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Each player manages the activities of a dwarf cdan 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 ta 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 * .
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blacksmith _ -, ironworker ‘]. 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
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.




Liamée preparation:

1. Place the main board in the center of the table, where gach player
has easy access to it. Place the 5 cart dles un the 5 levels of the mine,
asin 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:

Humber Humb R ded detks
orpl.qusl of descks ' For new players *

2 2 @
3 3 X 16
4 4 Q09

- Experienced players can select any set of decks.

Each project deck has @ 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 hottom.

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

Example:

4 ployers 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 X |, and place
them on tap af the advanced profects . € .

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 plaver: The starting
player selects their clan color and takes the corresponding foreman
b , player board, furnace tokens, and heat level marker. Then in
clockwise order, the other players choose their colors and each take
their foreman, plaver board, furnace tokens, and heat level marker.
Each player places two of their furnaces onto their player board, cool
side up € . Players can bulld maore of thelr 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 anto the "0" position an their own player board.

£yuenk ¢ards

Workers
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blacksrmith

)

engineer

4. Shuffle the event deck and deal 9 cards (face down] onto the event
card space  H ' ofthe 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.

¥%. Place all the resourres (stong, iron, gold, crystals) near the main
board. Thisis the bank | 1 . Resources are notlimited to the phys-
ical mix provided: in the unlikely case that pieces run out, players
can use chest tokens.

6. 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
recelves one randomly selected worker. Randomly place the re-
maining workers, one each; on the following squares: alchemists
laboratory, bellows, worlshop, forge, lift, chief architeet'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 Isurttng Resourdes I In the <ark
1 ] @ incartonlewl =
2 7Y @ vcartonlevel n
3 Y C £ incartonlevel E
4 Q 3 g in cart on level B

8. Set the round marker 4 on the board on space 1.
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Player résources:

Each player's board should have clearly visible their meeples (fure-
man and dwarves), resources, furnaces and heat level. Completed
project cards go next to thelr 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
conl side up. A player can extinguish a hot furnace, turning it over to
its cool side, to gain 1 heat for immediate use.

- @

<00l Furnace

hok Furnda<e

To galn more heat, a player must light their furnaces again or build
NEW Ones.

$pac<ss For furnaces”

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

I 1
] 1
1 1
1 ]
1 1
1 ]
l_ AR _l
Space for
upgraded

project cards

T : _-

$pacss For resourdss

Each player starts the game with two cool furnaces, Each plaver
should take care to maintaln 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 ,L
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,

sequence of play:

The game takes place in several rounds. The same starting player
takes the first player turn each rouncd. At the start of a player's turn,
first deal new project cards to fill all empry 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 so0 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 thelr 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.

£ach play<r's burn: ) .
© Refill the project track to 5 cards,

€ Do 3 actions,

© Reset heat level to 0,

fnd oF around:

© Discard any active event card,

€ Draw and resolve a new eventcard,

@ Each playver with a hot furnace

can light one cool furnace,
¢ Move the Round Track marker

Vickory Points (VPs):

' . ! Victary points are the prestige earned by dwarf clans by

their hard work. Each player starts the game with @.
@ Each time a player earns (), 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 bhe generally aceepked dwarven
truth Ehat sounds toming From bhe Forqe wers anything
maore bhan mare <lakkar. | reack«d wikh sincers babkle-
mehk bo dssuran<es bhat bor som«<, this <acophony is pur«
musi¢. How | und¢rstand; | understand perfectly after
lisk¢ning bo <on<erts played with hammers, tongs, and
<Hisels. The <conductor ¢F this or<hastra oF outstanding
blacksmibhs is none other Lhanshain barkdigqer, Eheleg-
«ndary Foreman and master of the bwergar blacksmikhs,

I qm Far From being an «xpert on the quality of ston4s
and other ores. Howsvsr, while «xploring this topi< ko
prepare For wriking bhis <hronicle For you, dear reader,
| «xpand«d my knowledge subficiently, Therekore, | <an
<onfirm that the qualiby of the skon«es thak Fill bhe <arks
on Ehis Flrst Level oF Ehe mine is, in ¢ word, oukstanding.

Tlu unloading areq [s an impressive hall, whers huge <arts
4qr4 likked up brom the min<s. You <an bry to Imagine how
many pre<ious minerals and rich matal ores ar< <ontinually
brought up hare, From below... You <an try, buk | sindersly
believe you will spectacularly Fail such 4 best.

0!(— bruly Feels the mystical qura after descending ko the
next Level. The iron ore deposits ar< «ven denser. £varything
qliskens From the qlow oF the qold veins Flowing through
the mine walls, bespii« the melody oF mining, ab Eimes | FlE
ke | was standing in botal silence, immersad in a deep sens<
oF awe,

swrkling precious gems, like the eyes oF mystical ¢reqa-
bures, wink ok every burn. IF on Ehe previous levels mys-
ticism was Felb... here ik Is overpowering. My inkernal
desire to conkinually rans<ribe my Fe<lings was Ehwark-
44 hare on bh4 Fourth lev4l oF Ehe bwergar min<: | simply
stood and Lek bhis place's waves oF myskicism Flood m«
with sensations. | hope that my s<ribblings manage ko
Lommuni<ats at kedast some of thes4 emotions...



The min<:
Dwergar's mine consists of 6 levels:
€ Unloading level

Intermediate transit level -

tevel [l procuces G G G
tevel M produces @ D

level n produces Q ‘a

teve [ produces §

Respurces obtained in the mine do not go straight to a player's
hoard. 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 tme the

o 9 ¢ 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 «xbremaly qrabaful For that year spent bralning my
«ndurancd and vigor, betquss obherwise 1 would not havs had
bl opportuniby to <onvey B¢ you, dedr reader, the naburs of
Iy Work 44y in Dwsrgdr. It qll begins with g hearty meal and
dis<ussions about projects in the great hall. The buzz oF <«on-
versations and voices Full of pride Fill khe qir with an qura of
detarmination and g Feling of diskinction. Because none of us
Wir4 hare by a<<ident. The hames oF the qreak maskers of meb-
allurqy, brilliant archibe<ts and enginesrs, and re<ognized black-
siilkhs would Hil numerous <hromicles — oF <ourse, su<h alist s
<onserved In PW4rqar's ar<hives — 50 plegse accompany ms and
nmy pn £o ke various wonders of the dwarven maskers.

£xampl¢ of mining resour<és:

Red player - A<kion 1:

v

Red has meeples: i and __%.

-

w

Red decides to put an ironworker t on mine level n
The location currently has an engineer :
so Red takes the engineer, then puts their ironwarker i :

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

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

8 Red gers ' The cart tile on the unloading level (at the top)
M (che botrom).

must be moved down to mine level

Red has meeples: t and

4 Red sends their newly acquired eng[neer* to mine level
There is currently no dwarf on this space, so Red does not
take any meeple in compensation.

%  Red does the mine level's action, adding ' 3 to their cart
on this level.

Red's turn is now over

This also happened to be the last turn
of the round, so players reveal

the next event card:

This event lifts the carts up 2 more levels!
As a result, individual players receive:

Red player - A<kion 3:

Player | £xkraction

fxtraction il

P9

2D
£y

Red has meeples: __'- L

pooo

4 Redsends a blacksmith __ * to the Liftand...

w2



A<tions:

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

Ackion £hiect Specialisk

Min< Level n O O ﬂ -
Mine Lavel @2 -
Mine Lavel B @ ?) x
Mins Leval n ‘ o~

Al<hemists' Laboratory

Exchanpe resources

.
Beliows Light furnace t !
Like Raise carts i *
Horkshop Build furnace ‘ *
Forgs Exchange resources * ‘-
Chiek Archibect's studio Complete projects t 5
- B :

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:

© [f the removed dwarf Is a worker (engineer, ironworker, or black-
smith), the acting player talkes it (and can place itin a later action, in
thesame turn or later).

1%

€ Ifthe 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 adwarf who matches one of the location’s specializations, the
action glves a bonus effect in addition to the location's basic actien,
For example, on the Bellows:

i Light all furnaces.

" Gain 2 heat levels.

=
< 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:

Mine:

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 vou placed yvour
foreman to do a mine action, then put your foreman into your cart
on thar level (along with the respurces in the cart). As soon as the
foreman reaches the surface, he returns to you.

Level
Pur "' into your empty cart on level n

i =

Put ‘ :‘ into your empty cart on level n

Level B
Put 3 -a into your empty cart on level n

gt

P 4 |
Put ‘ intn your empty cart on level n

n

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.

It is legal to pay as much heat as you want to keep raising carts (to
gain mare VPs), even ifall 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 5 empty or not), This can
be done before or after lifting the carts.




Larkchan:
MWOTESHOD

Build one new furnace: pay 1 -@ , then put a new cool furnace
[of your color) ontoe your player board.

Build one new furnace, by paying " :
(Thus you can buy 2 furnaces in one action, paying a total
o @D

i Light one of vour furnaces.

Light one of your furnaces.

i Light all your furnaces.

" Raise your heat level by 2.

|

Al<hemisks’ Laboral

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

[E.g. convert n to Qa.or a to "' J

During one action, you may make anly ONE such exchange. (E.g, in
one action, You cannot convert n Lo g Q Y and then convert

D99

You can make 2 additional exchanges (thus a total of
3 exchanges). It is legal to exchange newly acquired resources.

Example: you can convert ‘ o F W (us the Ist exchange),

then convert those u u into G PG PP @ (osthe

2nd ond 3rd exchonges).

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 0
then spend 1 heat and 0 to produce -a -

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 paving 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
t 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 hack a resource If completing the project costs
mare than 1 of that type of resource.

Example: if completing a project costs ’ ' 3 )
vou can take back » but you cannot take back Q ;

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



Projeck <ards:
Each project card has the following information:

*\Av 15 1
6 =—3X OIO=E__ @J,_

Seal color - which decl 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.
Card number

N W B w N

Detailed descriptions ofall 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 additonal cost, to up-
grade the project for additional 5 or some ather 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

a The Hew Shart .

) The 414 shalt
Tht Hisskbarn bisbrict Folden Tarraus Tha asbarn Ptrict

At the mere thought of s ecing the Lift in bhe great shart, which
<onskantly supplies raw materials bo balented <rafksmen, | Rt
an ex<ibement Ehak | could barely deseribe. Whak a blow ko my
pride and sense oF <olorbul Imaqingbion was todayl When my
4\es AW Ehie sourds of the mighty rumbling — thes< powerful
meoving <hains and rokaking gears in bhe vask shabt... ik Is 4 Fall-
ur< oF my <raft EHak | Lack bhe Words to express the delight of-
Forded by this view. The legendary Foreman Daky Jewdhammer
(known For his ahlevements during the expedition d«ep Inko the
£askern biskrick and the <onsbruction of bobh sbeam du<ks) al-
low<d hims«lF 4 momenk of reflecklon with me. He sald, "fvery
day | Fall inbo Ehe sams delight, my younq s<ribe” and bhen he
grabbed my arm with his strong hand, saying with 4 twinki« in
His eyes, “Just wait antil you ride With m< in 4 <arkl .. Was surs
Ehat ke was only joking...

OM might suppose that with Lhe high demand For Furnaces in
Ehe Dwergar mine, <rafbsmen would nok have time ko 444 Fancy
decorations. fvidantly ne one has inkormed the workers of the
Curim slatecrushar workshops — the most sminent mekalwork-
«rs. These Furnd<es are brue Works of 4rk, and at the same« time
«Hficient and reliable. Beliave me, oh yes, believe: averything here
Mt bhie DWergar standard,

Blowl Hard! Lighking furna<es Is an a<b 50 common in bwergar
workshops and quilds that ofben the bellows operabs around
Ehe <lock. You mighk think thak someons would <omplain abouk
such <onditlons... bub Ehen you would be miskaken, The lisk of
applicants aspiring bo work here is as Full s the or¢ <arbs in bhe

great Life!

TlK inkense <oncentration in bhis spacious chamber Filled with
great minds un<hed over bheir drawing bodrds «vokes 4 brue
hunger For knowledgs... especially tor asaribe. Ik I here, thanks
to khe kindness of Kyledyr <rimsonsmith, thak | most ofben
Wrike thesa Words £ you. Honathelass, it sometimas happans
Ehat I lisken bo bhe archibects’ <coundil For hours, planning the
HexXt stages oF Pwargar's devalopiment.

Work 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,
blaclksmith, or engineer) from the hoard to your pool. They are now
available to be placed for other actions.

It I unusual in bwsrqar’s bunnds and <hambars o hear the <all
of a magi< horn pro<laiming 4 work break. | had he opportuni-
by b0 «xperiencs this rars 4vent. Perhaps the notion ofF a work
break has positive <onnotations For you, and parhaps you are
not koo wrong... Buk it is nok so For bhe durarves in buwergar!
OF <ourss, the order o paus« is Followsd, but you Will not hear
shouts oF joy. Here, «varyone prefers £o work.

Foreman:

A foreman as three properties:

© He is layal ™ 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 inta 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.

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
|}iayer‘5an no longer use that furnace to gain heat, But the player
gains (£), 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 furpace Installed on one of the 4 mine levels gives its owner
additional resourees (as printed on the board) whenever the owner

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

receives G PP PG nsiead o PP D

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 a round;

After each player has done their turn, the starting player draws the :
top card from the event deck. Apply its effect immediately, as de-
seribed 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 th¢ game«:

At the end of the round in which the last event card was revealed,
the game ends. Playvers 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 '.a wins;

then compare @. then '

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




Dé<ks and special 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 Llsbarn biskrick 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 complered Western District projects,
they each get 3 bonus actions, in the normal turm order.

The Hew shalk is not yet an active mine — the
dwarves are digging as deep as possible to verify
its guality. 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
pruoject gives you Z, 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!

16

Dnrlhg my stay in bwergar, | had the great pleasure, under
the leadarship of Ryn Darkdagqger — one oF bthe more axperi-
«need foremen (and Ehe originabor of bhe mine’s development
In a new diskrict, popularly known as the Hew shaft) — ko
visit svary nook and <ranny of this huge complex. A map Is
«ss«nklal, although 4ven wikh 4 map, wandering without q
quide you are likely £o Los« your way in the <orridors <on-
n<<ting individual districks of this <iby-mine.

Tlu Western biskrick qreabs us with 4 rumbling <res<endo.
This distri<k is responsible for bhe produskion of new kools
(o masberful qualiby). Ak the <nd of this arsq is a place<alied
bk« abyss, an apk nam< For bhis vast hols In the middle of
the mountain. I learned thak a spe<ial <ounc<il was Formed,
<hidired by the indizpensdble Heilyn Boronspads — the daputy
<hiek archibect who deals wikh issues related ko Ehe abyss.

Tiu Hew shabk Is deskined bo be Ehe mosk modern bwergar
distri<t. ALl new te<hnologles and miningselutions witl Find
Ehair application hers. <hiel anqineer Rhisiort Bir<hsmithy
told ma in <onFidencs that they plan bo inktroduds solutions
in the Hew shakt that will sEqrt 4 hew «rain bPwarven mining.
You understand, dedr reader... this is just the beginning...

You can use
‘ advantage tokens,

to mark the leaders ‘ ' l
in the fulfillment . >

g ! of projects of given deck. .

Goldeh Terraees 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.

Ifthis 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 fazbern biskrict 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
riunds: for each of their completed Eastern District projects, 2 heat
levels are not lost at the end ofa 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 Obd shabk was abandoned long ago, and ithas a
notorious reputation. Few clans will send their em-
plovees there. Those who dare visit it may perhaps
gain the favor of Silverbeard, the oldest dwarf in the
kingdom.

1f 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 plaver takes the Silverbeard to-
ken. (In case of a fie for the most Old Shaft proj-
erts, nobody takes the Silverbeard toleen.)

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.

Exampie: a ployer places a bfacksmith * at the Befiows (and thus
gains 2 heat from the blacksmith bonus) and discards the Silverbeard
talten to additionally use the ironwarker banus (and thus alsa
lights all hfs furnaces).

nol«kn Terrdces is a distri<t in which you will smell gold,
heqr its jingling sound, and all thiz amid the dazzling glow
of Jewsls. The domain of master jeweler Riagan Zinegold.
The diskrick of goldsmikhs and <rafbsmen specializing In
<rafts wikh the mosk pracious ores and qams. | was offered
dark goqqles £o probect my 4yes from the brilliant qlars...
1 Ehought they wer< kidding, but...

Tlu fastern Diskrict... or a sweltering oven! Holy hell, how
hot Ik Is here, s<alding, skeaming, and bolling, and did | men-
bion, dear reader, hab it is hok hers? This a<hisvemsnk is one
of the many j¢wels in the crown of the legendary toreman
baha Jew<lhammsr. Pwargar owses Ibs unprecadented pro-
<4s3ing power to the extraction of natural heat resourdss
in the £ask4rn Piskrict.., Forqive me, buk myink is malting...

Tlu Old shaft is how a place rarely visibed or used. Puring
Lha €arly days of mining and «xpanding he depkhs of bwar-
q4r, bha First Infrastrucburs was reqbed hare. The vanerabl<
Traven silvergrindsr, also <alled silverbeard, bwargar's first
CHieF Ar<hite<t, oFbah Wanders through bhes< Forgobben <or-
Fidors.




Humb<r / Hame of bhe <ard Basi¢ <osk [ Vps Upgrade <ost [ Vps Upgraded <ard's «ffe<t
0 1. Masker bools 14 3% @ 24 19 6 When yen complete s project, you pay 1 G or G less
3 Your B 54 .. Your blacksmiths give additional l[\:smrrtu:
. Bowling alley 141 1581 141 Mine level 3 Mine level ¥
B b ' J u 5 + n Mine level JEX J 1 Mine level I
i vour 3 is a W, Your ehpginesrs give additinnal resonrces:
% Bridge <lub 3 Mine fevel @ Mine level B
" ;. > ©| 1% Mine level B : Mine level
T Your 3 is a @ Your ironworkers give additional resources:
4. <ricket Flald 41 :%: D ® 141D Mine level 3 Mine level [ O ;
Mine level B Mine level [ T
5. Privabe <conveyor balt 11D 1D 6 44 6 e @@
6. Horth wall 14 +@ 6 24 2@ 21D 6 At tie enid o the game. gain {0} focieach npgmried Broje
7. Armory i 31D @ 3l 3@ ﬁ Atthe end of the game, gain () for every G G-
8. Barricade of the abyss @21 @ 54 @ A1 the end of the game, gain 6 for every G G WP
[ T [ When you put 3 worker onto an empi.,
#. Clan dlevator 1 ‘ © 12 D12 ® space or a space with an opporent's §, gain (D) poine.
. 10. Tnkry ko new shake @15 6 14
. Hew shaFt supports b3 @ 24
12. Fllled Hssure 1P Bl
1. Rails 4B ®| 2
st wma  When you upgrade this project
M. Ore antraction z 9 1 3 @ 24 gain (&) for each of your upgraded New Shaft projects
{Including this ane)
15. shakk lighting 25 ®|
16. Quallfled sappars LEPY ®| 3
. blamond-headed <rushars Z‘ 6 3l
18 Runes reiboreing the <eliing | 250 148 ®| 2
19, Sesreb antrancs 24 21D ® 14 :@1D ® Take T
- = . Galn 6 each Ume you complete or upgrade another
2. Gold foundry zd 1 u @ J 3 13 @ profect {net this one) that requires Tk .
21, §nkry bo the breasury 14 2301 @ | 23 1‘ 6 Pay 1 %) less when you complets each project.
22. Colossal skabue @D @ 14 @ 18 @ o borius.

18

23, toldsmith's workshop 3 E 6 +35 ) “@ | o bonus.

24, Main <rucible 11§ 6 5 .|, Atthe snd of the game, gain ) for each @)

25. Jewslar's workshop ¥ ‘ @ 19 E‘.‘i | rorech m;tr:rger;:r‘:r:::‘:f:n":. E:;:is\%uding

24, Hall of Ehe Oldbaard 1% : 8 @ |54 AL Uit eisd of the game, giin () for-each T

vy s .8 Gheen B liseenl

28. Bridqe over ariver of lave L] O @B 0] Ho banus.

2¢. RelinForcing old scabfolding (R 6 3 Take TG G ana b

3. Lrumbling sarthwork 485 O 191 @ Al other players recetvs T

1. Pangerous obstruction 1w @ 5 All other players receive G @ @B

32.{urs+<d breasury 3l 6 41 Take PP DA

72, Abandoned LIt s@ @ 1L 1815 A the beginning of each of your urns, you take T -

34.<alkination oven 41 ® [104-10P 8| e

5. Ammunition stors 2@ 6 1% : D @ Light all your farmaces and gain 24

36, Ribs of an old boller 14 3@ s @@ o Gain AT all ather players gain 19

7. Southern plpeline W@ D 1@ ® Yous ca change 1 4 into @

38, Cankral qas plpeline 22 ' 6 11 ' 6 At the start of each of your lurms, yoo gain 14,

9. Horth steam pipeline 1L 4@ D ES 15 @ You can change 2 4 into .

40. Masbar hurnase bollars @B ® |21 @ ® bt gl tops 2L

£1.<oal crusher 3.2 1§ é 15 @ Gain 2 new furnace and light it

42, Main valve 11D 1 @ 3l 6 [ far each D:'}lo'.:-'r?,'i.,‘ii"ﬁ;l‘?&fa‘.f:hm maln board.

2 runic hall 11D B (@ ® Sou ik ety S as S A

s bortshopof il gromers | 1L 1 @B IDQAD 1B DB T | Sl e

45. PILL chlmney 10 © ' B | oyt e s A
1%



Humbs<r / Ham< oF bhe <ard

{ard's ¢bFect

45. Boller explosion
47. A<tivation oF the transmission
48, LItk malfun<tion

49. Undertioor heating

5¢. Mining union reports
24¢°% produc<tivity
51. Health and sabeby training

52. The Shlek Ar<hibe<k <hanges plans

53. Querheabed <rank
54. {rusher malfun<tion
55 {av¢-in

' 56. shaft mainkenan<s

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

4§6.1E's OFF Lo Work we qo!
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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 14

Add g to each cart on mine level u (even to non-empty carts}.
Each player gains 11~

Add 0 to each cart on mine levels nand B (even to non-empty carts).
o
This round, a player gains @ for placing a dwarf on a mine space.

In the Alchemists' Laboratory, the specialist actions are unavailable this round.

This round, Foremen give additional resources in the Mine:
level 0 : ’g ;level A : 9 :level N : Q;lmln: ﬁ %

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

)
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, dity, postal code)
and write what game component is missing.

if you would like to subscribe to our email newslatter,
please email your request with your email address
and your personal Informations to service@granna.pl.
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hame <ompon<nks:

Main Board
4 Player Boards
4 Heat Level Markers
& {art Tiies (s wurh 4 pireansir pLavER <ARTS)
45 Projeck <ards (5 cmp vecrs,
$ASH LI @ prodscTs: 4 BAsic AND 5 ADVAN(SD)
15 fvent {ards
4 Foreman Meseples (1 rex raren coron)
18 Worker Meeples:
& % tronworksr
4 x Enginesr
éx Bl.q-cks_mlth
4 Victory Point Markers (1w piaver <ovok)
Silverbeard Toksn
8 De<k Advantage Tokens
32 Furtiace Tokens (8 ra naven «oLon)
2 Player Ald <ards

8 Resour<s Mulkiplier Tokens (cnesrs)
Resourass:
35 % sbone

25 X Iron

1% x hold

1€ x {rystal
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