
Components
Inside Small World™, you will discover:

� 4 Maps of Small World, contained on two double-sided
boards, one for each of the four possible player configurations

� 6 Player Summary sheets, one for each player and one to
serve as a game turn reference for the group

� 14 Fantasy Race banners, colored when Active and grayed-
out when In Decline, plus 1 blank banner for a race of your
own design

� 168 Matching Race tokens & 18 Lost Tribe tokens:

� 20 Unique Special Power badges, plus
1 blank badge for a special power of
your own design

� The following game pieces:

� 109 Victory Coins (30 "10"s, 24 "5"s, 
20 "3"s and 35 "1"s)

� 1 Custom Reinforcement Die

� 1 Game Turn marker

� This Rules booklet

Number 
of players

Amazons, Active and In Decline

10 Troll Lairs

5 Encampments

2 Holes-in-
the-Ground

2 Heroes

1 Dragon

The Game Turn marker

Victory
Coins

6 Fortresses 9 Mountains

15 Amazons 8 Dwarves 11 Elves 10 Ghouls

11 Giants 11 Halflings 10 Humans 10 Orcs

13 Ratmen 20 Skeletons 18 Sorcerers 11 Tritons

10 Trolls 10 Wizards 18 Lost Tribes

1

For 2-5 players • Ages 8 and above • 40-80 minutes
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Object of the game
Space is getting tight in Small World. There are just too many

races living off your land - land your ancestors bequeathed to
you in hopes you would build an empire with which you could
dominate the world. 

Picking a fantasy Race and Special Power combination, you
must use their unique racial traits and skills to conquer
surrounding Regions and amass Victory coins - often at the
expense of weaker neighbors. Placing troops (Race tokens) in
various Regions, and conquering adjacent lands, you earn Victory
coins for each Region you occupy at the end of your turn.
Eventually, your race will become increasingly over-extended
(like those you have already crushed!) and you will need to
abandon your civilization and look for another. The key to your
victory is knowing when to push your empire into decline and
ride a new one to supremacy in the land of Small World!

Starting the game
The player whose ears are the most pointed starts the game,

and takes his first turn. The game then proceeds clockwise,
from player to player. Once all players have had a turn, a new
turn begins. 

The First Player moves the Game Turn marker forward one
spot on the Game Turn Track, and proceeds with his next turn,
followed by the others. 

When the Game Turn marker reaches the last spot on the
Game Turn Track, one final turn is played by all and the game
ends. The player who has amassed the most Victory coins is
declared the winner of the game.

If this is the first time you play, punch out all the
pieces from the game's punchboards. Sort them
and place them in the wells designed for each type
of piece. Some types fit in the removable storage
tray that came with your game. Other components
fit inside their respective wells in the main vacuum
tray of the game box. Refer to the illustration in
Appendix I on p. 8 for more details on how to
organize your tokens. 

� Pick the Small World map that matches your
number of players as indicated by the symbol
next to the Game Turn track and place it in the
center of the table.

� Place the Game Turn marker on the first spot
of the map's Game Turn track �. The track is used
to monitor the game's progress. The game ends at
the end of the turn in which the Game Turn marker

reaches the last position on the track (8th, 9th or
10th turn, depending on the map played).

� Pull the removable storage tray with all of its
Race tokens out of the box and place it open next to
the board map within easy reach of all players�.

� Shuffle all the Race banners; draw five at
random and lay them face up (i.e. colored side
visible) in a single column �. Place the
remaining banners face up, in a single stack, at
the bottom of the column �. Do the same with
the Special Power badges, shuffling them and
placing one to the left of each Race banner, its
round edge fitting snuggly into the banner's
round opening. Stack the rest of the badges in a
pile to the left of the Race banners stack �. You
should now have a total of 6 Race banner and
Special Power badge combos visible face up on

the table, including the one on top of the stacks.
� Place a Lost Tribe token on each

Region of the map featuring a Lost
Tribe symbol �. The Lost Tribes are
remnants of long-forgotten civilizations that
have fallen into decline but still populate some
Regions at game start.

� Put a Mountain token on each Region of the
map featuring a Mountain �.

� Give each player five "1" Victory coins �.
Place all remaining coins, including all "3"s, "5"s
and "10"s, in a Victory stash next to the board,
within easy reach of all players. These coins will
serve as your currency during the game, and help
determine the winner at the end. 

Setting up the game
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Spilið inniheldur: 

4 kort af Smáheimum á tveimur spilaborðum (eitt á hvorri hlið), 

fjöldi leikmanna ræður því hvaða kort er notað.

2-5 leikmenn – 8 ára og eldri – 40-80 mínútur

20 skildir sem tákna sérstakan eiginleika 

og að auki 1 auður skjöldur til að skálda upp 

sinn eigin sérstaka eiginleika

14 fánar ævintýraþjóðanna, í lit öðru megin, sem táknar að þjóðin 

sé virk, og svarthvítir hinum megin, sem táknar að hún sé á

 hnignunarskeiði, og 1 auður aukafáni til að skálda upp sína eigin þjóð.

6 yfirlitsblöð, eitt fyrir hvern leikmann og eitt fyrir hópinn til að sjá hvernig 

umferðirnar eru byggðar upp.

168 þjóðartákn sem svara til hinna mismunandi þjóða og 18 tákn týndra ættbálka

Eftirfarandi spilaskífur:

10 tröllabæli

Skjaldmeyjar, virkar og á hnignunarskeiði

6 virki
9 fjöll

5 tjaldbúðir

2 jarðhýsi

2 hetjur

1 dreki

109 sigurskildingar að verðmæti 10 (30 stk.), 

5 (24 stk), 3 (20 stk.) og 1 (35 stk.)

1 sérhannaður liðsaukateningur

1 kóróna til að telja niður umferðirnar

Kórónan sem telur 
niður umferðirnar

Þessi reglubók

Fjöldi leikmanna 

4 – 5 / 2 – 3

15 skjaldmeyjar            8 dvergar                  11 álfar                 10 náætur            13 rottumenn         20 beinagrindur        18 seiðkarlar            11 trítonar

11 jötnar               11 smáfólk             10 menn               10 orkar                     10 tröll            10 galdramenn 18 týndir ættbálkar

Sigur-
skildingar

Innihald
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I. The first turn
During the First Turn of the game, each player:

1. Picks a Race and Special Power combo

2. Conquers some Regions

3. Scores some Victory coins

1. Picking a Race 
and Special Power Combo

The player selects one Race and Special Power combo, from
among the six that are visible on the table (including the
combo made of the Race banner and Special Power badge
sitting on top of the stacks at the bottom of the column). 

The cost of each combo is determined by its position in the
column. The first combo - located at the top of the column - is
free. Each of the other combos, as you move in succession
down the column, costs one additional Victory coin. That cost
is paid by the player dropping one of his Victory coins on each
of the combos situated above the combo he wishes to pick.

If the combo a player selects contains some Victory coins
(dropped by players who previously passed up this combo),
the player pockets these coins; he must still drop one of his
own Victory coins on each of the combos located above the
one he selected, however.

The player places his combo selection face up in front of him,
and picks a number of matching Race tokens in the removable
storage tray equal to the sum of the values indicated on the
Race banner and its associated Special Power badge.

Unless stated otherwise (for example, Skeletons or Sorcerers)
these Race tokens are the only ones the player will be able to
deploy for this race during the course of the game.

If, on the other hand, a Special Power (or Race power) lets
you take additional Race tokens from the storage tray during
the course of the game, you are still limited by the total

number of tokens physically available. So a player with 18
Sorcerer tokens on the board won't be able to use his Sorcerer
power again until some of his tokens become available.

Finally, the player replenishes the column of combos
available to others; this is achieved by sliding existing combos
(and the Victory coins sitting on them, if any) up one position
in the column, so as to fill the void, and revealing a new combo
from the top of the stack, if appropriate. There should thus
always be 6 combos visible to all players, on the table (within
the limit of Race banners and Special Power badges available
in the pile, once reshuffled if need be, of course).

The player, wanting the
Merchant Skeletons as his
starting Race and Special

Power combo, drops 1 of his
Victory coins on each of the
combos above it, and takes

this set.

The player's chosen Race & Special Power combo 
and its corresponding 6+2=8 Race tokens.

Replenishing the column of Race and Special Power combos

3
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Í fyrsta sinn sem spilið er spilað þarf að 
byrja á að losa allar spilaskífurnar úr 
spjöldunum sem fylgja spilinu. Flokkið þær 
og raðið þeim í viðeigandi hólf í spilakas-
sanum. Sumar passa í lausa geymslubak-
kann sem fylgir spilinu, aðrar fara í 
viðeigandi hólf í kassanum sjálfum. Í I. 
hluta viðbótarupplýsinga við spilareglur-
nar, á bls. 8, er mynd sem sýnir hvernig 
best er að raða skífunum.
• Takið fram rétt kort af Smáheimum, eftir 
því hversu margir spila (talan efst í hægra 
horni kortsins táknar fjölda leikmanna) og 
setjið á borðið.
• Setjið kórónuna, sem telur niður 
umferðirnar, á fyrsta reit (1) stígsins á 
kortinu. Stígurinn er notaður til að fylgjast 
með framvindu spilsins. Þegar kórónan er 
komin á síðasta reit á stígnum (8., 9. eða 
10. umferð, eftir því hvaða kort er notað) 

lýkur spilinu í lok þeirrar umferðar.
• Takið fram lausa geymslubakkann með 
öllum þjóðartáknunum og hafið hann 
opinn við hliðina á spilaborðinu þar sem 
allir leikmenn ná til hans (2).
• Stokkið saman fána allra þjóðanna; 
dragið fimm af handahófi og leggið í 
lóðrétta röð á borðið þannig að litaða 
hliðin snúi upp) (3). Setjið afganginn af 
fánunum í bunka neðst í röðina þannig að 
þeir snúi upp (4). Gerið hið sama við 
skildina með sérstöku eiginleikunum, 
stokkið þá og leggið einn vinstra megin 
við hvern fána þannig að bogahliðin 
leggist upp að ávölu opi fánans. Staflið 
afganginum af skjöldunum í bunka vinstra 
megin við fánabunkann (5). Þá eiga alls 
að vera 6 þjóðar- og eiginleikasamstæður 
sýnilegar á borðinu að meðtalinni þeirri 
sem er efst í bunkunum.

• Leggið tákn týnds ættbálks á hvert 
landsvæði á kortinu þar sem er að 
finna merki týnds ættbálks (6). 
Týndu ættbálkarnir eru leifar 
löngu gleymdra menningarsam-
félaga sem eru á hnignunarskeiði en búa 
enn í sumum landsvæðanna í byrjun 
spilsins.
• Setjið fjallstákn á hvert landsvæði á 
kortinu með mynd af fjalli (7).
• Gefið hverjum leikmanni fimm 
sigurskildinga að verðmæti 1 (8). Afgan-
gurinn af skildingunum, þ.m.t. þeir
sem eru að verðmæti 3, 5 og 10, eru settir 
í stafla við hlið spilaborðsins þar sem 
leikmenn ná auðveldlega til þeirra. 
Skildingar þessir eru gjaldmiðill spilsins og 
þeir ráða því hver ber sigur úr býtum að 
lokum.

Undirbúningur

Í Smáheimum fer landrými óðum minnkandi. Of margar þjóðir 
byggja landið – landið sem forfeður þínir arfleiddu þig að í von um 
að þú myndir byggja upp veldi sem færði þér heimsyfirráð.
Leikmenn velja sér samstæðu ævintýraþjóðar og sérstaks eiginleika 
og nýta sérstaka krafta og eiginleika þjóðarinnar til að leggja undir 
sig nærliggjandi landsvæði og safna sigurskildingum – oft á kostnað 
valdaminni nágranna. Með því að leggja niður hersveitir 
(þjóðartákn) á hin ýmsu landsvæði og leggja undir sig aðliggjandi 
svæði fást sigurskildingar fyrir hvert landsvæði sem leikmaður 
ræður yfir þegar hann hefur lokið við að gera hverju sinni. Fyrr eða 
síðar mun þjóð hans verða of dreifð (líkt og þær þjóðir sem hann 
hefur þegar brotið á bak aftur!), og þá þarf hann að gefa hana upp 
á bátinn og leita nýrrar. Lykillinn að sigri er fólginn í að gera sér 
grein fyrir hvenær rétt er að leyfa einu veldi að hnigna og láta 
annað bera sig til æðstu yfirráða í Smáheimum!

Sá leikmaður sem er með oddmjóstu eyrun byrjar. Leikmenn gera 
síðan hver af öðrum og gengur röðin réttsælis í kringum borðið. 
Þegar allir hafa gert hefst næsta umferð.
Sá, sem byrjaði, færir þá kórónuna á 2. reit á umferðastígnum og 
byrjar nýja umferð og hinir fylgja á eftir einn af öðrum.
Þegar kórónan færist á síðasta reit á umferðastígnum hefst síðas-
ta umferðin, allir gera einu sinni og er þá spilinu lokið. Sá, sem þá 
hefur safnað flestum sigurskildingum, er sigurvegari leiksins.

Markmið spilsins Gangur spilsins
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2. Conquering Regions 
The player's Race tokens are used to conquer Regions of the

map, whose occupation will yield Victory coins for that player.

> First Conquest
A player's race deploying on the map for the first time must

enter it by conquering one of its border Regions (i.e. a Region
adjacent to the edge of the board or one whose shore is on a Sea
adjacent to the edge of the board, even if the Sea is occupied by
a Seafaring Race).

> Conquering a Region
To conquer a Region, a player must have available to deploy:

2 Race tokens + 1 additional Race token for each Encampment,
Fortress, Mountain, or Troll's Lair marker + 1 additional Race token
for each Lost Tribe or other player's Race token already present in
the Region. Seas and Lakes cannot usually be conquered.

Upon conquering a Region, the player must deploy the Race
tokens he used to conquer this Region inside its borders on
the map. These tokens must remain in this Region until the
player reorganizes his troops at the end of this turn (see Troop
Redeployment, p. 5).

Important Note: Regardless of a Race and/or Special Power
benefit, a player must always have at least one Race token
available to initiate a new Conquest.

> Enemy Losses & Withdrawals
If Race tokens of another player occupied the Region prior

to its conquest, that player must immediately take all of these
Race tokens back in hand and:

� Permanently discard one Race token back into the Storage
tray;

� Keep the other Race tokens in hand, and redeploy them
in any other Region(s) still occupied by his race (if any) as
the final action of the current player's turn.  

The Region(s) in which the remaining Race tokens, if any,
redeploy do not have to be adjacent or contiguous to the
Region(s) they fled from. If all of a player's Regions were
attacked this turn, leaving him with some Race tokens in hand
but none on the board, he may redeploy these as if he was
doing a First Conquest, on his next turn.

When a Region defended by a single token is captured, the
defending token is discarded. This will usually be the case if the
defending token is a Lost Tribe or when the defending token
belongs to a Race In Decline (see Entering into Decline, p. 6). 

Note: A player may choose to conquer a Region occupied by
his own In Decline token, if he wishes to: He will lose that
token, but might gain access to a Region that is more
profitable for his new Active Race tokens to occupy.

Mountains are immovable, and remain in place to provide
defense for their new conqueror.

> Following Conquests
The active player can repeat this process to conquer as

many new Regions as he wishes during his turn, provided he
has enough Race tokens left to accomplish these successive
conquests. 

Each of the newly conquered Regions must be adjacent to
(i.e. sharing a border with) a Region already occupied by his
active Race tokens, unless permitted otherwise by his Race and
Special Power combo.

To enter the board through these Lost Tribe-occupied Hills, 
the player must use 3 of his precious Race tokens.

After successfully conquering the hills, this bad-to-the-bone crew
ventures into the elves' neighboring farmlands.
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Leikmenn velja sér eina þjóðar- og eiginleikasamstæðu af þeim 
sex sem eru sýnilegar á borðinu (efsta samstæðan í þjóðar- fána 
og eiginleikaskjaldabunkunum neðst í röðinni er talin með).
Hver samstæða kostar ákveðna upphæð sem ákvarðast af 
staðsetningu hennar í röðinni. Efsta samstæðan í röðinni er 
ókeypis. Hver hinna kostar einum sigurskildingi meira eftir því 
sem hún er neðar í röðinni. Leikmenn borga fyrir samstæðu með 
því að leggja einn skilding ofan á hverja samstæðu fyrir ofan þá 
sem þeir vilja fá.

Velji leikmaður sér samstæðu með sigurskildingum á (frá 
öðrum leikmönnum sem valið hafa samstæðu neðar í röðinni), 
fær hann þá til eignar, en hann verður samt að leggja einn af 
sínum eigin skildingum ofan á hverja samstæðu sem er ofar í 
röðinni en sú, sem hann valdi.
Leikmaðurinn setur samstæðuna sína fyrir framan sig á borðið, 
leggur saman tölurnar á þjóðarfánanum og eiginleikaskildinum 
og tekur úr lausa geymslubakkanum jafnmörg tákn með mynd 
viðkomandi þjóðar. 

Það eru einu þjóðartáknin sem leikmaðurinn fær til umráða 
fyrir þessa þjóð í spilinu nema annað sé tekið fram (s.s. í tilviki 
beinagrinda og seiðkarla).
Jafnvel þótt leikmanni sé heimilt að taka fleiri þjóðartákn úr 
bakkanum, vegna þess að sérstakur eiginleiki hans eða kraftar 
þjóðarinnar leyfa það, takmarkast fjöldinn samt alltaf af þeim 

fjölda sem til er í bakkanum. Leikmaður sem lagt hefur niður 
18 seiðkarlatákn á borðið getur því ekki notað mátt seiðkarlsins 
aftur fyrr en einhver af táknum hans losna.

Leikmaður sem velur sér 
beinagrindurnar með 
kaupmannse ig in le ikann 
(Merchant Skeletons) sem 
fyrstu þjóðar- og eigin- 
leikasamstæðu, leggur 1 
sigurskilding ofan á hvora 
samstæðu sem er fyrir 
ofan hana og tekur 
samstæðuna til sín.

Að lokum fyllir leikmaðurinn á samstæðuröðina fyrir næsta 
leikmann. Það er gert með því að færa samstæðurnar sem eftir 
eru (ásamt sigurskildingunum sem á þeim liggja, ef einhverjir 
eru) upp um eitt sæti í röðinni, til að fylla upp í eyðuna og fletta 
síðan ofan af nýrri samstæðu í staflanum neðst, ef við á. Það 
ættu því alltaf að vera 6 sýnilegar samstæður á borðinu (svo 
lengi sem enn eru fánar og skildir í stöflunum, en þá má stokka 
einu sinni ef þörf er á).

Þjóðar- og eiginleikasamstæða, sem leikmaður hefur valið, 
og samsvarandi 6 + 2 = 8 þjóðartákn hennar.

Fyllt á röðina af þjóðar- og eiginleikasamstæðum.

Í fyrstu umferð spilsins gerir hver leikmaður eftirfarandi: 

 1. velur sér þjóðar- og eiginleikasamstæðu

 2. leggur undir sig eitt eða fleiri landsvæði

 3. fær fyrir það sigurskildinga

1. Fyrsta umferð

1. Val á þjóðar- og eiginleikasamstæðu



I. The first turn
During the First Turn of the game, each player:

1. Picks a Race and Special Power combo

2. Conquers some Regions

3. Scores some Victory coins

1. Picking a Race 
and Special Power Combo

The player selects one Race and Special Power combo, from
among the six that are visible on the table (including the
combo made of the Race banner and Special Power badge
sitting on top of the stacks at the bottom of the column). 

The cost of each combo is determined by its position in the
column. The first combo - located at the top of the column - is
free. Each of the other combos, as you move in succession
down the column, costs one additional Victory coin. That cost
is paid by the player dropping one of his Victory coins on each
of the combos situated above the combo he wishes to pick.

If the combo a player selects contains some Victory coins
(dropped by players who previously passed up this combo),
the player pockets these coins; he must still drop one of his
own Victory coins on each of the combos located above the
one he selected, however.

The player places his combo selection face up in front of him,
and picks a number of matching Race tokens in the removable
storage tray equal to the sum of the values indicated on the
Race banner and its associated Special Power badge.

Unless stated otherwise (for example, Skeletons or Sorcerers)
these Race tokens are the only ones the player will be able to
deploy for this race during the course of the game.

If, on the other hand, a Special Power (or Race power) lets
you take additional Race tokens from the storage tray during
the course of the game, you are still limited by the total

number of tokens physically available. So a player with 18
Sorcerer tokens on the board won't be able to use his Sorcerer
power again until some of his tokens become available.

Finally, the player replenishes the column of combos
available to others; this is achieved by sliding existing combos
(and the Victory coins sitting on them, if any) up one position
in the column, so as to fill the void, and revealing a new combo
from the top of the stack, if appropriate. There should thus
always be 6 combos visible to all players, on the table (within
the limit of Race banners and Special Power badges available
in the pile, once reshuffled if need be, of course).

The player, wanting the
Merchant Skeletons as his
starting Race and Special

Power combo, drops 1 of his
Victory coins on each of the
combos above it, and takes

this set.

The player's chosen Race & Special Power combo 
and its corresponding 6+2=8 Race tokens.

Replenishing the column of Race and Special Power combos

3
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2. Conquering Regions 
The player's Race tokens are used to conquer Regions of the

map, whose occupation will yield Victory coins for that player.

> First Conquest
A player's race deploying on the map for the first time must

enter it by conquering one of its border Regions (i.e. a Region
adjacent to the edge of the board or one whose shore is on a Sea
adjacent to the edge of the board, even if the Sea is occupied by
a Seafaring Race).

> Conquering a Region
To conquer a Region, a player must have available to deploy:

2 Race tokens + 1 additional Race token for each Encampment,
Fortress, Mountain, or Troll's Lair marker + 1 additional Race token
for each Lost Tribe or other player's Race token already present in
the Region. Seas and Lakes cannot usually be conquered.

Upon conquering a Region, the player must deploy the Race
tokens he used to conquer this Region inside its borders on
the map. These tokens must remain in this Region until the
player reorganizes his troops at the end of this turn (see Troop
Redeployment, p. 5).

Important Note: Regardless of a Race and/or Special Power
benefit, a player must always have at least one Race token
available to initiate a new Conquest.

> Enemy Losses & Withdrawals
If Race tokens of another player occupied the Region prior

to its conquest, that player must immediately take all of these
Race tokens back in hand and:

� Permanently discard one Race token back into the Storage
tray;

� Keep the other Race tokens in hand, and redeploy them
in any other Region(s) still occupied by his race (if any) as
the final action of the current player's turn.  

The Region(s) in which the remaining Race tokens, if any,
redeploy do not have to be adjacent or contiguous to the
Region(s) they fled from. If all of a player's Regions were
attacked this turn, leaving him with some Race tokens in hand
but none on the board, he may redeploy these as if he was
doing a First Conquest, on his next turn.

When a Region defended by a single token is captured, the
defending token is discarded. This will usually be the case if the
defending token is a Lost Tribe or when the defending token
belongs to a Race In Decline (see Entering into Decline, p. 6). 

Note: A player may choose to conquer a Region occupied by
his own In Decline token, if he wishes to: He will lose that
token, but might gain access to a Region that is more
profitable for his new Active Race tokens to occupy.

Mountains are immovable, and remain in place to provide
defense for their new conqueror.

> Following Conquests
The active player can repeat this process to conquer as

many new Regions as he wishes during his turn, provided he
has enough Race tokens left to accomplish these successive
conquests. 

Each of the newly conquered Regions must be adjacent to
(i.e. sharing a border with) a Region already occupied by his
active Race tokens, unless permitted otherwise by his Race and
Special Power combo.

To enter the board through these Lost Tribe-occupied Hills, 
the player must use 3 of his precious Race tokens.

After successfully conquering the hills, this bad-to-the-bone crew
ventures into the elves' neighboring farmlands.

Encampments Troll Lairs Fortresses Mountains
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Leikmenn nota þjóðartáknin til að leggja undir sig landsvæði á 
kortinu og fá sigurskildinga fyrir þau landsvæði sem þeir ráða 
yfir.

Þegar þjóð leikmanns kemur inn á spilaborðið í fyrsta skipti 
verður hún að byrja á því að leggja undir sig eitt landamær-
asvæðanna (þ.e. landsvæði sem liggur að brún spilaborðsins 
eða landsvæði sem liggur að hafi sem liggur að brún 
spilaborðsins, jafnvel þótt þjóð með sæfaraeiginleikann hafi lagt 
undir sig hafið).

Til að geta lagt undir sig landsvæði þarf leikmaður að eiga 2 
þjóðartákn + 1 þjóðartákn aukalega fyrir hvert tákn sem liggur á 
landsvæðinu og táknar tjaldbúðir, virki, fjall eða tröllabæli + 1 
þjóðartákn aukalega fyrir hvert tákn týnds ættbálks eða 
þjóðartákn annars leikmanns sem þar er að finna. Höf og stöðu-
vötn er almennt ekki hægt að leggja undir sig.

2. Landvinningar

> Fyrsti landvinningur

> Að leggja undir sig landsvæði

Þegar leikmaður leggur undir sig landsvæði leggur hann 
þjóðartáknin, sem hann notar til að leggja undir sig svæðið, 
innan landamarka þess á kortinu. Táknin verða að liggja á lands-
væðinu þangað til leikmaðurinn endurraðar hersveitum sínum 
þegar hann er búinn að gera (sjá Endurröðun hersveita, bls. 5).

Athugið: Sama hvaða þjóð eða sérstaka eiginlei-
ka leikmaður ræður yfir verður hann alltaf að 
hafa a.m.k. eitt þjóðartákn a hendi til að geta 
lagt undir sig nýtt landsvæði.

Leggi leikmaður undir sig landsvæði sem á liggja þjóðartákn 
annars leikmanns verður sá síðarnefndi þegar í stað að taka þau 
öll á hendi og

 • skila einu þjóðartákni aftur í bakkann til frambúðar

 • hafa hin þjóðartáknin á hendi og endurraða þeim á  
 annað eða önnur landsvæði sem þjóð hans ræður   
 yfir (ef einhver eru) þegar sá, sem á leik, hefur lokið  
 við að gera.

Landsvæðið eða –svæðin, þar sem hann leggur þjóðartáknin 
niður (ef einhver eru), þurfa ekki að liggja að landsvæðunum 
sem hann tók þau af. Ef ráðist var á öll landsvæði eins 
leikmanns í sömu umferð, þannig að hann sitji eftir með nokkur 
þjóðartákn á hendi en ekkert á borðinu, verður hann að leggja 
þau niður næst þegar röðin kemur að honum að gera, líkt og ef 
hann væri að leggja undir sig landsvæði í fyrsta sinn. Þegar 
leikmaður leggur undir sig landsvæði, sem varið er af einu stöku 
tákni, skilar hann því aftur í bakkann. Þetta á yfirleitt við ef 
táknið er týndur ættbálkur eða þegar varnartáknið tilheyrir þjóð 
á hnignunarskeiði (sjá: Hnignun, bls. 6).

>Tapað fyrir óvinum og hörfað

Ath: Ef leikmaður kýs, má leggja undir sig landsvæði sem á 
liggur tákn hans eigin þjóðar á hnignunarskeiði. Hann tapar 
að vísu því tákni en hann gæti þannig komist inn á svæði 
sem nýtist nýju, virku þjóðinni hans betur.

Fjöll eru óhreyfanleg og eru kyrr á sínum stað og sjá nýjum 
landherra fyrir vörnum.

Sá, sem á leik, má endurtaka leikinn og leggja undir sig eins 
mörg ný landsvæði og hann óskar í sömu umferð, svo lengi sem 
hann á nógu mörg þjóðartákn til að leggja undir sig fleiri lands-
væði.
Öll landsvæði, sem leikmaður leggur undir sig, verða að liggja 
að (þ.e. hafa sameiginleg landamæri) landsvæði sem hann hefur 
ræður þegar yfir með virkum þjóðartáknum, nema þjóðar- og 
eiginleikasamstæða hans heimili annað.

> Síðari landvinningar

Eftir að hafa lagt undir sig hæðirnar hætta beinaberu 
óþokkarnir sér inn á nágrannasvæði álfanna.

Til að legg ja undir sig landsvæðið með hæðunum, sem byggðar eru týndum 
ættbálki, þarf leikmaður að nota 3 af sínum dýrmætu þjóðartáknum.

Tjaldbúðir                Tröllabæli                   Virki                       Fjöll

> Final Conquest Attempt/Reinforcement 
Die Roll
During the final conquest attempt of his turn, a player may

find himself with not enough Race tokens left to conquer
another Region outright. Provided he still has at least one
unused Race token, the player may attempt one final conquest
for his turn by selecting a Region that he would normally be 3
or less Race tokens short to conquer. Once the Region is
selected, the player rolls the Reinforcement Die once. Note that
the Region the player wishes to make his last conquest target
for the turn must be selected before rolling the die. This Region
does not have to be the weakest one available for attack either,
provided it could still be conquered with a lucky die roll.

If the sum of the die rolled, combined with the Race token(s)
left in his possession, is high enough to conquer the Region, the
player deploys his remaining Race token(s) there. Otherwise, he
deploys his remaining token(s) in one of the Regions he already
occupied prior. Either way, his conquests for the turn end
immediately thereafter.

> Troop Redeployment
Once a player's conquests for the turn have ended, he may

freely redeploy the Race tokens he has on the board, moving
them from one Region to any other Region occupied by his race
(not necessarily just an adjacent or contiguous Region), provided
that at least one Race token remains in each Region under his
control. 

3. Scoring Victory Coins
His turn now complete, the player receives 1 coin from the

Victory stash for each Region his Race tokens occupy on the
map. The player may also collect additional Victory coins as a
result of his Race and/or Special Power benefit. 

As the game progresses, a player will likely have some tokens
from another race on the map. These tokens are the remnants
of an earlier race he chose to put In Decline previously (see
Entering into Decline, p. 6).  

The Regions these In Decline tokens occupy also each contribute
1 Victory coin to the player; Though the Race banner and Special
Power benefits no longer contribute any bonus coins, unless
explicitly stated otherwise in said Race or Special Power benefit.

Players keep their Victory coins stacked together, their value
hidden from other players at all times; final scores are not
revealed until the end of the game. If necessary, a player may
request change from the Victory stash for his coins at any time.

With 3 Regions occupied, the Merchant Skeletons receive 3 Victory coins,
plus 3 bonus Victory coins for their Merchant Special Power 

(1 bonus Victory coin for each Region they occupy). 

The player redeploys his Skeleton Troops in his Regions. 
This redeployment includes 1 additional Skeleton token received as 

a result of the Skeletons racial capacity (1 bonus Race token for every 
2 non-empty Regions captured this turn).

The Hill Tritons' Special Power is Active; the player controlling them
receives one bonus Victory coin, since the Tritons occupy a single Hill
Region. The same player's Skeletons' Merchant Special Power is no

longer Active, since the Skeletons went In Decline. The player receives one
Victory coin per Region his Skeletons occupy, but no bonus Victory coins.

Thanks to a lucky Reinforcement Die
roll and despite a bare-bone crew, 

the Skeleton player manages to conquer
these Mountains as his final conquest 

for this turn.
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2. Conquering Regions 
The player's Race tokens are used to conquer Regions of the

map, whose occupation will yield Victory coins for that player.

> First Conquest
A player's race deploying on the map for the first time must

enter it by conquering one of its border Regions (i.e. a Region
adjacent to the edge of the board or one whose shore is on a Sea
adjacent to the edge of the board, even if the Sea is occupied by
a Seafaring Race).

> Conquering a Region
To conquer a Region, a player must have available to deploy:

2 Race tokens + 1 additional Race token for each Encampment,
Fortress, Mountain, or Troll's Lair marker + 1 additional Race token
for each Lost Tribe or other player's Race token already present in
the Region. Seas and Lakes cannot usually be conquered.

Upon conquering a Region, the player must deploy the Race
tokens he used to conquer this Region inside its borders on
the map. These tokens must remain in this Region until the
player reorganizes his troops at the end of this turn (see Troop
Redeployment, p. 5).

Important Note: Regardless of a Race and/or Special Power
benefit, a player must always have at least one Race token
available to initiate a new Conquest.

> Enemy Losses & Withdrawals
If Race tokens of another player occupied the Region prior

to its conquest, that player must immediately take all of these
Race tokens back in hand and:

� Permanently discard one Race token back into the Storage
tray;

� Keep the other Race tokens in hand, and redeploy them
in any other Region(s) still occupied by his race (if any) as
the final action of the current player's turn.  

The Region(s) in which the remaining Race tokens, if any,
redeploy do not have to be adjacent or contiguous to the
Region(s) they fled from. If all of a player's Regions were
attacked this turn, leaving him with some Race tokens in hand
but none on the board, he may redeploy these as if he was
doing a First Conquest, on his next turn.

When a Region defended by a single token is captured, the
defending token is discarded. This will usually be the case if the
defending token is a Lost Tribe or when the defending token
belongs to a Race In Decline (see Entering into Decline, p. 6). 

Note: A player may choose to conquer a Region occupied by
his own In Decline token, if he wishes to: He will lose that
token, but might gain access to a Region that is more
profitable for his new Active Race tokens to occupy.

Mountains are immovable, and remain in place to provide
defense for their new conqueror.

> Following Conquests
The active player can repeat this process to conquer as

many new Regions as he wishes during his turn, provided he
has enough Race tokens left to accomplish these successive
conquests. 

Each of the newly conquered Regions must be adjacent to
(i.e. sharing a border with) a Region already occupied by his
active Race tokens, unless permitted otherwise by his Race and
Special Power combo.

To enter the board through these Lost Tribe-occupied Hills, 
the player must use 3 of his precious Race tokens.

After successfully conquering the hills, this bad-to-the-bone crew
ventures into the elves' neighboring farmlands.

Encampments Troll Lairs Fortresses Mountains

SW Rules EN.qxd:Mise en page 1  6/07/12  14:07  Page 5

> Final Conquest Attempt/Reinforcement 
Die Roll
During the final conquest attempt of his turn, a player may

find himself with not enough Race tokens left to conquer
another Region outright. Provided he still has at least one
unused Race token, the player may attempt one final conquest
for his turn by selecting a Region that he would normally be 3
or less Race tokens short to conquer. Once the Region is
selected, the player rolls the Reinforcement Die once. Note that
the Region the player wishes to make his last conquest target
for the turn must be selected before rolling the die. This Region
does not have to be the weakest one available for attack either,
provided it could still be conquered with a lucky die roll.

If the sum of the die rolled, combined with the Race token(s)
left in his possession, is high enough to conquer the Region, the
player deploys his remaining Race token(s) there. Otherwise, he
deploys his remaining token(s) in one of the Regions he already
occupied prior. Either way, his conquests for the turn end
immediately thereafter.

> Troop Redeployment
Once a player's conquests for the turn have ended, he may

freely redeploy the Race tokens he has on the board, moving
them from one Region to any other Region occupied by his race
(not necessarily just an adjacent or contiguous Region), provided
that at least one Race token remains in each Region under his
control. 

3. Scoring Victory Coins
His turn now complete, the player receives 1 coin from the

Victory stash for each Region his Race tokens occupy on the
map. The player may also collect additional Victory coins as a
result of his Race and/or Special Power benefit. 

As the game progresses, a player will likely have some tokens
from another race on the map. These tokens are the remnants
of an earlier race he chose to put In Decline previously (see
Entering into Decline, p. 6).  

The Regions these In Decline tokens occupy also each contribute
1 Victory coin to the player; Though the Race banner and Special
Power benefits no longer contribute any bonus coins, unless
explicitly stated otherwise in said Race or Special Power benefit.

Players keep their Victory coins stacked together, their value
hidden from other players at all times; final scores are not
revealed until the end of the game. If necessary, a player may
request change from the Victory stash for his coins at any time.

With 3 Regions occupied, the Merchant Skeletons receive 3 Victory coins,
plus 3 bonus Victory coins for their Merchant Special Power 

(1 bonus Victory coin for each Region they occupy). 

The player redeploys his Skeleton Troops in his Regions. 
This redeployment includes 1 additional Skeleton token received as 

a result of the Skeletons racial capacity (1 bonus Race token for every 
2 non-empty Regions captured this turn).

The Hill Tritons' Special Power is Active; the player controlling them
receives one bonus Victory coin, since the Tritons occupy a single Hill
Region. The same player's Skeletons' Merchant Special Power is no

longer Active, since the Skeletons went In Decline. The player receives one
Victory coin per Region his Skeletons occupy, but no bonus Victory coins.

Thanks to a lucky Reinforcement Die
roll and despite a bare-bone crew, 

the Skeleton player manages to conquer
these Mountains as his final conquest 

for this turn.
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II. Following turns
In following turns, the first player moves the Game Turn

marker up one spot on the track and the game continues
clockwise. During his turn, each player must now either:

� Expand the reach of his race through new conquests 

OR

� Put his race In Decline to select a new one.

The player then scores Victory coins again (see Scoring Victory
coins, p. 5).

Expanding through new Conquests
> Ready your Troops

Leaving in place one Race token in each Region they occupy,
the player may take all his other Active Race tokens from the
map back in hand and use them to conquer new Regions. 

> Conquer
All rules relative to the conquest of a new Region (see

Conquering Regions, p. 4) must be respected, with the exception
of the rule relative to the First Conquest - which only applies to
new races entering on the map.

> Abandoning a Region
Only those Race tokens that were taken back in hand may

be used to conquer new Regions. If a player wishes to free up
some more Race tokens, he may opt to entirely empty up
some - or all - Regions, leaving no Tokens there; but in this
case, these now abandoned Regions will no longer be
considered his, nor bring him any Victory coins. If the player
chooses to abandon all the Regions he previously occupied,
his next conquest must follow the same rules as its First
Conquest (see First Conquest, p. 4).

Entering In Decline
Once a player thinks that his Active race is over-

extended and no longer has the impetus required to
continue expanding successfully or defend itself from

increasingly threatening neighbors, he may choose to put it In
Decline by selecting a new Race and Special Power combo from
those available on the table at the start of his next turn.

To do so, the player flips his current Race banner upside down,
so that the grayed-out In Decline side becomes visible to all,
and discards the Special Power badge that was associated with
it as that Special Power badge is no longer in effect, unless
dictated otherwise (e.g. Spirit Special Power). 

He also flips a single Race token onto its In Decline side in
each Region those tokens occupied and removes all other
tokens of this Race from the map, placing them back into the
storage tray.

Each player can only have a single race In Decline on the map
at any given time. If the player still has tokens from an earlier
In Decline race left on the map, those are all immediately
removed from the map and placed back in the storage tray,
before flipping the new tokens into Decline. 

The Race banner of the now vanished race is placed at the
bottom of the stack of Race banners, or in the lowest empty
slot in the banner column, if any. The same is also done when
the last token of a race In Decline is wiped off the map as the
result of their last Region being conquered.

The player can make no conquests during the turn his race
goes into decline; his turn ends immediately after scoring! He
gains 1 Victory coin for each Region his newly In Decline tokens
occupy, but unless stated otherwise, he scores no Victory coins
from his now In Decline Race banner power or discarded Special
Power benefits.

On his next turn, the player will select a new Race and Special
Power combo from among those now available to him. He then
follows the same rules used during the first turn of the game.
The only difference, but it's a sizeable one, is that the player
will now likely collect Victory coins from his new race as well as
from left-over tokens of his now In Decline race, during the
Scoring Victory coins phase of his turn.

These Merchant Skeletons were bad to the bone! 
Their remnants are now wiped off the map and their Race banner 

placed back at the bottom of the pile.
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Þegar leikmaður gerir lokatilraun til að leggja undir sig 
landsvæði í hverri umferð, á hann e.t.v. ekki nógu mörg 
þjóðartákn til að leggja undir sig nýtt landsvæði. Ef hann á 
a.m.k. eitt ónotað þjóðartákn má hann gera eina lokatilraun 
til landvinnings með því að velja landsvæði, sem hann vantar 
3 eða færri þjóðartákn upp á til að geta lagt undir sig, og 
kasta liðsaukateningnum einu sinni. Ath. að leikmaðurinn þarf 
að vera búinn að velja landsvæðið, sem hann vill reyna að 
leggja undir sig, áður en hann kastar teningnum. Það þarf 
ekki að vera landsvæðið með minnstu varnirnar sem hann 
getur lagt undir sig, svo framarlega sem hægt er að leggja það 
undir sig með liðsaukateningskastinu.
Ef samtala þess, sem kemur upp á teningnum, og þess fjölda 
þjóðartákna, sem hann á eftir, er nógu há til að leggja undir 
sig landsvæðið leggur hann niður þjóðartáknið eða –táknin 
sem hann á eftir á svæðið. Að öðrum kosti leggur hann 
táknin niður á eitt af landsvæðunum sem hann hafði þegar 
lagt undir sig. Sama hvort er, er landvinnungum hans lokið í 
þessari umferð.

Þökk sé lukku-liðsaukateningnum og 
þrátt fyrir að hafa lítið kjöt á beinunum, 
tekst beinagrindunum að legg ja undir sig 

fjöllin sem lokalandvinning í þessari 
umferð.

Þegar leikmaður hefur lokið landvinningum sínum í hverri 
umferð má hann endurraða þjóðartáknum sínum á spilaborðinu 
að vild og færa þau milli landsvæða, sem hann ræður yfir (þótt 
þau séu ekki aðliggjandi) að því tilskildu að a.m.k. eitt 
þjóðartákn sé skilið eftir á hverju landsvæði undir hans 
yfirráðum.

Leikmaður endurraðar beinagrindahersveitum sínum á landsvæði sín. 
Hann fær 1 beinagrindatákn aukalega úr bakkanum vegna krafta 

beinagrindaþjóðarinnar (1 bónustákn fyrir hver 2 mönnuð landsvæði, sem 
leikmaður leggur undir sig í þessari umferð).

Þegar líður á spilið má búast við að leikmenn eigi þjóðartákn 
frá annarri þjóð eftir á spilaborðinu. Þessi tákn eru eftirstöðvar 
fyrri þjóðar, sem hann ákvað að láta fara á hnignunarskeið fyrr 
í spilinu (sjá Hnignun, bls. 6).
Landsvæði með táknum þjóðar á hnignunarskeiði færa 
leikmanni einnig 1 skilding hvert. Hins vegar færa kraftar 
þjóðarinnar og sérstaki eiginleikinn honum enga aukaskildinga 
lengur nema slíkt sé sérstaklega tekið fram varðandi viðkoman-
di þjóð eða eiginleika.
Leikmenn skulu stafla skildingum sínum á hvolf til að aðrir sjái 
ekki hvað þeir eiga marga. Lokafjárhæðin er ekki opinberuð fyrr 
en í lok spilsins. Leikmenn mega skipta peningum sínum í 
bankanum hvenær sem er.

Þegar leikmaður er búinn að gera fær hann 1 skilding úr penin-
gastaflanum fyrir hvert landsvæði á spilaborðinu sem hann á 
þjóðartákn á. Leikmaðurinn getur líka fengið aukaskildinga 
vegna krafta þjóðar sinnar og/eða sérstaka eiginleikans.

Beinagrindurnar með kaupmannseiginleikann fá 3 sigurskildinga 
fyrir landsvæðin þrjú sem þær hafa lagt undir sig og 3 aukaskild-

inga vegna kaupmannseiginleikans (1 aukaskilding fyrir hvert 
landsvæði sem þær ráða yfir).

Trítonarnir með eiginleikaskjöldinn með hæðunum (Hills) eru virk þjóð. 
Leikmaðurinn sem ræður yfir þeim fær einn aukaskilding vegna þess að 

trítonarnir ráða yfir einu hæðasvæði. Kaupmannseiginleiki beinagrindanna, 
sem sami leikmaður réð yfir, er ekki lengur virkur því beinagrindurnar eru nú á 
hnignunarskeiði. Leikmaðurinn fær því einn skilding fyrir hvert landsvæði sem 

á ligg ja beinagrindartákn en enga aukaskildinga.

> Lokatilraun til landvinnings / 
liðsaukateningurinn

> Endurröðun hersveita

3. Sigurskildingar



> Final Conquest Attempt/Reinforcement 
Die Roll
During the final conquest attempt of his turn, a player may

find himself with not enough Race tokens left to conquer
another Region outright. Provided he still has at least one
unused Race token, the player may attempt one final conquest
for his turn by selecting a Region that he would normally be 3
or less Race tokens short to conquer. Once the Region is
selected, the player rolls the Reinforcement Die once. Note that
the Region the player wishes to make his last conquest target
for the turn must be selected before rolling the die. This Region
does not have to be the weakest one available for attack either,
provided it could still be conquered with a lucky die roll.

If the sum of the die rolled, combined with the Race token(s)
left in his possession, is high enough to conquer the Region, the
player deploys his remaining Race token(s) there. Otherwise, he
deploys his remaining token(s) in one of the Regions he already
occupied prior. Either way, his conquests for the turn end
immediately thereafter.

> Troop Redeployment
Once a player's conquests for the turn have ended, he may

freely redeploy the Race tokens he has on the board, moving
them from one Region to any other Region occupied by his race
(not necessarily just an adjacent or contiguous Region), provided
that at least one Race token remains in each Region under his
control. 

3. Scoring Victory Coins
His turn now complete, the player receives 1 coin from the

Victory stash for each Region his Race tokens occupy on the
map. The player may also collect additional Victory coins as a
result of his Race and/or Special Power benefit. 

As the game progresses, a player will likely have some tokens
from another race on the map. These tokens are the remnants
of an earlier race he chose to put In Decline previously (see
Entering into Decline, p. 6).  

The Regions these In Decline tokens occupy also each contribute
1 Victory coin to the player; Though the Race banner and Special
Power benefits no longer contribute any bonus coins, unless
explicitly stated otherwise in said Race or Special Power benefit.

Players keep their Victory coins stacked together, their value
hidden from other players at all times; final scores are not
revealed until the end of the game. If necessary, a player may
request change from the Victory stash for his coins at any time.

With 3 Regions occupied, the Merchant Skeletons receive 3 Victory coins,
plus 3 bonus Victory coins for their Merchant Special Power 

(1 bonus Victory coin for each Region they occupy). 

The player redeploys his Skeleton Troops in his Regions. 
This redeployment includes 1 additional Skeleton token received as 

a result of the Skeletons racial capacity (1 bonus Race token for every 
2 non-empty Regions captured this turn).

The Hill Tritons' Special Power is Active; the player controlling them
receives one bonus Victory coin, since the Tritons occupy a single Hill
Region. The same player's Skeletons' Merchant Special Power is no

longer Active, since the Skeletons went In Decline. The player receives one
Victory coin per Region his Skeletons occupy, but no bonus Victory coins.

Thanks to a lucky Reinforcement Die
roll and despite a bare-bone crew, 

the Skeleton player manages to conquer
these Mountains as his final conquest 

for this turn.

5
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II. Following turns
In following turns, the first player moves the Game Turn

marker up one spot on the track and the game continues
clockwise. During his turn, each player must now either:

� Expand the reach of his race through new conquests 

OR

� Put his race In Decline to select a new one.

The player then scores Victory coins again (see Scoring Victory
coins, p. 5).

Expanding through new Conquests
> Ready your Troops

Leaving in place one Race token in each Region they occupy,
the player may take all his other Active Race tokens from the
map back in hand and use them to conquer new Regions. 

> Conquer
All rules relative to the conquest of a new Region (see

Conquering Regions, p. 4) must be respected, with the exception
of the rule relative to the First Conquest - which only applies to
new races entering on the map.

> Abandoning a Region
Only those Race tokens that were taken back in hand may

be used to conquer new Regions. If a player wishes to free up
some more Race tokens, he may opt to entirely empty up
some - or all - Regions, leaving no Tokens there; but in this
case, these now abandoned Regions will no longer be
considered his, nor bring him any Victory coins. If the player
chooses to abandon all the Regions he previously occupied,
his next conquest must follow the same rules as its First
Conquest (see First Conquest, p. 4).

Entering In Decline
Once a player thinks that his Active race is over-

extended and no longer has the impetus required to
continue expanding successfully or defend itself from

increasingly threatening neighbors, he may choose to put it In
Decline by selecting a new Race and Special Power combo from
those available on the table at the start of his next turn.

To do so, the player flips his current Race banner upside down,
so that the grayed-out In Decline side becomes visible to all,
and discards the Special Power badge that was associated with
it as that Special Power badge is no longer in effect, unless
dictated otherwise (e.g. Spirit Special Power). 

He also flips a single Race token onto its In Decline side in
each Region those tokens occupied and removes all other
tokens of this Race from the map, placing them back into the
storage tray.

Each player can only have a single race In Decline on the map
at any given time. If the player still has tokens from an earlier
In Decline race left on the map, those are all immediately
removed from the map and placed back in the storage tray,
before flipping the new tokens into Decline. 

The Race banner of the now vanished race is placed at the
bottom of the stack of Race banners, or in the lowest empty
slot in the banner column, if any. The same is also done when
the last token of a race In Decline is wiped off the map as the
result of their last Region being conquered.

The player can make no conquests during the turn his race
goes into decline; his turn ends immediately after scoring! He
gains 1 Victory coin for each Region his newly In Decline tokens
occupy, but unless stated otherwise, he scores no Victory coins
from his now In Decline Race banner power or discarded Special
Power benefits.

On his next turn, the player will select a new Race and Special
Power combo from among those now available to him. He then
follows the same rules used during the first turn of the game.
The only difference, but it's a sizeable one, is that the player
will now likely collect Victory coins from his new race as well as
from left-over tokens of his now In Decline race, during the
Scoring Victory coins phase of his turn.

These Merchant Skeletons were bad to the bone! 
Their remnants are now wiped off the map and their Race banner 

placed back at the bottom of the pile.
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In the unlikely event there are not enough Special Power
badges left in the Special Powers stack to keep putting new
Race and Special Power combos on the table, shuffle previously
discarded Special Power badges into a new stack.

End of the game
Once the Game Turn marker has reached its final spot on the
Game Turn track and all players have had a chance to play a
final turn, the Victory coins held by each player are revealed
and tallied. The player with the highest score wins. In the case
of a tie, the player with the most Race tokens (Active + In
Decline) still on the board is the winner.

The time of decline has come for these Hill Tritons. 
Their tokens are now all removed except for one that is put In Decline 
in each Region previously occupied; their Race banner is flipped over 

and its associated Special Power badge is now discarded.
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Í seinni umferðum færir fyrsti leikmaðurinn kórónuna, sem telur 
niður umferðirnar, fram um einn reit og leikmenn gera, koll af 
kolli, réttsælis í kringum borðið. Sá sem á að gera hverju sinni 
verður annað hvort að:

– stækka veldi þjóðar síns með nýjum landvinningum EÐA
– láta þjóð sína fara á hnignunarskeið til að geta valið sér nýja.
 
Leikmaðurinn fær síðan sigurskildinga aftur 
(sjá Sigurskildingar, bls. 5).

Leikmaður má taka upp á hendi öll þjóðartákn virku þjóðar 

sinnar á spilaborðinu til að nota til að leggja undir sig ný svæði, 

nema hvað hann skilur eitt eftir á hverju landsvæði undir hans 

Fylgja verður öllum reglum um landvinninga (sjá Landvinningar, 

bls. 4) að undanskilinni þeirri sem gildir um fyrsta landvinning, 

sem á aðeins við þegar ný þjóð kemur inn á spilaborðið.

Aðeins má nota þjóðartáknin, sem tekin voru upp á hendi, til að 

leggja undir sig ný landsvæði. Til að fá á hendi fleiri þjóðartákn 

er leikmanni heimilt að fjarlægja öll þjóðartákn af sumum – eða 

öllum – landsvæðum sínum þannig að engin séu eftir. Geri hann 

það, tilheyra þessi landsvæði honum ekki lengur og færa honum 

enga skildinga. Kjósi leikmaður að yfirgefa öll landsvæði, sem 

hann áður réð yfir, verður hann að fylgja reglum um fyrstu 

landvinninga þegar hann leggur næst undir sig nýtt landsvæði 

(sjá Fyrstu landvinningar, bls. 4).

Þegar leikmanni finnst þjóð sín vera orðin of dreifð og 

hefur ekki lengur hvata til að halda áfram að stækka 

veldi sitt eða verjast ógnum nágranna sinna getur hann 

kosið að láta hana fara á hnignunarskeið og velja sér 

nýja þjóðar- og eiginleikasamstæðu af þeim sem standa til 

boða á borðinu næst þegar hann á leik. Það gerir hann með því 

að snúa fána þjóðar sinnar á hvolf, þannig að gráa hliðin, sem 

táknar hnignun, er sýnileg öllum og skila eiginleikaskildinum 

sem tengist henni þar eð hann gildir ekki lengur nema kveðið 

sé á um annað (s.s. draugaskjöldurinn (Spirit)).

Hann snýr einnig á hvolf einu þjóðartákni á hverju landsvæði, 

sem hann ræður yfir, þannig að hliðin, sem táknar hnignun, 

snúi upp og fjarlægir öll önnur tákn þjóðarinnar af spilaborðinu 

og skilar þeim í bakkann.

Hver leikmaður má aðeins hafa eina þjóð á hnignunarskeiði á 

spilaborðinu í einu. Ef leikmaður á enn þjóðartákn frá fyrri þjóð 

á hnignunarskeiði á borðinu eru þau öll fjarlægð og þeim skilað 

í bakkann áður en nýju táknunum er snúið á hvolf þannig að 

hliðin, sem táknar hnignun, snúi upp.

Fáni þjóðarinnar, sem nú er horfin af borðinu, er settur neðst í 

staflann með þjóðarfánunum eða neðst í fánaröðina. Sama er 

gert þegar síðasta þjóðartákn þjóðar á hnignunarskeiði er útrýmt 

af borðinu þegar síðasta landsvæði viðkomandi leikmanns hefur 

verið sigrað.

Leikmaður má ekki leggja undir sig nein landsvæði í sömu 
umferð og hann lætur þjóð sína fara á hnignunarskeið. Þegar 
hann hefur fengið skildingana sína er hann búinn að gera að 
þessu sinni. Hann fær 1 sigurskilding fyrir hvert landsvæði sem 
þjóðartáknin, sem hann sneri við, liggja á en hann fær enga 
aukaskildinga fyrir krafta þjóðarinnar, sem nú er á hnignun-
arskeiði, né eiginleika skjaldarins sem hann skilaði.

Næst þegar leikmaðurinn á að gera velur hann sér nýja þjóðar- 
og eiginleikasamstæðu úr þeim sem þá standa til boða. Hann 
fylgir síðan sömu reglum og giltu í fyrstu umferð spilsins. Eini 
munurinn, sem er þó töluvert mikill, er að þegar kemur að því 
að fá skildinga þegar leikmaður er búinn að gera, fær hann 
sennilega bæði skildinga fyrir nýja þjóð og fyrir tákn þjóðar á 
hnignunarskeiði.

Beinagrindurnar með kaupmannseiginleikann voru illar inn að beini! 
Síðustu eftirlifendum þeirra er nú útrýmt af kortinu og þjóðarfáninn 

þeirra settur neðst í fánastaflann.

II. Seinni umferðir

Stækkun veldis með
nýjum landvinningum

> Hersveitum stillt upp

> Landvinningar

> Landsvæði yfirgefið

Hnignunarskeið
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II. Following turns
In following turns, the first player moves the Game Turn

marker up one spot on the track and the game continues
clockwise. During his turn, each player must now either:

� Expand the reach of his race through new conquests 

OR

� Put his race In Decline to select a new one.

The player then scores Victory coins again (see Scoring Victory
coins, p. 5).

Expanding through new Conquests
> Ready your Troops

Leaving in place one Race token in each Region they occupy,
the player may take all his other Active Race tokens from the
map back in hand and use them to conquer new Regions. 

> Conquer
All rules relative to the conquest of a new Region (see

Conquering Regions, p. 4) must be respected, with the exception
of the rule relative to the First Conquest - which only applies to
new races entering on the map.

> Abandoning a Region
Only those Race tokens that were taken back in hand may

be used to conquer new Regions. If a player wishes to free up
some more Race tokens, he may opt to entirely empty up
some - or all - Regions, leaving no Tokens there; but in this
case, these now abandoned Regions will no longer be
considered his, nor bring him any Victory coins. If the player
chooses to abandon all the Regions he previously occupied,
his next conquest must follow the same rules as its First
Conquest (see First Conquest, p. 4).

Entering In Decline
Once a player thinks that his Active race is over-

extended and no longer has the impetus required to
continue expanding successfully or defend itself from

increasingly threatening neighbors, he may choose to put it In
Decline by selecting a new Race and Special Power combo from
those available on the table at the start of his next turn.

To do so, the player flips his current Race banner upside down,
so that the grayed-out In Decline side becomes visible to all,
and discards the Special Power badge that was associated with
it as that Special Power badge is no longer in effect, unless
dictated otherwise (e.g. Spirit Special Power). 

He also flips a single Race token onto its In Decline side in
each Region those tokens occupied and removes all other
tokens of this Race from the map, placing them back into the
storage tray.

Each player can only have a single race In Decline on the map
at any given time. If the player still has tokens from an earlier
In Decline race left on the map, those are all immediately
removed from the map and placed back in the storage tray,
before flipping the new tokens into Decline. 

The Race banner of the now vanished race is placed at the
bottom of the stack of Race banners, or in the lowest empty
slot in the banner column, if any. The same is also done when
the last token of a race In Decline is wiped off the map as the
result of their last Region being conquered.

The player can make no conquests during the turn his race
goes into decline; his turn ends immediately after scoring! He
gains 1 Victory coin for each Region his newly In Decline tokens
occupy, but unless stated otherwise, he scores no Victory coins
from his now In Decline Race banner power or discarded Special
Power benefits.

On his next turn, the player will select a new Race and Special
Power combo from among those now available to him. He then
follows the same rules used during the first turn of the game.
The only difference, but it's a sizeable one, is that the player
will now likely collect Victory coins from his new race as well as
from left-over tokens of his now In Decline race, during the
Scoring Victory coins phase of his turn.

These Merchant Skeletons were bad to the bone! 
Their remnants are now wiped off the map and their Race banner 

placed back at the bottom of the pile.
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In the unlikely event there are not enough Special Power
badges left in the Special Powers stack to keep putting new
Race and Special Power combos on the table, shuffle previously
discarded Special Power badges into a new stack.

End of the game
Once the Game Turn marker has reached its final spot on the
Game Turn track and all players have had a chance to play a
final turn, the Victory coins held by each player are revealed
and tallied. The player with the highest score wins. In the case
of a tie, the player with the most Race tokens (Active + In
Decline) still on the board is the winner.

The time of decline has come for these Hill Tritons. 
Their tokens are now all removed except for one that is put In Decline 
in each Region previously occupied; their Race banner is flipped over 

and its associated Special Power badge is now discarded.
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Appendices
I. Organize the Storage Tray
Because the Small World box contains many punchboards, once
you have punched out all the tokens and coins, you will be left
with a big gap between the top of the vacuum tray on which
your boards sit and the cover of the box. If you like to store your
games in an upright position, this void will likely cause the
boards and all the tokens stored below it to move around and
become jumbled. 

To avoid this, we recommend the following one-time operation:
Once all pieces have been punched out from the punchboards,
take the left-over, now empty punchboard frames and rather
than throw them away, stack them back up on the table.
Carefully pull the vacuum tray insert that sits at the bottom of

your game box and extract it, being careful not to break the
thin plastic. Now place the stacked punchboard frames at the
bottom of your game box and place the vacuum tray back in
place inside the box so that it now sits on top of these. It is now
raised by the right amount so that once boards are placed back
on top they sit flush with the box cover. You are now ready to
store your game box vertically, without having to worry about
the game components shifting around.

The illustration below shows you where the various game
tokens, markers and coins should fit. The extractable storage
tray is used solely for storing Race tokens, with a compartment
dedicated for each race. The size of some of the wells in this tray
has been standardized to facilitate the placement of the various
Race tokens. All other coins, tokens and markers go in their
designated spot, inside the main vacuum tray of the game box.
The boards, summary sheets and rules go on top.

II. The Races and Special 
Powers of Small World

There are 14 Races and 20 Special Powers in Small World.

Each Race has its own distinctive Race banner, and tokens in
sufficient number to deploy with any Special Power badge.

Each Special Power badge gives a unique benefit to the race it
is associated with.

The Race tokens are placed on the map colored side face up

when the race is Active, and colored side face down once the
race is In Decline. 

Unless stated otherwise, the benefits granted by an Active Race
banner and its associated Special Power badge always
cumulate, and no longer apply once the race is put In Decline.

A Region is deemed non-empty if, and only if, it contains at least
one Lost Tribe or Race token (Active or In Decline). A Region that
contains a Mountain marker but no Lost Tribe or enemy Race
token is considered empty. 

Removable storage tray
Game pieces

Die

Race banners and
Special Power badgesVictory coins
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Tími er kominn til að leyfa þjóð trítonanna með eiginleikaskjöldinn með hæðunum að 
fara á hnignunarskeið. Þá eru öll þjóðartákn þeirra fjarlægð af spilaborðinu nema 
hvað eitt er skilið eftir á hverju landsvæði sem þeir réðu yfir og því snúið á hvolf 

þannig að hliðin, sem táknar hnignun, snúi upp. Þjóðarfánanum er snúið á hvolf og 
eiginleikaskildinum skilað í kassann.

Vilji svo ólíklega til að ekki séu neinir skildir sem tákna 
sérstakan eiginleika eftir í staflanum, svo hægt sé að 
leggja nýjar þjóðar- og eiginleikasamstæður á borðið, 
eru skildir, sem leikmenn hafa skilað í kassann, stokkaðir 
og settir í nýjan stafla á borðið.

Þegar kórónan, sem telur niður umferðirnar, er komin á 
síðasta reit og allir leikmenn hafa fengið að gera í 
síðustu umferð eru skildingar leikmanna opinberaðir og 
taldir. Sá sem er með hæstu upphæðina vinnur. Ef um 
jafntefli er að ræða vinnur sá þeirra sem á flest 
þjóðartákn (virk + á hnignunarskeiði) eftir á 
spilaborðinu.

Leikslok
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In the unlikely event there are not enough Special Power
badges left in the Special Powers stack to keep putting new
Race and Special Power combos on the table, shuffle previously
discarded Special Power badges into a new stack.

End of the game
Once the Game Turn marker has reached its final spot on the
Game Turn track and all players have had a chance to play a
final turn, the Victory coins held by each player are revealed
and tallied. The player with the highest score wins. In the case
of a tie, the player with the most Race tokens (Active + In
Decline) still on the board is the winner.

The time of decline has come for these Hill Tritons. 
Their tokens are now all removed except for one that is put In Decline 
in each Region previously occupied; their Race banner is flipped over 

and its associated Special Power badge is now discarded.
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Appendices
I. Organize the Storage Tray
Because the Small World box contains many punchboards, once
you have punched out all the tokens and coins, you will be left
with a big gap between the top of the vacuum tray on which
your boards sit and the cover of the box. If you like to store your
games in an upright position, this void will likely cause the
boards and all the tokens stored below it to move around and
become jumbled. 

To avoid this, we recommend the following one-time operation:
Once all pieces have been punched out from the punchboards,
take the left-over, now empty punchboard frames and rather
than throw them away, stack them back up on the table.
Carefully pull the vacuum tray insert that sits at the bottom of

your game box and extract it, being careful not to break the
thin plastic. Now place the stacked punchboard frames at the
bottom of your game box and place the vacuum tray back in
place inside the box so that it now sits on top of these. It is now
raised by the right amount so that once boards are placed back
on top they sit flush with the box cover. You are now ready to
store your game box vertically, without having to worry about
the game components shifting around.

The illustration below shows you where the various game
tokens, markers and coins should fit. The extractable storage
tray is used solely for storing Race tokens, with a compartment
dedicated for each race. The size of some of the wells in this tray
has been standardized to facilitate the placement of the various
Race tokens. All other coins, tokens and markers go in their
designated spot, inside the main vacuum tray of the game box.
The boards, summary sheets and rules go on top.

II. The Races and Special 
Powers of Small World

There are 14 Races and 20 Special Powers in Small World.

Each Race has its own distinctive Race banner, and tokens in
sufficient number to deploy with any Special Power badge.

Each Special Power badge gives a unique benefit to the race it
is associated with.

The Race tokens are placed on the map colored side face up

when the race is Active, and colored side face down once the
race is In Decline. 

Unless stated otherwise, the benefits granted by an Active Race
banner and its associated Special Power badge always
cumulate, and no longer apply once the race is put In Decline.

A Region is deemed non-empty if, and only if, it contains at least
one Lost Tribe or Race token (Active or In Decline). A Region that
contains a Mountain marker but no Lost Tribe or enemy Race
token is considered empty. 

Removable storage tray
Game pieces

Die

Race banners and
Special Power badgesVictory coins
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> The Races 
The list that follows details the benefit(s) conferred to each race;
the number of matching Race tokens received when selecting
this Race banner is indicated by the numerical value listed on
the banner.

Amazons
Four of your Amazon tokens may only be
used for conquest, not for defense, as
indicated by the +4 on the banner itself. So
you start your initial turn with 10 Amazon
tokens (plus any additional ones that may

be granted to you by the Special Power associated with the
Amazons, depending on your combo). At the end of each of
your Troop Redeployments (see Troop Redeployment, p. 5),
remove four tokens from the map, making sure to leave at least
one Amazon token in each of your Regions if possible, and only
take these four tokens back in hand to redeploy on the map
once you Ready your Troops (see Ready your Troops, p. 6) at
the start of your next turn.

Dwarves
Each Mine Region your Dwarves
occupy is worth 1 bonus Victory
coin, at the end of your turn.
This power is kept even when
the Dwarves are In Decline.

Elves
When the enemy conquers one of your
Regions, keep all your Elf tokens in hand for
redeployment at the end of the current
player's turn, rather than discarding 1 Elf
token back into the storage tray (see Enemy
Losses & Withdrawals, p. 4).

Ghouls
Your Ghoul tokens all stay on the map when
going into Decline, instead of the usual 1
token per Region. In addition, unlike other
Races, once In Decline, your Ghouls can
continue to conquer new Regions in the

following turns, playing exactly as if they were still Active tokens.
However these conquests must be done at the start of your turn,
before any conquest by your Active race. You may even attack
your own currently Active race with your In Decline Ghouls, if
you wish.

Giants
Your Giants may conquer any
Region adjacent to a Mountain
Region they occupy at a cost of 1 less Giant
token than normal. A minimum of 1 Giant
token is still required.

Halflings
Your Halfling tokens may enter the map
through any Region of the map, not just
border ones. Place a Hole-in-the-Ground in
each of the first 2 Regions you conquer, to

make them immune to enemy conquests as well as racial and
special powers. You remove your Holes-in-the-Ground (and lose
the protection they confer in these Regions) when your Halflings
go into Decline, or if you choose to abandon a Region containing
a Hole-in-the-Ground.

Humans
Each Farmland Region your
Humans occupy is worth 1
bonus Victory coin, at the
end of your turn.

Orcs
Each not empty Region your Orcs conquered
this turn is worth 1 bonus Victory coin, at the
end of your turn.

Ratmen
No Race benefit; their sheer number of
tokens is enough!

Skeletons
During your Troop Redeployment (p. 5),
take 1 new Skeleton token from the
storage tray for every 2 non-empty Regions
you conquered this turn, and add it to the
troops you redeploy at the end of your turn.

If there are no more tokens in the storage tray, you do not
receive any additional tokens.

Sorcerers
Once per turn per opponent, your Sorcerers
can conquer a Region by substituting one of
your opponent's Active tokens with one of
your own taken from the storage tray. If
there are no more tokens in the storage tray,

then you cannot conquer a new Region in this way. The token
your Sorcerers replaces must be the only race token in its Region
(A single Troll token with its Troll's Lair is considered alone for this
purpose; likewise for a Race token in a Fortress or on a Mountain,
these markers provide no protection to a lone Race token) and
that Region must be adjacent to one of your Sorcerers'. Place
the substituted opponent's Race token back into the storage tray.
If an Elf is converted by a Sorcerer, the Elf does lose his token.
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Til að forðast að allir smáhlutirnir, sem fylgja spili-
nu, blandist saman ef spilakassinn er settur upp á 
rönd, er mælt með því að raða þeim í spilakassann 
og geymslubakkann með glæra lokinu eins og sýnt 
er á myndinni. Í lausa bakkann fara aðeins 
þjóðartáknin, ein þjóð í hvert hólf. Sigurskildingarnir 
og önnur merki og tákn fara á sinn stað í spilakas-
sanum sjálfum og spilaborðin, yfirlitsblöðin og 
spilareglurnar efst.

Smáheima byggja 14 þjóðir sem geta búið yfir 20 mismunandi 
sérstökum eiginleikum.

Hver þjóð á sinn fána og nægilega mörg þjóðartákn til að leggja 
niður, sama hvaða eiginleikaskjöldur tengist fánanum.
Hver skjöldur, sem táknar sérstakan eiginleika, færir þjóðinni, sem 
hann tengist, sérstakan ávinning.
Þjóðartáknin eru lögð á spilaborðið með lituðu hliðina upp þegar 

þjóðin er virk en með lituðu hliðina niður þegar hún er á hnignun-
arskeiði.
Sé annað ekki tekið fram, leggst ávinningur af krafti virkrar þjóðar 
alltaf við ávinning eiginleikaskjaldarins en hvorugur gildir þó lengur 
eftir að leikmaður lætur þjóð sína fara á hnignunarskeið.
Litið er svo á að landsvæði sé mannað (e. non-empty) ef, og þá 
aðeins ef, á því er a.m.k. eitt tákn týnds ættbálks eða þjóðartákn 
(virkt eða á hnignunarskeiði). Landsvæði, sem á er fjallsmerki en 
hvorki tákn týnds ættbálks né óvinaþjóðar, telst hins vegar óman-
nað.

II. Þjóðir og sérstakir 
eiginleikar í Smáheimum.

Viðbótarupplýsingar
I. Skipulag spilakassans

Laus bakki

Leikjahlutir

Teningur

Sigurskildingar
Þjóðarfánar og 
eiginleikaskildir
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> The Races 
The list that follows details the benefit(s) conferred to each race;
the number of matching Race tokens received when selecting
this Race banner is indicated by the numerical value listed on
the banner.

Amazons
Four of your Amazon tokens may only be
used for conquest, not for defense, as
indicated by the +4 on the banner itself. So
you start your initial turn with 10 Amazon
tokens (plus any additional ones that may

be granted to you by the Special Power associated with the
Amazons, depending on your combo). At the end of each of
your Troop Redeployments (see Troop Redeployment, p. 5),
remove four tokens from the map, making sure to leave at least
one Amazon token in each of your Regions if possible, and only
take these four tokens back in hand to redeploy on the map
once you Ready your Troops (see Ready your Troops, p. 6) at
the start of your next turn.

Dwarves
Each Mine Region your Dwarves
occupy is worth 1 bonus Victory
coin, at the end of your turn.
This power is kept even when
the Dwarves are In Decline.

Elves
When the enemy conquers one of your
Regions, keep all your Elf tokens in hand for
redeployment at the end of the current
player's turn, rather than discarding 1 Elf
token back into the storage tray (see Enemy
Losses & Withdrawals, p. 4).

Ghouls
Your Ghoul tokens all stay on the map when
going into Decline, instead of the usual 1
token per Region. In addition, unlike other
Races, once In Decline, your Ghouls can
continue to conquer new Regions in the

following turns, playing exactly as if they were still Active tokens.
However these conquests must be done at the start of your turn,
before any conquest by your Active race. You may even attack
your own currently Active race with your In Decline Ghouls, if
you wish.

Giants
Your Giants may conquer any
Region adjacent to a Mountain
Region they occupy at a cost of 1 less Giant
token than normal. A minimum of 1 Giant
token is still required.

Halflings
Your Halfling tokens may enter the map
through any Region of the map, not just
border ones. Place a Hole-in-the-Ground in
each of the first 2 Regions you conquer, to

make them immune to enemy conquests as well as racial and
special powers. You remove your Holes-in-the-Ground (and lose
the protection they confer in these Regions) when your Halflings
go into Decline, or if you choose to abandon a Region containing
a Hole-in-the-Ground.

Humans
Each Farmland Region your
Humans occupy is worth 1
bonus Victory coin, at the
end of your turn.

Orcs
Each not empty Region your Orcs conquered
this turn is worth 1 bonus Victory coin, at the
end of your turn.

Ratmen
No Race benefit; their sheer number of
tokens is enough!

Skeletons
During your Troop Redeployment (p. 5),
take 1 new Skeleton token from the
storage tray for every 2 non-empty Regions
you conquered this turn, and add it to the
troops you redeploy at the end of your turn.

If there are no more tokens in the storage tray, you do not
receive any additional tokens.

Sorcerers
Once per turn per opponent, your Sorcerers
can conquer a Region by substituting one of
your opponent's Active tokens with one of
your own taken from the storage tray. If
there are no more tokens in the storage tray,

then you cannot conquer a new Region in this way. The token
your Sorcerers replaces must be the only race token in its Region
(A single Troll token with its Troll's Lair is considered alone for this
purpose; likewise for a Race token in a Fortress or on a Mountain,
these markers provide no protection to a lone Race token) and
that Region must be adjacent to one of your Sorcerers'. Place
the substituted opponent's Race token back into the storage tray.
If an Elf is converted by a Sorcerer, the Elf does lose his token.
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Tritons
Your Tritons may conquer all Coastal Regions
(those bordering a Sea or Lake) at a cost of
1 less Triton token than normal. A minimum
of 1 Triton token is still required.

Trolls
Place a Troll's Lair in each Region your Trolls
occupy. The Troll's Lair augments your
region's defense by 1 (just as if you had an
additional Troll token stationed there), and
stays in the Region even after your Trolls go

into Decline. Remove the Troll's Lair if you abandon the Region or
when an enemy conquers it.

Wizards
Each Magic Region your Wizards
occupy is worth 1 bonus Victory
coin, at the end of your turn.

Blank Race banner
We have provided you with one additional
blank Race banner, which you may use to

create a race of your own invention. When designing such a race
and choosing the number of Race tokens to assign to it, keep in
mind that it may end up associated with any possible Special
Power. Make sure never to pick a number higher than 10 or you
will risk running out of Race tokens you might otherwise have
been entitled to during the course of the game.

If you wish to play with your newly created race, use the tokens
of another race (with a similar or greater number of tokens) as
stand-in tokens for your new race - and make sure to remove
the corresponding old Race banner from the game before the
start!

> Special Powers
In the description of Special Powers that follow, when we use
the term "you" or "your", we mean the Race tokens of your race
associated with this Special Power. Unless explicitly stated
otherwise, this usually excludes any token In Decline from your
earlier race.

The list that follows details the advantage(s) granted by this
Special Power; the additional number of Race tokens received
when associating this Special Power to a Race banner is listed
in the circle inside the Special Power badge.

Alchemist
Collect 2 bonus Victory coins at the end of each
turn your race hasn't yet gone into Decline.

Berserk
You may use the Reinforcement die before
each of your conquests, rather than just the
last one of your turn. Roll the die first; select
the Region you wish to conquer; then place
the required number of Race tokens (minus

the die results) there. If you do not have enough tokens left, this
is your final conquest attempt for the turn. As usual, a minimum
of 1 token is still required to attempt the conquest.

Bivouacking
Deploy the 5 Encampment tokens in any of
your Region(s), during your Troop Rede-
ployment phase. Each Encampment counts
as 1 Race token toward the defense of the
Region in which it is placed (thereby

protecting a single Race token with an Encampment from the
Sorcerer's Racial Power). Multiple Encampments may be placed
in the same Region to obtain a higher defense bonus. Each turn
you may break camp and settle in any new Region you occupy.
Encampments are never lost during an attack
on the Region they are in: they are redeployed
at the end of the current player's turn. When
the Race they were associated with goes into
Decline, they disappear.

Commando
You may conquer any Region with 1 less
Race token than normal. A minimum of 1
token is still required.

Diplomat
At the end of your turn, you may select one
opponent whose Active race you did not
attack this turn as your ally. You are now at
peace with him and he cannot attack your
active race until your next turn. You may

change allies each turn, or stay at peace with the same
opponent. Tokens In Decline are not impacted (so Ghouls In
Decline are immune to this power and may still attack you).
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Hér á eftir fer lýsing á þeim kröftum sem hver þjóð býr 
yfir. Fjöldi þjóðartákna, sem viðkomandi leikmaður fær 
þegar hann velur sér þjóðarfána, fer eftir tölunni sem er á 
fánanum.

Fjögur af skjaldmeyjatáknunum má aðeins 
nota til landvinninga en ekki til varnar, eins 
og sjá má á fánanum sjálfum þar sem stendur 
„+4“. Leikmaður byrjar með 10 skjaldmey-
jatákn (auk aukatákna sem hann kann að fá 

í tengslum við sérstaka eiginleikann sem tengist skjaldmeyjunum, 
eftir því hvernig samstæðan hans er). Þegar leikmaður hefur lokið 
við að endurraða hersveitum sínum (sjá Endurröðun hersveita, bls. 
5) tekur hann 4 þjóðartákn aftur upp af spilaborðinu en gætir þess 
að skilja eftir a.m.k. eitt skjaldmeyjatákn á hverju landsvæða 
sinna, ef hægt er. Hann geymir þessi tákn á hendi til að leggja 
niður á borðið eftir að hann hefur stillt upp hersveitum sínum (sjá 
Hersveitum stillt upp, bls. 6) næst þegar hann á leik.

Skjaldmeyjar (Amazons)

Hvert námulandsvæði sem 
dvergarnir ráða yfir gefur 1 
aukaskilding þegar viðkomandi 
leikmaður hefur lokið við að 
gera hverju sinni. Það gildir 
áfram jafnvel þótt dvergarnir séu 
á hnignunarskeiði.

Dvergar (Dwarves)

Þegar andstæðingur leggur undir sig eitt af lands-
væðum álfanna fær leikmaðurinn, sem ræður 
yfir álfunum, að taka öll álfatáknin aftur upp á 
hendi til að leggja niður þegar hinn er búinn að 
gera en þarf ekki að skila einu aftur í bakkann 
(sjá Tapað fyrir óvinum og hörfað, bls. 4).

Álfar (Elves)

Öll náætutáknin verða eftir á spilaborðinu 

þegar þjóðin kemst á hnignunarskeið, en ekki 

bara 1 í hverju landsvæði eins og á við um 

aðra. Að auki geta náæturnar, ólíkt öllum 

öðrum þjóðum, haldið áfram að leggja undir 

sig ný landsvæði þótt þær séu á hnignun-

arskeiði, líkt og væru þær enn virkar. Slíkir landvinningar verða þó 

að eiga sér stað í upphafi umferðar leikmannsins sem ræður yfir 

þeim, áður en hann lætur virku þjóðina sína leggja undir sig lands-

væði. Leikmaður sem ræður yfir náætum á hnignunarskeiði má 

m.a.s. láta þær ráðast á virku þjóðina sína, ef hann vill.

Náætur (Ghouls)

Jötnar borga 1 Jötnatákni minna en 

venjan er þegar þeir leggja undir sig 

landsvæði sem liggja að fjalllendi sem þeir 

ráða yfir. Þó þarf alltaf að borga að lágmarki 1 

tákn fyrir landsvæði.

Jötnar (Giants)

Smáfólk má leggja undir sig hvaða landsvæði á 
spilaborðinu sem er í byrjun og er ekki bundið 
við landamæralandsvæðin. Leikmaðurinn, sem 
ræður yfir smáfólkinu, leggur niður tákn fyrir 
jarðhýsi á tvö fyrstu landsvæðin sem hann 
leggur undir sig og gerir þau þannig að 

óvinnandi vígi. Aðrir leikmenn geta þá hvorki lagt svæðin undir sig 
né gilda þar kraftar þjóða þeirra eða sérstakir eiginleikar. Láti 
leikmaðurinn, sem ræður yfir þjóð smáfólksins, hana fara á 
hnignunarskeið eða yfirgefi hann landsvæði með jarðhýsi á, fjarlægir 
hann jarðhýsatáknin af landsvæðinu eða -svæðunum (og tapar 
þannig þeirri vernd sem þau veittu þeim).

Hvert akurlendislandsvæði 
sem menn ráða yfir gefur 1 
aukaskilding þegar við- 
komandi leikmaður hefur 
lokið við að gera hverju sinni.

Hvert mannað landsvæði, sem orkar ráða 
yfir, gefur 1 aukaskilding þegar viðkomandi 
leikmaður hefur lokið við að gera hverju 
sinni.

Engir sérstakir kraftar fylgja þjóðinni aðrir en 
hversu fjölmenn hún er!

Þegar kemur að Endurröðun hersveita (bls. 
5) má leikmaðurinn, sem ræður yfir 
beinagrindunum, taka 1 beinagrindartákn úr 
bakkanum fyrir hver tvö mönnuð landsvæði 
sem hann lagði undir sig í þeirri umferð og 
leggja niður þegar hann er búinn að gera 

hverju sinni. Ef ekki eru nein tákn eftir í bakkanum fær hann ekki 
fleiri.

Einu sinni á hvern mótherja í hverri umferð má 
leikmaðurinn, sem ræður yfir seiðkörlunum, 
leggja undir sig landsvæði með því að skipta á 
einu virku tákni mótherjans og einu af sínum 
eigin úr bakkanum. Ef ekki eru fleiri tákn eftir í 
bakkanum má hann ekki leggja undir sig nýtt 

landsvæði með þessum hætti. Táknið, sem seiðkarlatáknið kemur 
í staðinn fyrir, verður að vera eina þjóðartáknið á landsvæðinu 
(eitt tröllatákn ásamt tröllabæli telst sem eitt tákn, líka þjóðartákn 
ásamt virki eða fjalli, þau merki ná ekki að veita stöku þjóðartákni 
vernd) og landsvæðið verður að liggja að einhverju af landsvæðum 
seiðkarlanna. Setjið þjóðartákn andstæðingsins, sem skipt var út, 
aftur í bakkann. Ef skipt er á seiðkarli og álfatákni, tapar 
leikmaðurinn, sem ræður yfir álfunum, ekki tákninu.

> Þjóðirnar Smáfólk (Halflings)

Menn (Humans)

Orkar (Orcs)

Rottumenn (Ratmen)

Beinagrindurnar (Skeletons)

Seiðkarlar (Sorcerers)
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Tritons
Your Tritons may conquer all Coastal Regions
(those bordering a Sea or Lake) at a cost of
1 less Triton token than normal. A minimum
of 1 Triton token is still required.

Trolls
Place a Troll's Lair in each Region your Trolls
occupy. The Troll's Lair augments your
region's defense by 1 (just as if you had an
additional Troll token stationed there), and
stays in the Region even after your Trolls go

into Decline. Remove the Troll's Lair if you abandon the Region or
when an enemy conquers it.

Wizards
Each Magic Region your Wizards
occupy is worth 1 bonus Victory
coin, at the end of your turn.

Blank Race banner
We have provided you with one additional
blank Race banner, which you may use to

create a race of your own invention. When designing such a race
and choosing the number of Race tokens to assign to it, keep in
mind that it may end up associated with any possible Special
Power. Make sure never to pick a number higher than 10 or you
will risk running out of Race tokens you might otherwise have
been entitled to during the course of the game.

If you wish to play with your newly created race, use the tokens
of another race (with a similar or greater number of tokens) as
stand-in tokens for your new race - and make sure to remove
the corresponding old Race banner from the game before the
start!

> Special Powers
In the description of Special Powers that follow, when we use
the term "you" or "your", we mean the Race tokens of your race
associated with this Special Power. Unless explicitly stated
otherwise, this usually excludes any token In Decline from your
earlier race.

The list that follows details the advantage(s) granted by this
Special Power; the additional number of Race tokens received
when associating this Special Power to a Race banner is listed
in the circle inside the Special Power badge.

Alchemist
Collect 2 bonus Victory coins at the end of each
turn your race hasn't yet gone into Decline.

Berserk
You may use the Reinforcement die before
each of your conquests, rather than just the
last one of your turn. Roll the die first; select
the Region you wish to conquer; then place
the required number of Race tokens (minus

the die results) there. If you do not have enough tokens left, this
is your final conquest attempt for the turn. As usual, a minimum
of 1 token is still required to attempt the conquest.

Bivouacking
Deploy the 5 Encampment tokens in any of
your Region(s), during your Troop Rede-
ployment phase. Each Encampment counts
as 1 Race token toward the defense of the
Region in which it is placed (thereby

protecting a single Race token with an Encampment from the
Sorcerer's Racial Power). Multiple Encampments may be placed
in the same Region to obtain a higher defense bonus. Each turn
you may break camp and settle in any new Region you occupy.
Encampments are never lost during an attack
on the Region they are in: they are redeployed
at the end of the current player's turn. When
the Race they were associated with goes into
Decline, they disappear.

Commando
You may conquer any Region with 1 less
Race token than normal. A minimum of 1
token is still required.

Diplomat
At the end of your turn, you may select one
opponent whose Active race you did not
attack this turn as your ally. You are now at
peace with him and he cannot attack your
active race until your next turn. You may

change allies each turn, or stay at peace with the same
opponent. Tokens In Decline are not impacted (so Ghouls In
Decline are immune to this power and may still attack you).
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Dragon Master
Once per turn, you may conquer a Region
using a single Race token, regardless of the
number of enemy tokens defending it. Once
conquered, place your Dragon there. The
Region is now immune to enemy conquests

as well as to their racial and special powers until your Dragon
moves. During each new turn, you may move your Dragon to a
different Region you wish to conquer. Your Dragon disappears
when you go into Decline; remove it from the board and place
it back in the storage tray at that time. 

Flying
You may conquer any Region of the map
except Seas and Lakes. These Regions do
not need to be adjacent or contiguous to
ones you already occupy.

Forest
Collect 1 bonus Victory coin for
each Forest Region you occupy
at turn's end.

Fortified
Once per turn, as long as your Fortified Race
is active, you may place 1 Fortress in a
Region you occupy. The Fortress is worth 1
bonus Victory coin at turn's end, unless you

are In Decline. The Fortress also augments your Region's
defense by 1 (just as if you had an additional Race token
stationed there), even if you are In Decline.
Remove the Fortress if you abandon the Region
or when an enemy conquers it. There can only
ever be a maximum of 1 Fortress per Region,
and a maximum of 6 Fortresses on the map.

Heroic
At the end of your turn, place each of your
2 Heroes in 2 different Regions you occupy.
These 2 Regions are immune to enemy
conquests as well as to their racial and
special powers until your Heroes move. Your

Heroes disappear when you go into Decline.

Hill
Collect 1 bonus Victory coin for
each Hill Region you occupy at
turn's end.

Merchant
Collect 1 bonus Victory coin for any Region
you occupy at turn's end.

Mounted
You may conquer any Hill or
Farmland Region with 1 less
Race token than normal. A
minimum of 1 token is still
required.

Pillaging
Each non-empty Region you conquer this
turn is worth 1 bonus Victory coin at turn's
end.

Seafaring
As long as your Seafaring race is active, you
may conquer the Seas and the Lake,
considering them as 3 empty Regions. You
keep these Regions even once you go into
Decline, and continue scoring for them for

as long as you have tokens there. Only Seafaring races may
occupy the Seas and the Lake.

Spirit
When the Race tokens associated with your
Spirit Special Power go into Decline, they
never count toward the limit stated in
Entering In Decline (p. 6) regarding having a
single In Decline race on the map at any

given time. You may thus end up with two different races In
Decline on the map at the same time and score for them both.
If a third race you control goes into Decline, your Spirits remain
on the board, although the other race already In Decline
disappears, as normal. In other words, your In Decline Spirits
never leave the map (except when taking losses from
opponents' conquests), though other races sent In Decline may
go away when a new race goes into decline.

Stout
You may go In Decline at the end of a regular
turn of conquests, after scoring, instead of
spending an entire turn going into Decline.

Swamp
Collect 1 bonus Victory coin
for each Swamp Region you
occupy at turn's end.
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Trítonar borga einu trítonatákni minna en 
venjan er þegar þeir leggja undir sig 
strandsvæði (sem liggja að hafi eða stöðu-
vatni). Þó þarf alltaf að borga að lágmarki 
1 tákn fyrir landsvæði.

Leikmaðurinn, sem ræður yfir tröllunum, 
leggur tröllabæli á hvert landsvæði sem 
tröllin leggja undir sig. Tröllabæli eykur 
varnir landsvæðisins um 1 (líkt og þar 
væri annað tröllatákn) og verður eftir á 
landsvæðinu þótt tröllin fari á hnignun-

arskeið. Tröllabæli er fjarlægt ef tröllin yfirgefa landsvæði 
eða ef óvinur leggur það undir sig.

Hvert landsvæði með töfra- 
uppsprettu, sem galdra-
karlarnir ráða yfir, gefur 1 
aukaskilding þegar viðko-
mandi leikmaður hefur lokið 
við að gera hverju sinni.

Í kassanum er einn auður þjóðarfáni sem 
nota má til að skálda upp sína eigin þjóð. 

Þegar slík þjóð er búin til og valinn fjöldi þjóðartákna, sem 
fánanum fylgja, þarf að hafa í huga að fáninn gæti tengst 
hvaða sérstaka eiginleika sem er. Aldrei skal velja hærri tölu 
en 10 því annars er hætta á að þjóðartáknin, sem 
leikmaðurinn hefði átt kost á í spilinu, klárist.

Ef hafa á nýsköpuðu þjóðina með í spilinu, eru tákn annarrar 
þjóðar (sem hefur jafnmörg eða fleiri þjóðartákn) notuð fyrir 
hana. Gæta þarf þess að fjarlægja þjóðarfána þeirrar þjóðar úr 
spilinu áður en það hefst.

Í lýsingunni á sérstöku eiginleikunum hér á eftir merkir 
„þú“ eða „þinn“ þjóðartákn þjóðarinnar sem tengist 
þessum sérstaka eiginleika. Þá er yfirleitt ekki verið að 
tala um tákn þjóðar í dvala nema það sé sérstaklega tekið 
fram.

Hér á eftir er gerð grein fyrir þeim ávinningi sem fylgir 
hverjum sér- stökum eiginleika. Talan í hringnum á 
merkinu táknar þann fjölda þjóðartákna sem leikmaður 
fær til viðbótar þegar viðkomandi eigin- leiki tengist 
þjóðarfána.

Þú færð tvo aukaskildinga í lok hverrar 
umferðar svo lengi sem þjóð þín er ekki 
á hnignunarskeiði.

Þú mátt nota liðsaukateninginn fyrir 
hvern landvinning í stað þess síðasta í 
hverri umferð eingöngu. Byrjaðu á að 
kasta teningnum, veldu landsvæði sem 
þú vilt leggja undir þig og settu tilskilinn 
fjölda þjóðartákna (að frádregnu því 

sem upp kemur á teningnum) á það. Ef þú átt ekki nægi-
lega mörg tákn eftir er þetta lokalandvinningstilraun þín í 
þessari umferð. Alltaf er þó krafist 1 tákns að lágmarki til 
að mega reyna að leggja undir sig landsvæði.

Leggðu niður tjaldbúðatáknin 5 á hvaða 
landsvæði sem er, sem þú ræður yfir (eitt 
eða fleiri) þegar þú mátt endurraða 
hersveitum þínum. Hvert tjaldbúðatákn 
telur líkt og 1 þjóðartákn við varnir lands-
væðisins þar sem það er staðsett (þannig 

að stakt þjóðartákn með tjaldbúðum er verndað fyrir krafti 
seiðkarlanna). Setja má fleiri en einar tjaldbúðir niður á sama 
landsvæði til að efla varnir þess. Í hverri umferð máttu færa 
til tjaldbúðatáknin og setja þau niður á ný landsvæði sem þú 
leggur undir þig. Tjaldbúðir tapast aldrei þótt 
gerð sé árás á landsvæðið, þar sem þær eru, 
heldur má endurraða þeim þegar sá, sem á 
leik, er búinn að gera. Fari þjóðin, sem tjald-
búðatáknin tengjast, á hnignunarskeið eru 
þau fjarlægð af spilaborðinu.

Þú mátt leggja undir þig hvaða lands-
væði sem er og borga einu tákni minna 
en venjan er. Þó þarf alltaf að borga að 
lágmarki 1 tákn fyrir landsvæði.

Þegar þú hefur lokið við að gera hverju 
sinni máttu velja einn mótherja og gera 
að banda- manni þínum, ef þú réðist ekki 
á virku þjóðina hans í þessari umferð. Nú 
ríkja sættir á milli ykkar og hann má ekki 
ráðst á virku þjóðina þína fyrr en þú átt 
næst að gera. Þú mátt skipta um banda-

mann í hverri umferð eða halda þig við þann sama. Þetta 
á ekki við um tákn þjóða á hnignunarskeiði (þ.a.l. eru 
náætur á hnignunarskeiði ónæmar fyrir þessum eiginleika 
og mega ráðast á þig).

Diplómatinn (Diplomat)

Skyndiárásarsveit (Commando)

Tjaldbúðalíf (Bivouacking)

Gullgerðarmaður (Alchemist)

Berserkur (Berserk)

Auður þjóðarfániTrítonar (Tritons)

> Sérstakir eiginleikar

Tröll (Trolls)

Galdramenn (Wizards)



10

Tritons
Your Tritons may conquer all Coastal Regions
(those bordering a Sea or Lake) at a cost of
1 less Triton token than normal. A minimum
of 1 Triton token is still required.

Trolls
Place a Troll's Lair in each Region your Trolls
occupy. The Troll's Lair augments your
region's defense by 1 (just as if you had an
additional Troll token stationed there), and
stays in the Region even after your Trolls go

into Decline. Remove the Troll's Lair if you abandon the Region or
when an enemy conquers it.

Wizards
Each Magic Region your Wizards
occupy is worth 1 bonus Victory
coin, at the end of your turn.

Blank Race banner
We have provided you with one additional
blank Race banner, which you may use to

create a race of your own invention. When designing such a race
and choosing the number of Race tokens to assign to it, keep in
mind that it may end up associated with any possible Special
Power. Make sure never to pick a number higher than 10 or you
will risk running out of Race tokens you might otherwise have
been entitled to during the course of the game.

If you wish to play with your newly created race, use the tokens
of another race (with a similar or greater number of tokens) as
stand-in tokens for your new race - and make sure to remove
the corresponding old Race banner from the game before the
start!

> Special Powers
In the description of Special Powers that follow, when we use
the term "you" or "your", we mean the Race tokens of your race
associated with this Special Power. Unless explicitly stated
otherwise, this usually excludes any token In Decline from your
earlier race.

The list that follows details the advantage(s) granted by this
Special Power; the additional number of Race tokens received
when associating this Special Power to a Race banner is listed
in the circle inside the Special Power badge.

Alchemist
Collect 2 bonus Victory coins at the end of each
turn your race hasn't yet gone into Decline.

Berserk
You may use the Reinforcement die before
each of your conquests, rather than just the
last one of your turn. Roll the die first; select
the Region you wish to conquer; then place
the required number of Race tokens (minus

the die results) there. If you do not have enough tokens left, this
is your final conquest attempt for the turn. As usual, a minimum
of 1 token is still required to attempt the conquest.

Bivouacking
Deploy the 5 Encampment tokens in any of
your Region(s), during your Troop Rede-
ployment phase. Each Encampment counts
as 1 Race token toward the defense of the
Region in which it is placed (thereby

protecting a single Race token with an Encampment from the
Sorcerer's Racial Power). Multiple Encampments may be placed
in the same Region to obtain a higher defense bonus. Each turn
you may break camp and settle in any new Region you occupy.
Encampments are never lost during an attack
on the Region they are in: they are redeployed
at the end of the current player's turn. When
the Race they were associated with goes into
Decline, they disappear.

Commando
You may conquer any Region with 1 less
Race token than normal. A minimum of 1
token is still required.

Diplomat
At the end of your turn, you may select one
opponent whose Active race you did not
attack this turn as your ally. You are now at
peace with him and he cannot attack your
active race until your next turn. You may

change allies each turn, or stay at peace with the same
opponent. Tokens In Decline are not impacted (so Ghouls In
Decline are immune to this power and may still attack you).
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Dragon Master
Once per turn, you may conquer a Region
using a single Race token, regardless of the
number of enemy tokens defending it. Once
conquered, place your Dragon there. The
Region is now immune to enemy conquests

as well as to their racial and special powers until your Dragon
moves. During each new turn, you may move your Dragon to a
different Region you wish to conquer. Your Dragon disappears
when you go into Decline; remove it from the board and place
it back in the storage tray at that time. 

Flying
You may conquer any Region of the map
except Seas and Lakes. These Regions do
not need to be adjacent or contiguous to
ones you already occupy.

Forest
Collect 1 bonus Victory coin for
each Forest Region you occupy
at turn's end.

Fortified
Once per turn, as long as your Fortified Race
is active, you may place 1 Fortress in a
Region you occupy. The Fortress is worth 1
bonus Victory coin at turn's end, unless you

are In Decline. The Fortress also augments your Region's
defense by 1 (just as if you had an additional Race token
stationed there), even if you are In Decline.
Remove the Fortress if you abandon the Region
or when an enemy conquers it. There can only
ever be a maximum of 1 Fortress per Region,
and a maximum of 6 Fortresses on the map.

Heroic
At the end of your turn, place each of your
2 Heroes in 2 different Regions you occupy.
These 2 Regions are immune to enemy
conquests as well as to their racial and
special powers until your Heroes move. Your

Heroes disappear when you go into Decline.

Hill
Collect 1 bonus Victory coin for
each Hill Region you occupy at
turn's end.

Merchant
Collect 1 bonus Victory coin for any Region
you occupy at turn's end.

Mounted
You may conquer any Hill or
Farmland Region with 1 less
Race token than normal. A
minimum of 1 token is still
required.

Pillaging
Each non-empty Region you conquer this
turn is worth 1 bonus Victory coin at turn's
end.

Seafaring
As long as your Seafaring race is active, you
may conquer the Seas and the Lake,
considering them as 3 empty Regions. You
keep these Regions even once you go into
Decline, and continue scoring for them for

as long as you have tokens there. Only Seafaring races may
occupy the Seas and the Lake.

Spirit
When the Race tokens associated with your
Spirit Special Power go into Decline, they
never count toward the limit stated in
Entering In Decline (p. 6) regarding having a
single In Decline race on the map at any

given time. You may thus end up with two different races In
Decline on the map at the same time and score for them both.
If a third race you control goes into Decline, your Spirits remain
on the board, although the other race already In Decline
disappears, as normal. In other words, your In Decline Spirits
never leave the map (except when taking losses from
opponents' conquests), though other races sent In Decline may
go away when a new race goes into decline.

Stout
You may go In Decline at the end of a regular
turn of conquests, after scoring, instead of
spending an entire turn going into Decline.

Swamp
Collect 1 bonus Victory coin
for each Swamp Region you
occupy at turn's end.
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Underworld
You may conquer any Region
with a Cavern with 1 less Race
token than normal. A minimum
of 1 token is still required.

All Regions with a Cavern are also considered adjacent to each
other for your conquest purposes.

Wealthy
Collect 7 bonus Victory coins, once only, at the
end of your first turn.

Blank Special Power badge
We have provided you with one additional
blank Special Power badge, which you may
use to create a Special Power of your own
invention. When designing such a Special

Power and choosing the number of Race tokens to associate
with it, keep in mind that it may end up associated with any
possible Race banner. Make sure never to pick a number higher
than 5 or you will risk running out of Race tokens you might
otherwise have been entitled to during the course of the game.
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Kaupmaður (Merchant)

Reiðmaður (Mounted)

Ránsferðir (Pillaging)

Sæfarar (Seafaring)

Andar (Spirit)

Heljarmennið (Stout)

Mýrar (Swamp)

Einu sinni í hverri umferð máttu leggja 
undir þig landsvæði með einu þjóðartákni, 
óháð því hversu mörg óvinatákn eru þar til 
varnar. Þegar þú hefur lagt undir þig lands-
væðið leggurðu drekann niður þar. Lands-

væðið er nú óvinnandi vígi. Óvinir geta þá hvorki lagt svæðin 
undir sig né gilda þar kraftar þjóða þeirra eða sérstakir eigin-
leikar fyrr en drekinn hefur verið færður. Í hverri umferð máttu 
flytja drekann þinn á nýtt landsvæði sem þú vilt leggja undir 
þig. Drekinn hverfur þegar þjóð þín fer á hnignunarskeið. Hann 
er þá fjarlægður af borðinu og honum skilað aftur í bakkann.

Þú mátt leggja undir þig hvaða landsvæði á 
spilaborðinu sem er nema höf og stöðu-
vötn. Þau þurfa ekki að liggja að lands-
væðum sem þú hefur þegar lagt undir þig.

Þú færð 1 aukaskilding fyrir 
hvert skógi vaxið landsvæði 
sem þú ræður yfir í lok 
umferðar.

Svo lengi sem þjóðin, sem tengist þessum 
eiginleika, er virk máttu, einu sinni í hverri 
umferð, leggja 1 virki niður á eitthvert 
landsvæði sem þú ræður yfir. Virkið gefur 1 
aukaskilding þegar þú hefur lokið við að 

gera hverju sinni nema þjóðin fari á hnignunarskeið. Virkið eflir 
einnig varnir landsvæðisins um 1 (rétt eins og þar væri eitt 
þjóðartákn aukalega) jafnvel þótt þjóðin sé á 
hnignunarskeiði. Virkið er fjarlægt ef þú yfirgefur 
landsvæðið eða ef óvinur leggur það undir sig. 
Það geta aldrei verið fleiri en 1 virki í hverju 
landsvæði og mest 6 virki á spilaborðinu.

Leggðu hetjurnar tvær á tvö af lands-
væðum þínum þegar þú hefur lokið við að 
gera. Það gerir þessi tvö landsvæði að 
óvinnandi vígi. Aðrir leikmenn geta þá 
hvorki lagt svæðin undir sig né gilda þar 
kraftar þjóða þeirra eða sérstakir eiginleikar 

fyrr en hetjurnar færa sig. Hetjurnar eru fjarlægðar þegar 
þjóðin, sem þær tengjast, fer á hnignunarskeið.

Þú færð 1 aukaskilding fyrir 
hvert hæðótt landsvæði sem 
þú ræður yfir í lok umferðar.

Þú færð 1 aukaskilding fyrir hvert landsvæði 
sem þú ræður yfir í lok umferðar.

Þú borgar 1 tákni minna en 
venjan er þegar þú leggur 
undir þig hæðótt landsvæði 
eða akurlendissvæði. Þó þarf 
alltaf að borga að lágmarki 1 
tákn fyrir landsvæði.

Sérhvert mannað landsvæði, sem þú leggur 
undir þig í þessari umferð gefur 1 aukaskild-
ing í lok hennar.

Svo lengi sem sæfaraþjóð er virk máttu 
leggja undir þig höfin og stöðuvatnið líkt og 
þau væru 3 ómönnuð landsvæði. Þú heldur 
þessum landsvæðum þótt þjóðin fari á 
hnignunarskeið og færð áfram skildinga fyrir 
þau svo lengi sem þú átt þjóðartákn þar. 

Einungis Sæfaraþjóð má leggja undir sig höfin og stöðuvatnið.

Þegar þjóð með eiginleikaskjöld Andanna 
fer á hnignunarskeið á takmarkið sem fram 
kemur í Hnignun (bls. 6), þar sem segir að 
aðeins megi hafa eina þjóð á hnignun-
arskeiði á spilaborðinu á hverjum tíma, ekki 
við um hana. Þú mátt því eiga tvær þjóðir á 

hnignunarskeiði á spilaborðinu í einu og fá skildinga fyrir báðar. 
Fari þriðja þjóðin hins vegar á hnignunarskeið verða andarnir 
eftir á borðinu en hin þjóðin sem var á hnignunarskeiði er 
fjarlægð eins og vant er. Með öðrum orðum hverfa andar á 
hnignunarskeiði aldrei af spilaborðinu (nema mótherji leggi 
undir sig landsvæði þeirra) þótt aðrar þjóðir á hnignunarskeiði 
kunni að hverfa þegar ný þjóð fer á hnignunarskeið.

Þú mátt láta þjóð þína fara á hnignunarskeið 
í lok hefðbundinnar landvinningaumferðar, 
eftir að þú hefur fengið þá skildinga sem þér 
ber, í stað þess að nota heila umferð til 
þess.

Þú færð 1 aukaskilding fyrir 
hvert mýrlendissvæði sem þú 
ræður yfir í lok umferðar.

Drekatemjarinn (Dragon Master)

Flug (Flying)

Skógur (Forest)

Virki (Fortified)

Hetjur (Heroic)

Hæð (Hill)



Dragon Master
Once per turn, you may conquer a Region
using a single Race token, regardless of the
number of enemy tokens defending it. Once
conquered, place your Dragon there. The
Region is now immune to enemy conquests

as well as to their racial and special powers until your Dragon
moves. During each new turn, you may move your Dragon to a
different Region you wish to conquer. Your Dragon disappears
when you go into Decline; remove it from the board and place
it back in the storage tray at that time. 

Flying
You may conquer any Region of the map
except Seas and Lakes. These Regions do
not need to be adjacent or contiguous to
ones you already occupy.

Forest
Collect 1 bonus Victory coin for
each Forest Region you occupy
at turn's end.

Fortified
Once per turn, as long as your Fortified Race
is active, you may place 1 Fortress in a
Region you occupy. The Fortress is worth 1
bonus Victory coin at turn's end, unless you

are In Decline. The Fortress also augments your Region's
defense by 1 (just as if you had an additional Race token
stationed there), even if you are In Decline.
Remove the Fortress if you abandon the Region
or when an enemy conquers it. There can only
ever be a maximum of 1 Fortress per Region,
and a maximum of 6 Fortresses on the map.

Heroic
At the end of your turn, place each of your
2 Heroes in 2 different Regions you occupy.
These 2 Regions are immune to enemy
conquests as well as to their racial and
special powers until your Heroes move. Your

Heroes disappear when you go into Decline.

Hill
Collect 1 bonus Victory coin for
each Hill Region you occupy at
turn's end.

Merchant
Collect 1 bonus Victory coin for any Region
you occupy at turn's end.

Mounted
You may conquer any Hill or
Farmland Region with 1 less
Race token than normal. A
minimum of 1 token is still
required.

Pillaging
Each non-empty Region you conquer this
turn is worth 1 bonus Victory coin at turn's
end.

Seafaring
As long as your Seafaring race is active, you
may conquer the Seas and the Lake,
considering them as 3 empty Regions. You
keep these Regions even once you go into
Decline, and continue scoring for them for

as long as you have tokens there. Only Seafaring races may
occupy the Seas and the Lake.

Spirit
When the Race tokens associated with your
Spirit Special Power go into Decline, they
never count toward the limit stated in
Entering In Decline (p. 6) regarding having a
single In Decline race on the map at any

given time. You may thus end up with two different races In
Decline on the map at the same time and score for them both.
If a third race you control goes into Decline, your Spirits remain
on the board, although the other race already In Decline
disappears, as normal. In other words, your In Decline Spirits
never leave the map (except when taking losses from
opponents' conquests), though other races sent In Decline may
go away when a new race goes into decline.

Stout
You may go In Decline at the end of a regular
turn of conquests, after scoring, instead of
spending an entire turn going into Decline.

Swamp
Collect 1 bonus Victory coin
for each Swamp Region you
occupy at turn's end.
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Underworld
You may conquer any Region
with a Cavern with 1 less Race
token than normal. A minimum
of 1 token is still required.

All Regions with a Cavern are also considered adjacent to each
other for your conquest purposes.

Wealthy
Collect 7 bonus Victory coins, once only, at the
end of your first turn.

Blank Special Power badge
We have provided you with one additional
blank Special Power badge, which you may
use to create a Special Power of your own
invention. When designing such a Special

Power and choosing the number of Race tokens to associate
with it, keep in mind that it may end up associated with any
possible Race banner. Make sure never to pick a number higher
than 5 or you will risk running out of Race tokens you might
otherwise have been entitled to during the course of the game.
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Undirheimar (Underworld) Auður eiginleikaskjöldur
Þú borgar 1 tákni minna en 
venjan er þegar þú leggur undir 
þig hellasvæði. Þó þarf alltaf að 
borga að lágmarki 1 tákn fyrir 
landsvæði.

Litið er á öll hellasvæði sem aðliggjandi þegar þú 
leggur undir þig landsvæði.

Þú færð 7 aukaskildinga í lok fyrstu umferðar 
þinnar, en aðeins í það eina skipti.

Í kassanum er einn auður eiginleikaskjöldur 
sem nota má til að skálda upp sérstakan 
eiginleika. Þegar slíkur skjöldur er búinn til 
og valinn fjöldi þjóðartákna, sem skildinum 
fylgja, þarf að hafa í huga að skjöldurinn 

gæti tengst hvaða þjóðarfána sem er. Aldrei skal velja hærri tölu 
en 5 því annars er hætta á að þjóðartáknin, sem þú hefðir átt 
kost á í spilinu, klárist.

Auðlegð (Wealthy)

Íslenskt umbrot: Ingvar Hreinsson
Íslensk þýðing: Spilavinir.


