red Pld‘(l’ = A<tion 3 This event lifts the carts up 2 more levels!
_— . As a result, individual players receive:

Player £xtractionl £xtra<tion Il

P9 @D
@
2D -~
O —

Red has meeples: _;' A

00060

4 Red sends a blacksmith *' to the Lift and...




Ac<tions:

There are 11 possible actions. 10 are associated with board loca-
tions (4 mine levels and 6 other workplaces in the kingdom of Dw-
ergar), and the 11th action is used when a player has no dwarves.

A<tion $hieck $pecialist

o9 -
@O .
P70 -
R Y i

Exchange resources i z

. Mine Level n
Min< Level ﬂ
Mine Level n
Mine Level n

Al<hemisks’ Laboratory

Bellows Light furnace i _;—
3113 Raise carts i *
Workshop Build furnace ‘ *
Forg¢ Exchange resources * L«
<hisk Ar<hit«<t's studic Complete projects ‘L
Work Break :':z‘:r“"::r':j: =

To do an action at a board location, a player must place a dwarf from
their own pool of dwarves onto that board location and performs
the action. If the location already has a dwarf, first remove it before
placing the new dwarf:

€ If the removed dwarf is a worker (engineer, ironworker, or black-

smith), the acting player takes it (and can place it in a later action, in
the same turn or later).

10

€ If the removed dwarf is a foreman, it returns to its owner.

€ If the location was empty, the active player simply places their
dwarf (without gaining a meeple in compensation) and performs
the action.

A player who has no dwarves to place can only do the Work Break
action, to remove their own foreman from the board and one select-
ed worker (engineer, ironworker, or blacksmith).

Each non-mine location lists two specializations. When a player
places a dwarf who matches one of the location's specializations, the
action gives a bonus effect in addition to the location's basic action.
For example, on the Bellows:

i Light all furnaces

« Gain 2 heat levels.

E No bonus effect, but can still go
to the Bellows to do the basic Bellows action.

Using a specialist bonus is optional, and so is using a location's basic
action! It is possible to:

€ use the basic action and the specialist action,

€ use only the special action,

© use only the basic action (even if you placed a matching specialist),
€ use no action, placing a meeple only to take the meeple that is there.

Board lo<ation a<tions:

On all mine levels, when you do that action's level, you will gain
that level's resources into your cart, if your cart is empty. If your
cart already has resources, then it is considered full, and the action
gives no new resources, but you can still do the action (e.g. to take a
specialized worker already there into your pool). If you placed your
foreman to do a mine action, then put your foreman into your cart
on that level (along with the resources in the cart). As soon as the
foreman reaches the surface, he returns to you.

Level n
Put cs ' into your empty cart on level n

A
& 4

Level
Put ' Q into your empty cart on level n

Level a
Put @ ’a into your empty cart on level n

e [

Put ‘ into your empty cart on level n

1

Move all carts up by one level. You can spend extra heat to operate
the lift longer, moving one additional level up for each heat spent.

Itis legal to pay as much heat as you want to keep raising carts (to
gain more VPs), even if all carts are empty. (The rulers of Dwergar

appreciate hard-working dwarves.)

t Gain 6 for each level moved.

You may put 1 stone into each player's cart on a selected
level (regardless whether a cart is empty or not). This can

be done before or after lifting the carts.




Build one new furnace: pay 1 a , then put a new cool furnace
(of your color) onto your player board.

* Build one new furnace, by paying QO :

(Thus you can buy 2 furnaces in one action, paying a total

oA WWD)

Light one of your furnaces.

(B2

Light one of your furnaces.

i Light all your furnaces.

k

¢ Raise your heat level by 2.

A

atory:

Convert 1 resource to several less valuable resources,
as shown in the conversion table.

(E.g. convert m to@-@,m‘ E to 'OO]

During one action, you may make only ONE such exchange. (E.g. in
one action, you cannot convert ‘a to Q @ , and then convert
299

3 You can make 2 additional exchanges (thus a total of
<

3 exchanges). Itis legal to exchange newly acquired resources.

Example: you can convert ‘ to m m (as the 1st exchange),

then convert those W % into @ G @ @ B B (as the

2nd and 3rd exchanges).

i Light 1 furnace and raise your heat level by 1.

Convert resources into more valuable resources, as shown in
the conversion table. During one action, you may make as many
conversions as you like and can pay for.

Example: you can spend 1 heat and ' to produce @ :
then spend 1 heat and Q to produce ﬂ :

Upgrade one or more of your completed (but not yet up-

graded) projects. Each project costs the printed upgrade

_+ ) cost+1 additional heat. In one action, you may upgrade any
number of your completed projects in this way.

* Gain one heat level (which you can spend in this same forge

action).

Complete one of the face-up project cards on the project track,
by paying the resource cost on the top of the selected card.
Move the project card from the board to the left side of your
player board. When completing a project, you may immedi-
ately also pay the cost on the bottom of the card to upgrade it.
Project cards are described on the next page. Each completed
project immediately gives you 6 (shown at top of the card):
adjust your VP marker on the score track. Upgrading a proj-
ect can give additional 6 (shown on the bottom of the card).

Take back one resource used to pay for the project. This does
* not reduce the cost: you must have and pay all the required

resources! You simply then immediately regain one of them.

€ You cannot take back heat, nor resources spent for upgrading the
project.

€ You can only take back a resource if completing the project costs
more than 1 of that type of resource.

Example: if completing a project costs ' 9 a,
you can take back O , but you cannot take back @

The cost to upgrade the project is reduced by 2 heat points.
P In contrast to the engineer bonus, the blacksmith bonus re-

—*="  duces the upgrade cost.



Proje<t <ards:

Each project card has the following information:

omm/

\1

Seal color - which deck this card belongs to.

Project cost - resources paid to complete this project.
Victory Points - VPs gained for completing this project.
Upgrade cost - resources paid to upgrade this project.

Extra victory points - VPs for upgrading this project.
Upgrade effect - additional effects for upgrading this project.

N W W N

Card number

Detailed descriptions of all project cards are on page 18.

Each project also has an additional optional upgrade cost, on
the bottom of the card. When you are completing a project,
you can choose to immediately pay this additional cost, to up-
grade the project for additional 6 or some other bonus (as de-
scribed on the card). Place upgraded projects to the right side
of your player board. Upgrading is not an additional action; the
decision to pay for upgrading is part of completing the project.

0 The Kew shatt

The Hestarn Pistrick

Erolden Terraces The tastern bistrick

Ak Ehe mar< Ehought oF s<<ing Ehe Likt in the great shakt, which
<onstantly supplies raw materials b0 talenbed <rafksmen, | Flb
an «x<item<nt Ehat | <ould barely deseribe. What g blow ko my
pride and sense of <olorful imagination was todayl When my
<\¢s 3aW bhe source of the mighty rumbling — bhese powerful
moving <hdins and rotating gears in the vast shaft... It is 4 Fail-
ur< of my <raft that | la<k the words bo «xpress the delight af-
Forded by this view. The legendary Foreman bahy Jewelhammer
(known For his achievements during the expedition deep inko the
£astern Pistrict and the <onstruction of both skeam ducks) al-
Lowed hims<lF 4 moment of reflection with me. He sqid, "fuery
4ay | Fall inko the sam« delight, my young s<ribe,” and then he
qrabbed my arm with his sktrong hand, saying with 4 twinkle in
his €yes, "Just wait until you ride with m« in a <ark!l’ ..l was sur¢
Ehat he was only joking...

OM might suppose that with the high demand For Furna<es in
the Dwerqar mine, <raftsmen would not have bime to add Fancy
decorations. £vidently no one has informed the workers of the
{urim slatecrusher workshops — the most eminent metalwork-
«rs. Thes< Furnd<es are brue works of art, and ab the same time
<Hicient and reliable. Believe me, oh yes, believe: everything here
mests the Pwergar standard,

Blow! Hard! Lighting Furnaces is an <t 5o <ommon in Dwergar
workshops and quilds that often the bellows operate around
the <lo<k. You might think that someon< would <omplain about
su<h <onditions... but then you would be mistaken. The lisk of
applicants aspiring to work here is as Full as the ore <arks in the
qreat Like!

TlM intens¢ <on<entration in bhis spacious <hamber Filled with
qreat minds hun<hed over bheir drawing bodrds <vokes 4 brue
hunger For knowledge... especially For as<ribe. It is here, thanks
to the kindhess oF Kyledyr <rimsohsmith, that | most often
wrike Lhese words Eo you. Honetheless, ik sometimes happens
that | listen to the architects' <ouncil For hours, planning the
next stages of Pwerqar's development.

Kork break:

If you have no dwarves to place, then you can use this action to take
your own foreman and one other selected worker (ironworker,
blacksmith, or engineer) from the board to your pool. They are now
available to be placed for other actions.

Il: Is unusual in Pwerqar's tunniels and <hambers to hear the<all
©fF 4 magi< horn pro<laiming a work bredk. | had the opportuni-
by bo experien<s this rar< <vent. Perhaps the notion of 4 work
break has positive <onnotations For you, and perhaps you are
not too wrong... But it is not so For the dwarves in bwergar!
OF <ourse, the order b0 paus« is Followed, but you will not hear
shouts oF joy. Here, sveryon« prefers bo work.

Foreman:

A foreman has three properties:

© He is loyal to his owner and always returns to his owner when
removed from the board.

© When replaced by a different dwarf on a mine level, a foreman
jumps into his owner's cart on that mine level.

© When a player places their foreman onto an action location, the
owner may install a furnace at that location, permanently heating
that section of Dwergar.

 $ 8§

To do this, the owner moves a furnace from their player board, pays
the resource cost printed on the action space, and places the furnace
onto the location (covering the cost). After installing a furnace, the
player can no longer use that furnace to gain heat. But the player
gains 6, and the installed furnace will give a bonus when the loca-
tion is activated in the future (not on this action when the furnace is
installed):

€ A furnace installed on one of the 6 locations outside the mine
gives its owner 1 heat level whenever an opponent places a dwarf
there.

€ A furnace installed on one of the 4 mine levels gives its owner
additional resources (as printed on the board) whenever the owner

%

activates that level. E.g. on level n the installed furnace's owner

receives ‘OOO' instead of OOO .

A player can install a hot or cool furnace. Install it with its cool side
visible, showing the owner's color. Only the owner of an installed
furnace gains benefit from it. Each location can have only one in-
stalled furnace.

£nd of around:

After each player has done their turn, the starting player draws the X
top card from the event deck. Apply its effect immediately, as de-
scribed on the card. (At the end of the rulebook, each event card is
described in more detail.)

Then each player who has at least one hot furnace may light one of
their cool furnaces. Advance the marker one space clockwise on the
round track.

£nd of the game:

At the end of the round in which the last event card was revealed,
the game ends. Players may gain additional victory points from com-
pleted projects which give bonuses at the end of the game.

The player with the most 6 wins.

In case of a tie for victory, the tying player with the most ‘ wins.
In case of a tie for , the tying player with the most ﬁ wins;

then compare @ then C

In case tying players have exactly the same resources, they enjoy
a shared victory.




D¢<ks and sp<<ial rules:

Projects in the game are divided into 5 different decks. Each project
deck in play introduces its own special rules. During setup, only use
2,3, or 4 decks (equal to the number of players), so each game will
play out differently, and different strategies may be useful.

The Westarn Piskrict is full of large machines, huge
noisy gears, and conveyor belts. Blue deck projects
are most focused on stone and iron.

If this deck is in play, then at the end of the game, before calculating
the final scores, check which player has the most completed Western
District projects. This player may do 3 additional actions. If several
players are tied for the most completed Western District projects,
they each get 3 bonus actions, in the normal turn order.

The Hew shaft is not yet an active mine — the
dwarves are digging as deep as possible to verify
its quality. Clans that contribute to the development
of the New Shaft will gain recognition in the eyes of
Dwergar residents.

Each New Shaft card gives the same upgrade bonus: 6 for each up-
graded New Shaft card you own. So your first upgraded New Shaft
project gives you 2, the second gives you 4, the third gives you 6, etc.
The value of each additional upgraded card grows rapidly, so players
should not let any opponent gain too many New Shaft cards!

Durlng my stay in Pw<rqar, | had the qredat pledsurs, under
the leadership oF Ryn Parkdagger — onhe of the mor< experi-
<h<ed Foremen (and the originator of the mine's development
in 4 new district, popularly known as the Hew shalt) — ko
visik «very nook and <ranny of this huge <omplex. A map is
4ss«<ntial, albhough «ven with 4 map, wandering without 4
quide you are Likely bo Los< your way in the <orridors <on-
n«<ting individual districts of this <ity-mine.

Th< Western Diskrict gqreets us with 4 rumbling <res<ende.
This distri<k is responsible For the production of new tools
(oF masterful qualiby). At the <nd oF this aredq is 4 pla<e <alled
the abyss, an ap name For this vast hole in bhe middie of
the mountdqin. | learhed bhat 4 spe<ial <oun<il was Formed,
<haired by the indispensabl« Heilyn Boronspade — bhe depuby
<hieF ar<hitest Who dedals with issues relabed o bhe abyss.

TIM Hew shalt is destined bo be Ehe most modern Dwergar
district. ALl new bechnologies and mining solutions will Find
their application here. <hiek engineer Rhisiart Bir<hsmithy
told me in <onFiden<e that they plan to introduce solutions
in the Hew shalbt that will skark a new <ra in Pwarven mining.
You understand, dear read<r... this is just the beginning...

You can use
advantage tokens,
to mark the leaders
in the fulfillment

holden Terrases is a district with jewelers and gold-
smiths. Projects from this deck are usually more expen-
sive and offer more victory points than the other cards.

If this deck is in play, then at the end of the game, before determining
who won, check which player has the most completed Golden Ter-
races projects. That player (or players) may immediately upgrade
one of their completed orders (from any deck) for free.

The fastern Pistrick is full of furnaces, pipes, and
steam engines. In the workshops of this district,
there are frequent explosions and fires.

Completed Eastern District projects let a player save heat for later
rounds: for each of their completed Eastern District projects, 2 heat
levels are not lost at the end of a player's turn. A player cannot have
more than 10 heat levels. The amount of heat that we can save is
marked with white arrows on the heat track.

Example: at the end of his turn, a player has 5 levels of heat and
1 Eastern District card, so he lowers his heat level to 2 instead of 0.

The 9ld shaft was abandoned long ago, and ithas a
notorious reputation. Few clans will send their em-
ployees there. Those who dare visit it may perhaps
gain the favor of Silverbeard, the oldest dwarf in the
kingdom.

If the Old Shaft deck is in play, then at the start
of each round (before the first player's turn), de-
termine who has completed the most Old Shaft
projects. That player takes the Silverbeard to-
ken. (In case of a tie for the most Old Shaft proj-
ects, nobody takes the Silverbeard token.)

When this player does an action during their turn, they may discard
the Silverbeard token to use an unused bonus at the space where
they are doing the action.

Example: a player places a blacksmith _‘_' at the Bellows (and thus
gains 2 heat from the blacksmith bonus) and discards the Silverbeard
token to additionally use the ironworker i bonus (and thus also
lights all his furnaces).

nol«n Terra<es is g district in which you witl smell gold,
hear its jingling sound, and 4all this amid the dazzling glow
ofF jewels. The domain of masker jeweler Riagan Zincgold.
The district of goldsmiths and <raftsmen specializing in
<rafts with the most precious ores and gems. | was offered
dark goqqles Eo probect my eyes From the brilliant glare...
1 thought they wer« kidding, but...

TPM £astern bistrict... or 4 swelb<ring ovenl Holy hell, how '
hot it is here, s¢alding, skeaming, and boiling, and did | men-
tion, dear r<ad«r, Lhat it is hob her<? This a<hievement is one
oF the many jewsls in the <rown of the legendary Foreman
baha Jew<lhammer. Pw<rqar oWes its unpre<edented pro-
<e3sing power bo bhe extraction of natural hedt resour<es
in the fastern District... Forqive me, bub my ink is melbing...

Th4 ©Old shakt is now 4 pla<e rar<ly visit<d or used. buring
the «arly days oF mining and expanding the depbhs of Pwer-
q4r, bhe First infrasbructure was <redabed here. The venerable
Treven silvergrinder, also <alled silverbedard, Pwerqar's First
<hiek Ar<hite<t, ofben wand<rs through thes< Forgotben <or-
ridors,




Humbs<r / Hame of the <ard

Basi< <ost / Vs

Upgrade <ost / Vps

Upgraded <ard's <FRect

@ 1. Masker bools

14 3%

24 15

When you complete a project, you pay 1 @ or b less.

Your* isa _. Your blacksmiths give additional resources:

nat
®
2. Bowling alley 1L 181 1 Bl 141 Mine level i Mine level [ 7B ;
L1891 1D ® LD Mine level B ; Mine level
i Your i isa ‘ g Ynurfgigrs give additional rqe_‘sunrces:
3. Bridge <lub Mine level ; Mine level 3D
o @D @ 141D Ms‘nneuﬁ){’);ninelml D
R Your 4 is a f)f. Your ironworkers give additional resources:
4, <ricket Fleld 4L :3:D ® 1413 Mine level ; Mine level s
Mine level [JEl < ; Mine level
5. Privats <onveyor belt 1919 1% ®| 4 ® Take @ @
ot ot o
&. Horth wall 11 s @ ®| 20 23215 @ Attheendofthe game, gain () for each upgraded project.
7. Armory 24331 6 3 2@ 6 At the end urmegame,gainﬁ forevery I .
ot oo o
8. Barricad¢ of bhe abyss @213 ©®| 5 (5| Attheend ofthe game, gain (1) for every R R WP .
i : [~ When you put a worker onto an empty, ,
9. <kan <levator 1 ‘ ®| 12 g 15 ® space or a space with an opponent’s 3, gain (@) point.
. 10. £ntry to new shalt : @ 1D 6 2l
et
. Hew shalt supports 1 ®| 2
12. Filled Hssure 1% B2
1. Ralls 45 ®|
When you upgrade this project,
4. ¢re exbra<tion z Q 1 a 6 34 gain 6 for each of your upgraded New Shaft projects
(including this one).
et
15. shakk Lighting b3 Y ®| 34
o
16. Qualified sappers 45 ®| 3
7. blamond-headed <rushers 1§ 6 3l
18. Run<s relnfor<ing the ««iting | 2 7d 148} 6 3l
et et
19. Secret enbrance 2215 ®| 221D ® Take B .
na
= = Gain @ each time you complete or upgrade another
20. liold Foundry 241 m @ Lt ‘a @ project (not this one) that requires } .
o e
21. £nkry ko the Ereasury 14 2 Q 15 ®| 241 . ® Pay 1 ) less when you complete each project.
22. <olossal skatue @20 @ 14 @ 1‘ @ No bonus.

18

23. Gioldsmith's werkshop 3 .a 6 2z n 6 No bonus.

24. Maln <ru<ible 118 @ ;;1. Atthe end of the gare, gain (@) for each @)
st

2% bewsler' worlshop @ PRL ] B! cemnom i oiing

26. Hall of the Oldbeard : %2 @ 5 Atthe end of the game, gain (@) for each T

i resary o 12:9 Swen B T sy

28. Bridge over arluer of lava @ o@D (5] No bonus.

29. Relnforcing old s<aftolding 45 6 3l Take G0 @ and B

20. <rumbling«arthwork D o1 @1 ® All other players receive T .

1. Dangerous obstruction 10 @ Fd All other players receive 3 @@ @@ .

32. Curs«d breasury 3 6 4l e @D DG

33, Abandon<d Likk s@ D @ 1L 1§19 At the beginning of each of your turns, you take T .

24. <al<ination sven 1419 5 10i-1 ? [“T“.';Z’if;’f Si‘; siL‘EiZ‘é;Ei’;rl j;um;:vv:?mc::l:;d.

35. Ammunition store 2' 2@ 6 2' ZQ Light all your furnaces and gain 2.

36. Ribs oF an old bollsr 1L:3@ D : @ Gain 47 all other players gain 1.

37. Southern plpeline 11 : 31915 15 You can change 14 into . -

28. <entral gas plpeline 1 2@ 1,19 At the start of each of your turns, you gain 14

29. Horth skeam pip<line

46. Masker Furna<s bollers

41. {oal <rusher

42, Main valve

43, Runi< hall

44. Liorkshop of helpiul gnomes

45. Mill <himney

14§D
@
3231
121518

14: 91919
101 @1 D 1D 1Y
@D

@ @ G @ O @ @ & &t

10

1 3@

b2 )

L 3

4 1@
1211Q
L

1%

G @ G © G & & 6 ef|ct 6 @t

You can change Z J into .

You gain 14 each time an opponent
uses a space with your furnace.

Gain a new furnace and light it.

rat
At the end of the game, gain (&)
for each of your furnaces installed on the main board.

After upgrading this project,
you can immediately do an additional action.

During any action, you can pay 14
to change the specialization of the dwarf that you use.
When upgrading this project, you can pay
any amount of extra heat; gain (1) for each 1J spent.



Humb<r / Ham< oF the <ard

<ard's <Hhect

46. Boll«r «xplosion
47. A<tivation oF the transmission
48. Litt malfun<tion

49. Und<rtloor heating

5¢. Mining union reports
200% produ<tivity
51. Health and saf<by training

52. The <hiek Archibeck <hanges plans

53. Querheated <rank
54. {rusher malfun<tion
5%.{qv¢-in

56. shaft maint<nan<e

57. The <hlek Al<hemist makes BOOMI
£8. Hew <rystal veins
59. Hot steam ducts

60. 1E's OFF ko Work we 40!
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Each player gains 2 T
The mine lift moves up 1 level.
This round, the lift costs 1 J, to move 1 level.

This round, installing furnaces into Studio, Laboratory,
Forge, Workshop, Bellows, Lift gives () .

The lift moves up 2 levels.

This round, all players have only 2 actions.

Take the available project cards, shuffle them and discard 2.
Return the remaining cards to the project track,
then draw 2 more to replace the discarded cards.

The lift moves up one level. Each player gains 1.

Add w to each cart on mine level JEll (even to non-empty carts).
Each player gains 11

Add O to each cart on mine levels n and B (even to non-empty carts).
ot
This round, a player gains @ for placing a dwarf on a mine space.

ilable this round.

In the Alchemists' Laboratory. the specialist acti are

This round, Foremen give additional resources in the Mine:
level [N : Og :level [ : -g:level“: a;lmln: ﬁ 5

This round, each action at the Workshop and the Laboratory gives 1T

o
The lift moves up 1 level. This round, a player gains @ for placing
a blacksmith, engineer or ironworker onto an empty space.

Dear customer,

Our games are packed with great care.
However, if any pieces are missing (for which we apologize in advance),
please email us at service@granna.pl.

Include your name and address (street address, city, postal code)
and write what game component is missing.

If you would like to subscribe to our email newsletter,
please emall your request with your email address
and your personal informations to service@granna.pl.

Visit us at: www.facebook.com/grannagry

© 2020 Granna Granna Sp.z 0.0.
All rights reserved ul. Ksiecia Ziemowita 47
Made in Poland 03-788 Warsaw

ham«¢ <ompon<nts:

Main Board
4 Play«¢r Boards
4 Heat Level Markers
B {ark Tiles (axn 1utn 4 piresnanr pLAvER <ARTS)
45 Project <ards (5 <anp pacrs,
SACH LIITH 9 proJscrs® 4 BAsi< AND & ADVAIKD)
15 fvent <ards
4 Foreman Mesples (1 rex marer <oron)
18 Worker Meeples:
& % Ironworksr
6 x ngineer
éx qu-cks_mlkh
4 Victory Point Markers (1 v pLaver <oLox)
Silverbeard Tok<n
8 De<k Advantage Tokens
22 Furna<s Tokens (8 pex pavsx <oton)
z Player Ald<ards

8 Resolir<¢ Multiplier Tokens (cnests)
ResOnr<ss:
35 x stone

25 X Iron

15 x Lold

1 x <rystal
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