
Initial setup:
This game can be played with one or two players. The players start the game on the tile labeled
“home” and set out on their adventure.

1. The player also needs to have two six sided dice
2. Players must click this link to load the game board
3. The player(s) move by dragging their icon onto specific tiles in the map
4. All of the tiles and their specifications are shown in the legend on the far left edge of

the map

Goal:
● Survive the harsh landscape by gathering resources and building the items needed for

you to slay Eikthyr.

Inventory:
● Within the inventory the player has access to everything they have collected over their

Journey
● You can share Inventory with players who are right next to each other (this costs no

action points)

Action Points:
● Each player begins their turn with 5 action points.
● These action points can be spent accordingly on gathering resources, crafting/building,

or consuming food.

Movement:
● Each player is allowed to move 5 spaces per turn. If the player wishes, they can burn an

action point to gain a temporary 5 additional spaces of movement.
● Movement through a river or marsh is cumbersome and acts as if the player was moving

through two spaces
● A player can interact with tiles and use action points to collect resources or eat food

while in the middle of a movement phase, and then continue moving across the board
immediately after

https://g.co/kgs/bNspBu
https://miro.com/welcomeonboard/Mjczb3F5MklIZGg0cVhISzI0d2hqMGZHcmNadXVWdEc0UzVvd0FQdWJpMmhIUFp2VUh1ZnNGa29UOEF0R3NyS3wzMDc0NDU3MzY2NTM2OTY3OTQ5?invite_link_id=885439623283


Resources List:
Resources Collect location Action point cost Amounts players

can get(upgrades
with tools

Max Amounts
players can hold

Wood

Collect Wood 1 2/4/6/8 15

stone

Collect Stone
Without pickaxe

1 2/4/6 10

Bronze

Collect Stone
With pickaxe

1 1/2/3 10

Iron

Collect Stone
With pickaxe

1 1/2/3
(Antler/bronze/I

ron)

10



Gathering Resources:
● The two tiles that can be used to obtain resources are any tile labeled “forest” in the

legend, or any tile with a rock icon on it.
● If the player is on a tile with a stone, they have two options. They can spend a resource

point to add a number of stones to their inventory, or they can choose to break it open
if they have a pickaxe. If they choose to open it, on the first islan they obtain bronze,
and on the second island they obtain iron.

● If a player is on a forest tile, they have the option to spend an action point and pick
any of the berries, (up to three of them) or a mushroom that they choose, along with
being able to spend an action point to chop down a tree and gain the wood resource.

● If the player gains a resource from a tile with a stone on it, the player must wait a
turn before gaining another resource from that tile. The same rule applies to berries,
only three berries per turn.

Food:

Food effects:
● Food effects last for 2 turns if just eaten, or 3 turns if eaten in combination at a

campfire
● The player can have only 3 food effects stacked at once
- Water movement: The player is allowed to move through tiles that detriment movement

(Marsh and River) normally.
- Movement +: Adds the specified number to how many tiles the player can move
- No encounters: the player is exempt from an encounters with monsters
- Attack Power +: The default damage done by the player is increased by the specified

amount



Crafting:
● Takes 1 action point to Craft on your turn
● Subtract the Required Amount of Resource from your Inventory
● Both the campfire and boat are special crafting items. If the player crafts them, then

physically move the item from next to the legend to the tile the player is on. (for the
boat the player must be next to a body of water to craft it)

- Recipes

Cooking:
● While adjacent to a campfire players can consume two food tokens to gain the effects of

both at the same time for 1 action point
● While adjacent to a CampFire Players can spend 1 action point to cook their meat, and

trade in their raw meat tokens for cooked meat tokens



Combat:
● At the end of the player's turn, if they are on any of the tiles that specify random

encounters, they must roll a die to determine who they fight.
- Forest tile: (Odd number) Fight a deer, (Even number) fight a greydwarf

- (If the player has collected a wood resource in the current turn, they cannot
encounter a deer, so any roll causes a greydwarf fight)

- Marsh tile: (odd number) fight a fuling, (even number) fight a Deathsquito
- At the beginning of combat, the player that started the fighting has initiative

and can go first
● When the player engages in combat all attention must turn to the combat zone

- Make a copy of the enemy that you are fighting and move it into the combat
zone

- The player’s health, attack, and defense are all editable numbers, so make sure to
change them as you upgrade your equipment.

● A player gets two combat points to spend each turn
● A player’s base combat ability allows them to do 1 damage
● Combat points can be spent on one of four possible actions

- Attaking (1 point): Does damage to the opponent (can only be done once per
turn)

- Shielding (1 point): Subtracts damage from the next hit received based on the
player’s defense

- Eating (1 point): Only the health and effect are counted, no action or combat
points will be added

- Running away (1 point and the player must roll a 5 or 6)
● After the first player uses both Combat points, it either becomes the second player’s turn

(if applicable, meaning that the players are both on the same tile) or the enemies turn
● During the enemies turn, they attack the player with the least health (if it’s a tie the

enemy attacks the player that initiated the fight) and deal the damage specified on their
card, and the turn goes back to the first player

● The health of the enemies depends on how many players are currently playing.
- If there’s one player, the left number on the card is used
- If two, then the number to the right of the slash is used



Boss combat:
● Boss combat can only be started if All players are on the serpent hex or the dungeon

hex.
(Dungeon hex on left and serpent hex on right)
(To start the eikthyr fight, at least one player must
have the boss key in their inventory)

● It has the same rules as general combat, save for the fact that during the bosses turn a
roll must be conducted to determine what attack the boss uses.

● For the mega-serpent, if a 6 is rolled, the boss will use the secondary attack, any other
roll result in a regular attack

● For Eikthyr, if a 5 or a 6 is rolled the boss will use the secondary attack, any other
roll will result in a regular attack

Dying:
● DyING SKIPS THE REST OF YOUR TURN.
● ALL YOUR ITEMS ARE DROPPED AT THE PLACE OF DEATH AND MUST BE RETRIEVED.
● The player must place a gravestone token on the square of their death
● If the player has crafted the bed item, they will spawn at the last campfire they made,

if not, then they spawn on the home tile
● The player receives all of the items they lost when they are on top of the tile with the

gravestone
● If the player dies while their tombstone is already active on the map, the older

tombstone is destroyed and all the items are lost.

Treasure Houses:
● Treasure houses are shown as old abandoned houses on the various islands
● When a Player ends their turn on a House hex, they can uncover the respective card
● Treasure houses can only be visited to retrieve the rewards once per game
● There are two legendary items hidden throughout the world, do your best to seek them

out.


