The Era of the Star Shield led to a time that was

later 14<n0wn as “The King’s Peace”” During these It all began with the coronation of King Thorald
seemingly untroubled years, there took place a at Rietburg castle. The Andori paid him far

great battle in Cavern, the realm of the shield less esteem than they had once given his father
dwarves. Brandur. For all knew that credit for the peace was
due to the heroes of Andor rather than him. But
the heroes had hung up their weapons for now.

Thorn, the warrior, remained at the castle and
devoted himself to raising horses. Chada, the
archer, followed the witch Reka in her travels
across the land and learned the art of healing
from her.

Eara, the sorceress,
missed her homeland
Hadria. She sensed
that her obligations

in Andor had been
fulfilled. Each day she
stood with Merrik, the
cartographer, on the
coast and waited for a
ship to take her North. |

Come along,
girl!

Peace lay upon Chada’s yearning
for adventure like snow upon a
harvested field.

Meanwhile Kram, the dwarf, had an audience with
the King, for he was preoccupied with a grave concern.
He was accompanied by Orfen, the wolf warrior:

Lord, the shields from the
ancient times are the property of
| the shield dwarves. Now that the
land is at peace, there is no longer
any reason to keep them here.

I see things differently, my good Kram. We are
the ones who recovered the brother shield. And
it was my father who once used the star shield
against Tarok in the Gray Mountains. It was fate
that brought the shields to us. For the good of all
Andori, as well as that of the shield dwarves, we
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“We?” As far as I know, all you
were doing during all this was
enjoying Gilda’s mead.

Lord, the shield dwarves are
an independent people. Prince
Hallgard does not recognize you
as his king. You are tolerated,
nothing more.

Stay out of
this, wolf
warrior!

I am merely tolerated by the
shield dwarves, you say? Kram,
I respect you, but do not forget

with whom you speak.

Deliver the following
message to Prince Hallgard:
The shields will remain
at Rietburg. But if ever
the shield dwarves should
require our aid or that of the
shields, we will help them —
as we have always done.
So swear 1. Now go!

Three days later, the wolf warrior and the dwarf had reached
the Tavern of the Drunken Troll. There they parted ways, for
Kram wished to get to Cavern as quickly as possible.

Do you truly wish to
instigate a war against the
shield dwarves, merely
because of the power of
two shields?

A fine king we set
on the throne. Ah,
the castle air simply
doesn’t agree with
me! I will go south
with you. It’s time
that I paid the good
Gilda a visit in
the tavern.




A few days later, on the coast of Andor
far to the north, Eara and Merrik finally
spied a ship’ sail on the horizon.

Yet at that very moment,
Eara noticed the falcon.
It was carrying a

Shortly thereafter, Eara reached
Rietburg. She found Thorn
near the stables, and told him
about Kram’s message.

We have to
leave right
away!

Yes. Saddle up a pair of
horses and bring them to
the gate. I will go to the king
and retrieve the shields!

Thorald! Cavern is
burning. We need the
shields!

What, what’s
i ?
going on?

Eara! Where are
you going?

I have to get to
Thorn. His horses
are the fastest way

for us to get to

the mine!

Cavern is under attack! Kram has
asked us for help. We have to take
action immediately. Tell me where
you have the shields, there’s no
time to waste!

Hmm, what an
odd coincidence
this is ...




a few days ago,
our good friend Kram
asked me for the
shields. Now, all of a
sudden, Cavern is in
great danger and he
needs the shields. Do
you really think T'll
allow the wool to be
pulled over my eyes
like that?

Exactly. And this
farmer’s son is about to
use his sword to ...
Oh, to hell with it. T
have no time for this
nonsense!

That very same evening, Thorn and Eara left
Rietburg and headed for rope bridge. The journey

was particularly hard on Eara, for a ship had
finally landed on the coast of Andor. This was her
chance to return home. But now Merrik would go
to sea without her.

Eara and Thorn marched for s
several hours through the EAT‘Nh
Watchful Woods. Some have e\ _
claimed that they came across &
other heroes there ...

L

For this Bonus Legend, you
will just need the
materials from the base
game. The New Heroes
expansion allows you to

OR. |

Silence, Thorn! Is that
What? Have you how you speak to your
gone crazy? king? You are a mere
farmer’s son with a
sword, nothing more!

You would do well
to hope that we
return, for this

peace will not last.

Even you should be
able to see that!

And half a day later, they finally reached the northern
entrance to the mine. Sounds of battle resounded from
within, and a ghastly stench of fire and fear hung heavy
in the air.

And now the
Bonus Legend begins:
“The Battle for Cavern”




This Legend consists of cards:
Al, A2, A3, A4, B, D, E N1, N2,
First Light, Throne Room, and 6 x Ancient
Knowledge

The Battle for
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This Legend is on the back side of the game
board from the base game. Important: In this |
Legend, one player must play the hero Kram.

Follow the instructions on the checklist with the |
following exceptions: A

In this Legend, no fog tokens will be on the |
game board, and no event cards will be needed
except for the 10 green “Secret Sea™ event cards |
Place these cards In the storage space next to the
Secret Sea.

= Place stars on B, D, F and N of the Legend track. l

-Eﬁwmhmigurﬂmuﬂmﬂ.

+ Only the hero Kram sets his figure on space 67 |
{Mﬁummdﬁﬁ:ﬂ.l—hmﬂnmmﬁg
part in the game once the other heroes have |
ended thelr first day.

+ Place 1 gemstone face down on space & .

« Get 8 rubhile tokens ready: |

+ et the polson article ready. 5

» Have & parchments ready face down. i |

+ Have the & “Anclent Enowledge” cards ready.

» Set the “shield dwarves” figure on space H of the |

Legend track. r

Dark lay the mine entrance before the hemes. Would |
o Krami in rich

Continue reading on - e |

e T e 1

T a0 - Ao T

# Place & parchments on the spaces: 10,

following

20, 27, 37, 40, and 42 {allin the mine). |
# Setone gor on each of these parchments.

: The gors on the archment tokens do
ok mowve at sunriss, 3 ) l
When a hero is standing on a space with a
pwd:ma:utmhn.hucm;dckituiulumuﬁu |
creature standing on the space is The

& or the raven (used by the hero Fenn)
can be used to tarn them over ahead of time. The |
number on the back side indicates which “Ancient
Encwledge™ card the here can tum over. He 1s |
allowed to depoalt the parchment on his hero board
and use that owledge once during the
garme. Then it s taken out of the game, OF course, |
he can also give the parchment to another hera.

Try to cbiain parchments, since each Anclent
card holds a great advantage. It is up |
to you to declde how mamny parchments to collect.

« Mow roll one red die and cne hero die to ; l
determine the positions of 2 healing herbs and |

of ﬂ’thﬁ_ fgm—m rune stones. The

mii;nm‘ 1rmmﬁﬁnqmm
the “1” digit. PO |
Exampler Red 4, hero ! stone 5
placed face down on -

Continue reading on Leg card A3. * |
—



[ﬂmﬂ ¢ In this Legend, a hero whose
to 0 will be removed from the board. |

hﬂnﬂﬂnnkﬂphﬂhm gmu.[—lh
equipment mmm;:::mw:lnﬂdl
hie last stood. . l
Ihtﬂhtqfﬁsmﬂuuﬁhdﬂurqum |
enitrance foward the keroes.

Mo roll one red die and read below to see what |

hwm

DEEP&:};E}HM@MH&IEH a5,
Place skrals on spaces 15 and 17. |

L

Elﬁlﬁﬁmsﬂﬂmupammz,mw ma [
Place skrals on spaces 13 and 34. |

: Creatures that reach space 0 simply |
mmmmumﬂnﬂ.mm
aree creature can stand on
Note: The ifustration of the l%hhnmmﬂh |

BT N - T T

+ Have the First Light card ready. It will be read
aloud when the heroes have ended thelr first day, |
hufmug:d:nglhmqhﬁnnmhﬁlnﬂmm
bz,

« As a reminder, phcanmtnt’ulnﬂﬁrﬁﬂﬂjn |
symibol in the sunrise ko

Whatever might happen, ﬂuuﬂwmsmld |
never leave Eram dn the lurch!

The hera with the highest rank standing on space |
&0 will begin.

— — — — —_— |
In case you ne longer have them handy, here are the
rieles for Fire Burst and Secref Sea:

In a Fire Burst, @ hero roils three red dice in

saquence. He places the first ale in the storage space |

in front af space 10, the second in froni of space 20,

and the third in front of space 30 The Fire Burst |

prnmﬁl the direction af the arrows.
wﬂhmmgmﬁ;

th-rnwhﬂnlluib_r |

If the hero Is stanaing on one qfﬂn:




The Battle for |
- Cavern

T e T TasatEaimes

A roll of thuwder shook the mine. The sonthern mine
entrance had burst, and gigantic chunks of rock |
biocked the exit. iy

« Place rubble tokens face up on |
accordance with the ndm?t?’l ir
2 all except the 2 “#” tokens (total value |

3 players: all except one *#° token (total value =

40
4 players: all tokens (total value = 48)
Rubble blocks space 71: |
Herces cannot enter the space with rubble tokens.
To remove the rubble, the heroes’ battle value must |
b at least as great as the nuwmbers an all the rubhble
tokens. |
This must be achieved within one battle round. It
Is not possible (wnlike the usual case) to remove
indtvidual rubble tokens ane by one. |
Mlhmnudmturm::w
value of 32 within one battie round. Heroes must |
remmove the rubble tokens from the adjacent
ﬁ."ﬂﬂumhua‘ﬂﬂt“mimmmtﬂ |
rerncve rubble costs each hera in the
hatﬂlthqirmﬁ,_uﬁﬁtﬂt removed |
tokens are taken out of the game. When the rabble |
?L

e R T T

A deep bellowing echoed forth. A troll was forcing
himself through the narrow passagewsys of Gavern. |
Rell cne black die and one red die and add the
ﬂﬂﬂmhﬂﬂhﬂhdﬂmﬁuﬂumﬂmd |

a troll

E I 1}' |
EBiack afe 12 + red dle & = space I7

Place an additional troll on letter G of the Legend |
track When the Marrator reaches this space, roll

a black and a red die once again to determine the |
noalthon of this troll.

e

r
i
e
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More anid more creatures powred forth from the dark
edges of the mine, It almost seemed as If they wished |
to extermingle the enbire race of dwar

Mow roll one red die and read below to see what |
happens. it
rEE Place gors on spaces 4 and 33, l

Place a skral on space 11.
Place 1 poison on space 9. |

Place gors on spaces % and 17, |
ElEl Place a skral on space 11.
Place 1 poison on space 12, |

[s2] 1] Place gorsonspaces 12and 48. |
Place a skral on space 11.
Place 1 polson on space 17, |

“Poison™ — reminder: |
[nahltlhdulumunﬂupdmﬂlm{h!
m:lhﬁluth!-dimtiﬂum -
It has twa effcts: L. |

The bearer of this parchment can move his hero |
figure to amy other space hie llkes
for space 71. This Is a free action (ustlike |
using an article]), so it does not hawve to be his tam
when be does it. |
: The “shield dwarves™ figure or other
heroes may also be moved along in this manner, as |
lunguﬂmrm:nndhgathmu]:uiuth
parchment holder. |

1
s

Dwarfhistory (wot relevant to the game): |
The most famous secret ;
passageway of all wassurely |




‘ g;,Th.e' Battle for
- Cavern

TR BT SRR |

The Light of the Gems:
Illmmpu'mtrﬂum |
of Cavern. Every d knew

that, but only this ment |
offered evidence of rqll'nl
to transform mnrpumr.?g'

A hero can surrender this parchment along with a

gernstone. Then he gets the value of this gemstone
as strength polnts.

Dwarfhistory (not relevant fo the 9 |
gamek ' 1

The most valuable gemstone ever foumd :
in the mine of the shield dwarves was |
the "Dragont Eve.
wjfmﬁkiﬁ,. A

ditcribed. ¥ |

A hero who Is standing on a space in the mine |
-n-lptﬁnfmﬂ 11 surrender this
[ Ih?:lm;!?;uﬂﬂﬂlmt

smmon ----HI Fhomrs b rarmeaen d Freoe tha e o oed |
FWALL LT LAD L DTl i L (AL T &

Is no reward for this creature. Creature
will not be placed on space 810, and Is taken out |
of the game. The Marrator is not advanced on the
Legend track. = |
Noge: If vou resiione a gor on a parchaent from the
pame dn this way, the parchment resmizins on the |
space awndd can be collectea, o




;l'h:e“Batﬂe for

A hero who enters space 11 and surrenders this
will mot need to turn over a “Secret

; event card. In addition, his
s £ will rise to the highest value indicated on his hero
Ancient Knowledge )| Pord
by Al 11 : Dwarf history {not relevant to the game):
: Long before the dawn of the Era of the Star Shield,
P U | o frightful monster named Iriok hurked in the Secret

Sea. Jriok belonged to @ specles of glant actopus
that was actually from the Hadrian Sea. No lepend

reports how Irfok found its way info the mine.
Yet soon enough, the heroes are sald to have ;

; fIh:e”Battle for
Cavern

Riagan was met only said fo be
one of the strongest dwarves




The Battle for
- Cavern

A hero standing in the weapons chamber |
[urml?} can surrender this parchment. Then,

the following articles are placed on space 27: |
1 x Bowr
1 x Witchis brew |
1 x Shield
1 x Helm : |

2% Winesbins

T Ve T Almsssiaaabisiay.

Eram awoke slowly. Ther the memory of the last few
days returned to kim. There had beew a great battle. |
Fire ana smoke, Many shield dwarves Rad met their

deati. He and a few otiers had pathered around the |
wounded Prince Hallgard to bring hm out of the

mine, But gfter that, he corid recall nothimg His skall
was in hellish patn, but he was stll altve, He stood |
P

Mow set the Kram figure apright. |
Krant's equipment:
% Rilipower Frifuns, 4 stoongih yatan, abbdaia, il
and cne witchi brew.

Where was the prince now? Had he and the others |
reached the southern mine endnance? Or had they
barricaded themselves within the throne room? |

Task: :

ﬁhumutm:rlplmﬁ-buirum::mm |
H. As soon as & hero 18 standing on

;ﬁaﬁ,mﬂm“rhmmnmfmdmm |
hnhﬂramwﬂhlmmlmimll.h

a reminder, place a star on space 6. |

Nwmmﬂuamhﬁhlhl mhrhnjnﬁu

ﬂa“:“"'&f‘
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Oraly if the Narrator has not vet reached space H s
this Legend mof now lost. |
Place the “shield dwarves” figure on space &.

As one of the heroes reached the throne s breath |
caavight in his throet. The prince seemed o

to death. et us owt of ere” whisperad Racaw, the |
princes oldest attendar.

Ini this Legend, the “shield dwarves™ figure canmot |
bemoved 4 spaces for 1 hour in the usual manner
Instead, & herocan move it along with his figure. The
shield dwarves add 4 strength points to those of the |
hero when they are standing together on a space with
a creature. Their strength polnts ako count against the |
rubble when the figure 12 standing on space (.

Legend goal:
The “shield dwarves” figure must be standing oo
71 before the Marrator reaches M. If thet
ﬁmlqpmiﬂ.ﬂmlimhm&dgn l
to space M. |
Em:hm:lmm:nl]nmﬂ raises
thevalue of the rabble by 1. |
mm:m.ﬂurﬂﬁmmﬂhn
vﬂuﬁ‘ﬂﬂﬁnrhﬂdmﬂmﬂhq |
: 7 4]

The ended well if ...
a the dhwarves” figure 1s now standing on

71
Emprm af the shield dwarves squinted into the
sun. Then he turned to Kram and spoke in the olid
dwarvish tongue
v e D d mndd ek gh mel
gt womvnme Lol bebeee o ke wen A
St n o s o e il s W amsmane

Then ke coughed, mustered his last bit of strength,
atd added:

1w bnm el el oA ZhBlde b ol siid]

yimagpong b meeg Al

And with that, Prince Hallgard, son of Hallwort,
. died, leaving bekingd @ realm in ruin,

Continue reading on Legend card N2 sl







