QPN THE BOOK. OFBSKALDS, WHICH TELLS ABOUT THE TWILIGHT OF THE Gobs,
FAce THE DISASTERS, THAT T£AR THE SKIES APART,
SurvIve THe RAcNAROK, SAveE THe WorLs Trez,
p 1
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dasil s wsé
Y,
gf%%-mz -/
ﬁ" more #M e % /éW«/f
TN o, & Cunk 5, ity
v a1 %%eémﬂé
=&%¢Z&é@/ verse }5=\\
THe PRELUDE TO THE TWILIGHT OF THE GobS,
£N> OF TIMES, THAT SETS THE TR€€ IN MOTION,

Ycoprasie saved BY THe MigHTY
ANgrRY Gops,

In this game, the gods have no Divine Powers. Use the easy base game
Q side of your god sheet.




HARD BAs¢ GAME
%{éf? 5/@0‘/4&-‘

[ shall g0 oits Heger's fall. for e (fw{(‘I fain would see:
Bas andftnd | bring T tfs gods. and Garmond 5005 wens | i
X =Z\h&5wm/ verse 2=
FAce THE INITIATOR OF DECEIT AND HIS CURSES,
IorMuNGAND, FenRIR AN Hel, LOKI's OFFSPRING,
FOLLOWED BY THE RAGING FIRE
OF MuspeLL's MASTER AN> HIS SHINING SWORD,

In this game, the gods can use their Divine Powers. Use the hard base
game side of your god sheet.The gods also have starting Abilities.
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- £
When Nidhogg is eiiétivated, thei2 Enemies shown above Nidhogg's

pawn's new position‘arejalso activated.
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b 4
SIX £VENTS MARK THE FATE OF THE GODS,

SAcA It BALR's Murpber, pAce S

SAcA 2: The FIMBULVERT, PAce 1S

SAcA 3: Tre MAnAcARMs, PAce 21 7
SAcA 4: CAsTING OFF THe. NAGLFAR, PAce 28
SAcA S: The FALL oF BIFROST, PAce 37

Saca & Vierp's Flews, phce 45
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verse 45=
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BAWR's Murper
SAcA 1 INTROPUCTION

The opIoUs OMEN, WHICH FRIcc CANNOT BREAK, REVEALS THE TREACHERY OF THE. PRINCE
WITH A THOUSAND TRICKSSBALDR THE GO0p DREAMED ABOUT THREATS T9 HIS OWN LIFe,
He INFORMED THE GOPS, WHO PECIDED TO*PROTECT HIM, FRIcc TRAVELED THE WORLDS AND
GATHERED FROM ALL THE £LEMENTS,SOLEMN OATHS NEVER T9 HURT BALSR,
THeN THe ASIR €NTERTAINES THEMSELVES BY THROWING STONES ANd ARROWS AT THE Gop
WHOM NOTHING couLd ReAcH, WheN Lokl sAw THIS, He PIDN'T LIKE IT, He TURNED HIMSELF
INTO A WOMAN AN> QUESTIONED FRics, "HAVE ALL THINGS REALLY SWRN T SPARE BALR?"
SFricc revLied: “THeRE IS A YOUNG PLANT CALL£d MISTLETOE, IT S£€MEd TO0 YOUNG F0R
- ME TO DEMAND HIS 0ATH”
Lok1 picked THe MISTLETOZ AN> MAPE AN ARROW OUT OF IT, WHICH HE OFF£R€> To HOPR,
& THE BLIND SON OF THe ALMIGHTY, GuUbed Y Loki, HOPR PREW THE BOW AGAINST BALSR
. AN> KILLED HIS BROTHER,
GRIEF FELL UPON THE GobS DURING THE FUNERAL, HeRMop pecoed HeL To FRe€ BALSKR
FROM THE KINGDOM OF THE bEAb, THE TERRIBLE GUARDIAN ACCEPTED ON: CONDITION THAT
THE BEINGS OF THe P WORLDS MOURN BALPR, The cobs CRISSCROSSED THE YGGPRASIL AND
ALL MOURNe> BALDR, £XcePT FOR LoKI pisculsed AS A GIANT, THOKK.
The TRAITOR BECAME A FUGITIVE, HUNTED DOWN BY THE ANGRY ASIR, BUT THE Gops
FERRETED HIM OUT AMp INFLICTED UPON HIMf THE TERRIBLE PUMISHMENT He DESERVED, 8
Without looking at them, make a reserve with the 9 Promise tokens =

(3 Perjuries and 6 Oaths) face down next to Yggdrasil. r
-
.’,L

rrrrrrrerrer




 BAWR's Murper

Sach 1 - sTer 1 0F 4

@I Turn the page when you have placed 1 Promise token face down on
each one of the 9 Worlds*Do not look at the Promise tokens.

A
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looking at it, on the World where you are. There

Place 1 random Promise tokeln face down, without
4 \ can be only 1 Promise tokenyper World.
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BALK's Murber

SAGA Te<'sTep 2 oF 4

@I Turn the page when 2 Artifacts have been discarded.

» *“
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On Asgard & , discard 1 Artifacticard you have.
The discarded cards are returned to the box for the
rest of this game.
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BAWR's Murber
Sach 1 = sTer 305 4 X e

— N} 3
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@I Turn the page when you have flipped the third and last
Perjury token. Then moye Loki's standee to the World where

the third Perjury is. k.
10 :
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On Iotunheim | , take 2 Risks, and then look at
3 Promise tokens of your choice, on any Worlds,
and return them face down. You can share intel
with the other gods.

On the World where you are, look at the Promise
token and return it face down. You can share intel
with the other gods.

On the World where you“e‘lr‘e, flip the Promise
token face up. 3
That Promise token remains visible until the end
of the game, whether it is a Perjury or an Oath.

11



BAWR's Murb£r

SAch 1 - sTeP 4 oF 4 #n-

b
x "Loki's Streng;th is worth the value on Loki's Strength ladder,

plus the number of Promise tokens (Perjuries and Oaths)
face up( i.e., visible), on the 9 Worlds of Yggdrasil.

’ ‘ X .
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The gods have punished L0k1 for Baldr's murder. Well done! You win! v
But, as the clairvoyant Vala announced, Ragnardk has just begun and the ﬁght-‘-
against evil is not over.
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The FIMBULVERT

SAcA 2, INTRODUCTION

TheN THe GREAT WINTER FRE£2£S
THe HeARTS 0F MPGARD'S CHILPREN,
THREE YEARS WITHOUT SUMMER,
SUN HIPDEN BY GIANTS,

SWePING FROM FOUR HORIZONS,

[4

v
Q Place the 3 standees of Bergelmir's Sons+in gfres’grve next to Yggdrasil.

Bergelmir's Sons are your Enemies. All the rules about Enemies (World
devastation, losing conditions, etc.) apply to them.
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THe FIMBULVERT

SAcA 2 - sTer 1 oF 2

' \ Activate 2 Iotunns.
,h\w& " >

o . @ Activate 1 Iotunn.

Q Place 1 of Berglemir's Sons on Iotunheim I,
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e . axes, age u/&ré,
e
: =%&o§/2@, verse 45=

Each of Bergelmir's Sons on Iotunheim | increases the

Strength of the Iotunns and the Strength of Bergelmir's Sons
by 1.

S ;
- Retreat: reserve
Strength: equal to Iotunn's Strength (2 +

the'number of Bergelmir's Sons in play)

A

l@l é;cjti};ate 3 Iotunns then turn the page.
4

17
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“THe FIMBULVERT

SAcA 2 - sTer 2 oF 2

oy

(“Agtivate 1 Iotunn.

\_\\

O ‘Place 1 of Berglemir's Sons on Iotunheim b

B UA

m To turn the page, fight the Iotunns and send them all back to Loki's
Strength ladder. There should be no active Iotunns left. - *

fodel
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pﬂo;/aa, verse 45=

Each of Bergelmir's Sons on Iotunheim | fncreases the Y
Strength of the Iotunns and the Strength of Bergelmir's Sons

f’*

{ Retreat: reserve
‘H Strength: equal to Iotunn's Strength (2 +

the number of Bergelmlr s Sons in play)

19



The gods have resisted the lotunns' assault. Wellidone! You win!
But now the wolves are baying at the moon.
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ThHe MANAGARMS

|
L

THe JAWS OF THE WOLVES CRUSH THE STARRY SKY,  ‘“w

SKOLL SWALLOWS SOL, THE SHINING STAR.

His HAT£FUL BROTHER TAKES MANL THe Moon, ~d .
Am> FeNRIR's VENGEANCE FEASTS [N THE DARK, ‘

Saca 3, INTROPUCTION

Q Place the Skoll (white wolf) and Hati (black wolf) standees in the Cage.

.
Hati and Skoll are your Enemies. All the rulesa about Enemles (World
devastation, losing conditions, etc.) apply to them. ' *

SR
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THe MANAGARMs

SAcA 3 - sTep 1 oF 3

B3
O

Move Skoll 1 space toward the sun in Vanaheim ik

ﬁ If Skoll reaches the sun'or Hati reaches the moon, you immediately
lose the game.
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When you turn
Vanaheim

yuf' 5mw/@afé2u,ém, wrs s
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=%Ao5/km,, verse 40=

%

% Retreat: 1 space backward toward the

Cage on their track
Strength: equal to Fenrir's

e Wi,

=N

the page, move Skoll 1 s;;acé(;toward the sun on

.
# \
N
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THe MANAGARMS

SACA 31— sTer 2 0F 3

Move Hati 1 space toward the moon on Alfheim Fil

ﬁ If Skoll reaches the sun or Hati reaches the moon, you immediately
lose the game. ’
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’t)“

Retreat: 1 space backward toward the
Cage on their track
Strength: equal to Fenrir's

When you turn the page, move Skoll 1 space toward the sun on
Vanahe1m , Hati 1 space toward the moon on Alftheim F , and
-
removs Fenrir from the Cage on Asgard
j 29

-



Tre MANAGARMS

SAGA 3 - sTeP 3 oF 3

o
R

Mobye Skoll'and Hati 1 space each on their respective tracks.

Ve

O Remove Fenrir from the Cageon Asgard Q.

@ If Skoll reaches the sun or Hati reaches the moon, you immediately
lose the game.

@I To turn the page, send Hati and Skoll back into the  Cage, by fighting

them as many times as necessary:.
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You have held off Skoll and Hati. Well done! You win!
But now the stars disappear. The earth st:’a}ts to shake.
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CasTiNG OFF THe  NAGLFAR

SAGA 4, INTRODUCTION

THe sHIP OF THE DEAD CRYSSES THE STONE OF TRIALS,

Hel's uimss, oN HRYM'S 0RDERS,

HARVEST THE NAILS OF THE DEAD,

FROM THE LOOSENED RINGS OF THE TMIDGARD SERPENT THE PESTRUCTIVE WAVE IS BIORN,

@ Place the Naglfar standee on Niflheim N.

A

i/

The Naglfar is'an Enemy. All the rules about Enemies (World 25
devastation, losing conditions, etc.) apply to it. ﬁ
If you try to fight the Naglfar, you'll lose and the game is over.

The Naglfar is invincible.

Hraesvelg) in a face-down pile next to Yggdrasil.
Hel's'Limbs are not:Enemies, and do not devastate the Worlds. They
are just opponents to fight.

Q Shuffle and place the 4 Hel's Limb tiles (Hrym, Garm, Modgud and

29
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CasTng OF<Tre NAGLFAR

SAch 4 - sTer 1 0F 3 | o

Move the Naglfar up to the mid-level, on the World directly
above Niflheim. 5

5
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= %/ba,, verse 48=
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from Valhalla, as Hel's Strength. Then move the

Naglfar down by 1 level. (L\) g

Return the discarded Hero p@wﬁs to the box for
.the rest of tllis Ea,n%é: / /A( {& § T y

! On Asgard, discard permanently as many Heroes,

Ujo A4 e

Move the Naglfar up by 1 level. %
Draw 2 Hel's Limb tiles and place them on Niltheim H . Their effects
immediately apply.

Then turn the page.

31



CasTiNe OFF THe NAGLFAR

SAGA 4 - sTer 2 0F 3

. ﬁ Draw 1 Hel’s Limb tile and place it on Nilfheim N . Its effects

immediately apply.

F—(O—HE

On Asgard, discard permanently as many Heroes,
A from Valhalla, as Hel's Strength. Then move the
Naglfar down by 1 level.
«Return the discarded Hero pawns to the box for
the rest of this game.

Retreat: under the pile of Hel's Limb tiles
Strength: indicated on the tile and below

32
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Effects and Strengths of Hel's Limbs

Hryrt, NAGLFAR: CAPTAIN

The Naglfar devastates the World Where it is located, even if
X €

there is no other Enemy there. 5

Strength: Hel's Strength + Loki's Strength.

/w:, verse ﬁ—

HrA£sVELG, THE GIANT £AGLE

visible on the Wheel of the Enemies, activate 1 Iotunn.
Strength: 5

Moscup, Hel's seRVANT

When a Hel card is revealed and no other Hel cards are visible
on the Wheel of the Enemies, add 2 Anonymous from Midgard
Py to Hel's Strength ladder.

Strength: 2x Hel's Strength

GARM, THe HOWLER, GUARDIAN OF THe MISTY WORLD

When a god must lose Life Points, they lose 1 more.
Strength: 2x the number of Life Points of the god who
fights Garm

Move the Naglfar up by 1 level.
Draw 2 Hel's Limb tiles and place them on Niflheim N.
Their effects immediately apply.-

Then turn the page. 5

When a Loki card is revealed and no other Loki cards are



P
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; CAsTING OFF. THe NACLFAR

SAcA 4 - xm?‘E oF 3 “;
Iy, S
~ Draw 1 Hel’s Limb t11e and place it on Nllfhelm N . Its effects
immediately apply. e

Move the Naglfar up by 1 level. Then draw 1 Hel's Limb tile
and place it on Niflheim [ . Its effect immediately applies.

On Asgard, discard permanently as many Heroes,
from Valhalla, as Hel's Strength. Then move the
Naglfar down by 1 level.

Return the discarded Hero pawns to the box for
the rest of this game.

@I To turn the page, you should have no Hel's Limb tiles left on Niflheim
N . Fight them to return the 4 of them to the pile.

8000

34“"" ‘&m

b




4 frmﬁfo casl. across Upe sea
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o, verse 50‘

e

Retreat: under the pile of Hel's Limb tiles
Strength: indicated on the tile and below

-~ Hr Y, HAGLFAR CAPTAIN

The Naglfar devastates the World where it is located, even if
there is no other Enemy there.

Strength: Hel's Strength + Loki's Strength

HrA£sVeLs, THE GIANT £AGLE

When a Loki card is revealed and no other Loki cards are
visible on the Wheel of the Enemies, activate 1 Iotunn.
Strength: 5

Mopgup, Hel's seRVANT
- When a Hel card is revealed and no other Hel cards are visible
, on the Wheel of the Enemies, add 2 Anonymous from Midgard
to Hel's Strength ladder.
Strength 2x Hel's Strength

GARM, THe HOWLER, GUARDIAN OF THE MISTY WORLD

When a god must lose Life Points, they lose 1 more’%,
Strength: 2x the number of Life Points of the god who
fights Garm ‘

55



The threat of the dead ship is contained. Well done! You win!
But now Surt's troops are moving forward.
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'I:HE FALL ¢OF BI#KOST

Shca S InTrovucTion

Q-

The FIERY CLOWS OPEN BEFORE THE sons oF IMuspeLL,
THe FIRE AND THE ICE ARE BLOWING ON THE BIFROST,
THe ARK BTWeEN THe WORLDS Is ABOUT T¢ SINK.
THe SMOKE SWIRLS, HERALDING THE: FINAL BATTLE,

Q Place 1 Fire Giant pawn from the reserve on Muspellheim { oneach

of the 3 mid-level Worlds.

The Fire Giants on the Worlds have no effect; they do not devastate the Worlds,

and do not prevent the gods from acting. They are opponents to fight.

57



The FALL OF BIFROST

SAGA § - sTer 1 0F 3

§P ra
A
b
Y 2

% ‘“.
If Surtiis on Muspellheim { ,add 1 Fire Giant pawn from

D S %ﬁ"f- th’?\ﬁgerve to Surt's Strength ladder.

“from the reserve to the World where Surt is located.

JIf Surt is not on Muspellheim < , add 1 Fire Giant pawn,

.
N
™



WW—W"///WW /9@ when 6147&",5 f»’r& burns heaven and eaill

b ¥4 i
Take as many Risks as the number of Fire Giant
pawns present on the World where you are in order

to send them all back to Surt's Strength lad’(?:/ler.

\

W, X . ¢ ; (;
@I Add 1 Fire Giant pawn from the reserve on each of the 3 mid-level
Worlds. Then turn the page.



THe FALL OF BIFROST

SAGA S - sTer 2 0F 3

If Surt is on Muspellheim € ,add 1 Fire Giant pawn from g

D @ the reserve to Surt's Strength ladder.

If Surt is not on Muspellheim { , add 1 Fire Giant pawn
from the reserve to the World where Surt is located.

- wéa
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ﬁ MTake as many Risks as the number of Fire Giant

7ok fo e 1 i
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1 /w, verse 50=

pawns present on the World where you are in order
to send them all back to Surt's Strength ladder.

&

o : }k ‘
¥ \@
Add 1 Fire Giant from the reserve on each of the 3 top-level Worlds.
Then turn the page.

%
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THe FALL OF BIFROST :

SAGA 5 = sTEP 3 0F 3 o

P
Bs5| -
If Surt is on Mugﬁéllheim < ,add 1 Fire Giant pawn from

D @ the reserve to Surt's Strength ladder.

If Surt is not on Muspellhei‘ml‘< ,add 1 Fire Giant pawn
from the reserve to the qu}d' where Surt is located.

@I Turn the page when you have sent all the Fire Giants and Surt back
. to Muspellheim < (either to the reserve or to Surt's Strength ladder).
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Take as many Risks as the number of Fire Giant
pawns present on the World where you are in order
to send them all back to Surt!siStrength ladder.
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S,
Surt and the Fire Giants have been repelled for a while. Well done! You win!
But the fire is about to start again, and the last battle is close. ‘

»
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Vicrp's Frew

SAcA 6, INTROPUCTION .
ON THe PLAIN 0F VIGRID THE NOISY HORN OF THE WHITE ASIR RESONATE
WHeN THE sSHADOWS TREAD THE PATH oF HeL ~&
Heroes sLoopy THe WORLD'S COLUMN, : ‘
As THe SNAKE SPREADS ITS WINGS

ON THE CORPSE OF PERJURY AND DEATH,

Place the Naglfar standee on Niflheim H , and the Hati and Skoll
standees in the Cage. Reminder: they are your Enemies.

| a
s 1 #
i ﬁ In a solo game or a 2-player game, add 2 extra Elf pawns on Altheim F 2

and 2 extra Vanir dice on Vanaheim

b i
& 3 N/ N/
: % 7N SN
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Vierip's Fiewp

SacA € - sTer 1 oF 3 ¢

. ﬁ Activate 1 Iotunn.

The Enemies support gg\lch other. If you fight
x 1 Enemy and other Enemies are present on the X

same World where you are, each Enemy you do
not fight increases your opponent's Strength by 2.

b=~ =~
'\~ '\-'b
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Move Hati and Skoll 1" space away*from the Cage on each of their
respective tracks. Move the Naglfar up.to the mid-level. Then turn
the page. ‘
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Vicrp's Fiewy :

SAchA € - sTeP 2 oF 3

. ﬁ Activate 2 Iotunns.

Move Hati and Skoll 1 space away from the Cglge"on évaﬂc{l of
their respective tracks, and move the Naglfar up by 1 level,

LY
.Y

The Enemies support each other. If you fight

X 1 Enemy and other Enemies are present on the x
same World where you are, each Enemy you do

not fight increases your opponent's Strength by 2.

—_—

©OO0=

Retreat: 1 space backward toward the
Cage on their track
Strength: equal to Fenrir's




Wn's som, |/edar n: w " 15 way 5 s
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h }61/ /.aa, verse 565=

from Valhalla, as Hel's Strength. Then move the
Naglfar down by 1 level.

Return the discarded Hero pawns to the box for
the rest of this game.

! On Asgard, discard permanently as many Heroes,

On Alfheim F , permanently discard 3 of your
Vanir dice, and kill Hati. Remove Hati's standee

from the game.
Ny

Vanir dice, and klll Skoll. Remove Skoll's standee
from the game. = >

On Niflheim N, pérmanently discard 5 of your
Elves, and Kkill the Naglfar. Remove the Naglfar
standee from the game.

Activate 2 Iotunns, move Hati and Skoll 1 space away from the Cage
on each of their respective tracks, and move the Naglfar up by 1 level.
Place the Nidhogg standee on Asgard & ,and then turn the page.

! “On Vanaheim [ %ermanently discard 3 of your

49



<7 Virn's Flew

Sach € - sTen. 3 oF 3

4

Nidhogg's Strength is equal to the number of Enemies still
ﬁ x present on Yggdrasil (including Hati, Skoll and Naglfar), plus

the number of active Iotunns.

. The Enemies support each other: If you fight
x 1 Enemy and other Enemies are present on the
same World where you are, each Enemy you do
not fight increases your opponent's Strength by 2.

Retreat: 1 space backward toward the

Cage on their track
Strength: equal to Fenrir's

m To turn the page, 1 god must ﬁ‘ght Nidhogg and survive.

®

®
@ If Nidhogg is activated, you immediately lose the game.

50

x



th gl sopot. [
eart W es I—W over AW/I/
B %/%WW%W

pon, verse 59=

Therethe din ﬂgé%mf%ﬁ

from Valhalla, as Hel's Strength. Then move the
Naglfar down by 1 level.
: Return the discarded Hero pawns to the box for
# \ the rest of this game.

! On Asgard, discard permanently as many Heroes,

Sl



The dawn of the gods is now over. You have fought the doom of the prophecy,
and you managed it gloriously. Well done! You win!
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