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PLAYER TURN
1. Prayer:

• Sending a Priest – place a Priest 

on a Monument.

• Rune Forging – Pick a Rune 

with a player’s Hero.

2. Hero – Choose one:

• Heal the Hero.
• Move the Hero by up to 2 Regions.

• Move the Drakkar by up to 2 Seas.

3. Rune Action – Choose 1 Rune Action.

4. Maneuvers – Activate one Army 

(Move or increase its value if in a players’ 

controlled Settlement). If a player doesn’t have 

an Army on the board, they may Recruit 

1 Army instead.

5. Special Actions – Choose one:

• A Special Action from the Action Wheel 

(without that player’s Control marker).

• Build a Monument (only if a player has 

any Control markers on the Action Wheel).

RUNE ACTIONSPlayer can spend 1 corresponding Rune to:• Take control over a neutral Monster in a Region with their Hero.• Activate the Boss Ability in a Region with their Hero.• Form an Alliance with an adjacent Realm (they draw a Combat card if they are the first player to do so).A player may spend 2 different Runes to: • Increase the value of one of their Armies by 1.
• Activate a neutral or their controlled Monster.
• Place their Hero in any Region.• Draw 1 Combat card.A player may spend 3 different Runes to:• Increase their Attribute lowest on the Attribute tracks by 1.• Draw 2 Combat cards.

6

5

4

3

2

SPECIAL ACTIONSMobilize – Activate all your Armies 
on the board.
Prepare – Choose two: • Increase the value of one Army by 1 

in one of your controlled Settlements.
• Draw 1 Combat card.• Gain 1 Rune of your choice.• Heal 1 Injury.Usurp – If your Might is equal to or higher 

than the Population Strength/Total Army value 
of a Region with your Hero and there is 
no other Hero there, take control over the Region. 

Withdraw the opponent’s Armies and Recruit 
an Army in the Region.Build Temple – Build a Temple in your controlled 

Region with a Shrine and without a Temple 
and gain 1 Priest.
Reinforce – Place a new Army with a value 
equal to your Authority in any Region adjacent 
to the Sea with your Drakkar or in your controlled 
Region with a Settlement.Monsters – Hunt a Monster in a Region 

with your Hero OR Activate 2 neutral or your 
controlled Monsters.

Wisdom

HEIMDALL
Base: +1 Wisdom

1: +1 Wisdom. Gain a bonus 
from 1 of your allied Realms.

2: +1 Wisdom. Gain the bonuses 
from 2 of your different 
allied Realms.

3: +1 Wisdom. Gain the bonuses 
from 3 of your different 
allied Realms.
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B

HEIMDALL
Base: +1 Might

1: +1 Might. Gain a bonus 
from 1 of your allied Realms.

2: +1 Might. Gain the bonuses 
from 2 of your different 
allied Realms.

3: +1 Might. Gain the bonuses 
from 3 of your different 
allied Realms.

Might

Go
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ART I FAC T

Use at the start of your turn. Place your Hero in any Region.

BIFROST KEY (HEIMDALL)GOD ARTIFACT

Go
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Runic Allies
When you are allied 

with at least 3 Realms, 
your Rune Actions cost 1 less 

(but no less than 1).
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Runic Allies

Jarl call
At the start of your turn, 

you may discard this Blessing 
to increase the value of all your Armies 

in a chosen Land by 1.
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with at least 3 Realms, 
Jarl call

with at least 3 Realms, 
Jarl call

with at least 3 Realms, with at least 3 Realms, 
your Rune Actions cost 1 less 

with at least 3 Realms, 

you may discard this Blessing you may discard this Blessing 
your Rune Actions cost 1 less At the start of your turn, At the start of your turn, your Rune Actions cost 1 less At the start of your turn, your Rune Actions cost 1 less 

you may discard this Blessing you may discard this Blessing 
At the start of your turn, At the start of your turn, your Rune Actions cost 1 less At the start of your turn, your Rune Actions cost 1 less Call to Arms

you may discard this Blessing you may discard this Blessing 
to increase the value of all your Armies to increase the value of all your Armies to increase the value of all your Armies 

in a chosen Land by 1.
to increase the value of all your Armies to increase the value of all your Armies to increase the value of all your Armies 

in a chosen Land by 1.
During the Maneuvers step, 

if you increase the value of one 
of your Armies with the lowest value, 

increase it by 2 instead of 1.
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Runic Allies
When you are allied 

with at least 3 Realms, 
your Rune Actions cost 1 less 

with at least 3 Realms, 
your Rune Actions cost 1 less 

to increase the value of all your Armies to increase the value of all your Armies 

When you are allied 
with at least 3 Realms, 

When you are allied 
with at least 3 Realms, 

Jarl callWhen you are allied Jarl callWhen you are allied 
with at least 3 Realms, 

Jarl call
with at least 3 Realms, with at least 3 Realms, 

your Rune Actions cost 1 less 
(but no less than 1).

with at least 3 Realms, 
At the start of your turn, your Rune Actions cost 1 less At the start of your turn, your Rune Actions cost 1 less 

you may discard this Blessing (but no less than 1).you may discard this Blessing (but no less than 1).
to increase the value of all your Armies to increase the value of all your Armies to increase the value of all your Armies 

your Rune Actions cost 1 less 
(but no less than 1).

At the start of your turn, your Rune Actions cost 1 less At the start of your turn, your Rune Actions cost 1 less 
you may discard this Blessing (but no less than 1).you may discard this Blessing (but no less than 1).Call to Arms(but no less than 1).Call to Arms(but no less than 1).

At the start of your turn, Call to ArmsAt the start of your turn, your Rune Actions cost 1 less At the start of your turn, your Rune Actions cost 1 less Call to Armsyour Rune Actions cost 1 less At the start of your turn, your Rune Actions cost 1 less 
you may discard this Blessing (but no less than 1).you may discard this Blessing (but no less than 1).

to increase the value of all your Armies to increase the value of all your Armies to increase the value of all your Armies to increase the value of all your Armies to increase the value of all your Armies 
in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.in a chosen Land by 1.

During the Maneuvers step, During the Maneuvers step, to increase the value of all your Armies During the Maneuvers step, to increase the value of all your Armies to increase the value of all your Armies During the Maneuvers step, to increase the value of all your Armies to increase the value of all your Armies During the Maneuvers step, to increase the value of all your Armies 
if you increase the value of one if you increase the value of one if you increase the value of one if you increase the value of one if you increase the value of one if you increase the value of one if you increase the value of one if you increase the value of one in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.in a chosen Land by 1.if you increase the value of one in a chosen Land by 1.

of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, of your Armies with the lowest value, 
increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.increase it by 2 instead of 1.
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B L E S S I N G

Nidavellir
Draw 2 Common Artifacts, 
pick 1 and shuffle the other 

back into the deck.

ART I FAC TAC T

Use at the start of your turn. 

Discard this Artifact to increase 

the value of one of your Armies 

by 1 or draw 1 Combat card.

AC

GJALLARHORN
COMMON ARTIFACT

NI
DA

HUNT

BATTLE

Use at the start of your turn. 
Use at the start of your turn. 

HUNT

BATTLE

Use during a Hunt. Discard this Artifact to defend from any Monster Attack effect. If you do, don’t check the Weak Spot value.

Use at the start of the Battle. Discard this Artifact to ignore all Casualties from your played Combat cards.

SVALIN
COMMON ARTIFACT

NI
DA

BATTLE
Use at the start of the Battle. 
Use at the start of the Battle. Discard this Artifact to ignore 

BATTLE

HUNT

BATTLE

Use at the start of the Hunt.
Discard this Artifact to deal 1 Wound in a Sword slot.

Use at the start of the Battle.
Discard this Artifact to gain 
+3 Battle value if the Battle 

is in the Region with your Hero.

BALMUNGCOMMON ARTIFACT

NI
DA

Asgard

Gain 1 Valknut.

2

Components:

4 Priest Miniatures

Heimdall Monument (disassembled)

8 Common 
Artifact cards

5th player Guardian of Bifrost

Nidavellir
2 Oversized rings

Asgard Realm token
3 Event cards 

3 Forge Tokens

20 Control markers

1 Hero ring

3 Setup 
Asgard Tokens6 Valknut tokens

2 Temples 
(And Plastic Bases)

1 Drakkar miniature

6 Army Miniatures

1 two-sided 
Heimdall God card

Nidavellir 
Realm token

1 Player board

TOKENS:

CARDS:

MINIATURES:

OTHERS: CARDS:

TOKENS:

MINIATURES:

Heimdall God 
Artifact card

3 Attribute 
tokens

3 Help Cards 1 Temple card

12  Heimdall Blessings cards

side board

This Stretch Goal Box contains several expansions that may be added to the base game of Lords of Ragnarok. They allow players to 
play with up to 5 players and to diversify their gameplay for an even more epic experience!

6 Army Dials



HEL
Base: +1 Authority

1: +1 Authority. 
Each other player chooses one:

2: +1 Authority. 
Each other player chooses two:

3: +1 Authority. 
Each other player chooses three:
• decrease one Army by 1.
• take 1 Injury.
• discard 1 Combat card.
• discard 1 Rune of their choice.

Authority

CH
oL

HEL
Base: +1 Might

1: +1 Might.
Each other player chooses one:

2: +1 Might. 
Each other player chooses two:

3: +1 Might. 
Each other player chooses three:
• decrease one Army by 1.
• take 1 Injury.
• discard 1 Combat card.
• discard 1 Rune of their choice.

Might

CH
oL

ART I FAC T
ART I FAC T

SNAKE’S VENOM (JÖRMUNGANDR)MONSTER ARTIFACT

Use at the start or end of your Hero step. Decrease the value of all Armies (even your own) in the Land with your Hero by 1 (Armies cannot be killed this way).

CH
oL

ART I FAC T

Use at the start of your turn. Move your or your opponent’s Drakkar up to 2 Seas.

GIANT CLAW (KRAKEN)MONSTER ARTIFACT

SG

Use at the start or end of your Hero step. Deal 1 Injury to another Hero in a Region with your Hero or an adjacent Region or decrease the value of one Army in a Region with your Hero or an adjacent Region by 1.

FAMINE (HEL)GOD ARTIFACT CH
oL

Pact of Blood
At the start or end of your Hero step, 
you may deal 1 Injury to your Hero 
to form an Alliance with a Realm 

adjacent to a Region with your Hero 
(without spending a Rune).

CH
oL

Pact of Blood
At the start or end of your Hero step, 

Path to Valhalla
When at least 1 Army is killed 

in the Land with your Hero, 
gain 1 Rune or 1 Combat card.

CH
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At the start or end of your Hero step, 
you may deal 1 Injury to your Hero you may deal 1 Injury to your Hero Path to Valhallayou may deal 1 Injury to your Hero Path to Valhallayou may deal 1 Injury to your Hero 
to form an Alliance with a Realm 

Path to Valhalla
to form an Alliance with a Realm 

When at least 1 Army is killed When at least 1 Army is killed adjacent to a Region with your Hero When at least 1 Army is killed adjacent to a Region with your Hero 
to form an Alliance with a Realm 

Path to Valhalla
to form an Alliance with a Realm 

Path to Valhalla
to form an Alliance with a Realm 

adjacent to a Region with your Hero When at least 1 Army is killed When at least 1 Army is killed adjacent to a Region with your Hero When at least 1 Army is killed adjacent to a Region with your Hero 
to form an Alliance with a Realm to form an Alliance with a Realm to form an Alliance with a Realm 

adjacent to a Region with your Hero Landing Troops
(without spending a Rune).

When at least 1 Army is killed When at least 1 Army is killed adjacent to a Region with your Hero When at least 1 Army is killed adjacent to a Region with your Hero 
in the Land with your Hero, in the Land with your Hero, (without spending a Rune).in the Land with your Hero, (without spending a Rune).

gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.
in the Land with your Hero, in the Land with your Hero, (without spending a Rune).in the Land with your Hero, (without spending a Rune).

gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.
When you Recruit exactly 1 Army, 

you may place an Army 
with a value equaling your Wisdom 
or Authority (whichever is lower), 

into any Region on the board.
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At the start or end of your Hero step, 

adjacent to a Region with your Hero 

CH
oL

Pact of Blood
At the start or end of your Hero step, 
you may deal 1 Injury to your Hero 
to form an Alliance with a Realm 

adjacent to a Region with your Hero 
(without spending a Rune).

CH
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At the start or end of your Hero step, 
you may deal 1 Injury to your Hero 
to form an Alliance with a Realm 

adjacent to a Region with your Hero 
(without spending a Rune).

you may deal 1 Injury to your Hero 
to form an Alliance with a Realm 

Path to Valhallayou may deal 1 Injury to your Hero Path to Valhallayou may deal 1 Injury to your Hero 
to form an Alliance with a Realm 

Path to Valhalla
to form an Alliance with a Realm to form an Alliance with a Realm 

adjacent to a Region with your Hero 
(without spending a Rune).

When at least 1 Army is killed adjacent to a Region with your Hero When at least 1 Army is killed adjacent to a Region with your Hero 
in the Land with your Hero, (without spending a Rune).in the Land with your Hero, (without spending a Rune).

gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.

to form an Alliance with a Realm to form an Alliance with a Realm to form an Alliance with a Realm 
Path to Valhalla

to form an Alliance with a Realm to form an Alliance with a Realm 
adjacent to a Region with your Hero adjacent to a Region with your Hero When at least 1 Army is killed adjacent to a Region with your Hero 

to form an Alliance with a Realm Landing Troopsto form an Alliance with a Realm to form an Alliance with a Realm Landing Troopsto form an Alliance with a Realm Landing Troopsto form an Alliance with a Realm Landing Troopsto form an Alliance with a Realm 
adjacent to a Region with your Hero Landing Troopsadjacent to a Region with your Hero 

(without spending a Rune).
When at least 1 Army is killed adjacent to a Region with your Hero When at least 1 Army is killed adjacent to a Region with your Hero 

in the Land with your Hero, (without spending a Rune).in the Land with your Hero, (without spending a Rune).
gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.

When you Recruit exactly 1 Army, in the Land with your Hero, When you Recruit exactly 1 Army, in the Land with your Hero, (without spending a Rune).in the Land with your Hero, (without spending a Rune).When you Recruit exactly 1 Army, (without spending a Rune).in the Land with your Hero, (without spending a Rune).
you may place an Army you may place an Army you may place an Army you may place an Army gain 1 Rune or 1 Combat card.you may place an Army gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.you may place an Army gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.you may place an Army gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.you may place an Army gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.you may place an Army gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.you may place an Army gain 1 Rune or 1 Combat card.gain 1 Rune or 1 Combat card.you may place an Army gain 1 Rune or 1 Combat card.

with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom with a value equaling your Wisdom 
or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), or Authority (whichever is lower), 

into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.into any Region on the board.
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B L E S S I N G

M O N S T E R

M O N S T E R

B O S S

S T E R

ARMY +1ARMY +1RUNEPRIEST

Attack 
region

Deal 1 Injury to all Heroes in Regions 

adjacent to the Sea with Jörmungandr. 

If there are no Heroes in those Regions, 

move Jörmungandr to an adjacent Sea 

and deal 1 Injury to all Heroes in Regions 

adjacent to that Sea.

Special
Attack

Deal 1 Injury. The Hunting player 

decreases their Wisdom Attribute by 1. 

The Hunt immediately ends.

Reward
Snake’s Venom

Jörmungandr
Attack 
region

Deal 1 Injury to all Heroes in Regions 

The Hunt immediately ends.

Reward
Snake’s Venom

adjacent to that Sea.

Special
Attack

Deal 1 Injury. The Hunting player 

CH
oL

S T E R

ARMY +1RUNEPRIEST

Attack 
region

Move the Kraken to an adjacent Sea 

and place all Drakkars from that Sea 

to an adjacent Sea of your choice.

Special
Attack

The Hunting player discards all Combat 

cards. Then, if the Hunting player’s Drakkar 

is not on the Sea with the Kraken, 

the Hunt ends immediately. 

Reward
Giant Claw

Kraken
Attack 
region

Move the Kraken to an adjacent Sea 

to an adjacent Sea of your choice.

Special
Attack

The Hunting player discards all Combat 

the Hunt ends immediately. 

Reward
Giant Claw

SG

S S

Passive skill:
Fenrir never moves. Armies can NOT be 

placed or moved to a Region with Fenrir. 

Region with Fenrir can’t be controlled and 

it does NOT count as a part of a Land meaning 

that Land is treated as it has 1 Region less.

Fenrir can be Hunted ONLY by the players 

with 2 slain Monsters already. 

(1 Monster in a 2-player game)

Rune :
Decrease value of all Armies 

in one chosen Region by 1.

Special
Attack

Hunting player decreases 

two chosen Attributes by 1. 

Hunts immediately ends.

Event Activation: 
Draw another Event card. Decrease 

all Armies that are in the Region indicated 

by the number on drawn card by 1.

Fenrir
Special
Attack

Hunting player decreases 

CH
oL

Helheim
Activate a neutral or one 

of your Monsters.

HUNT

BATTLE

HUNT

SPEAR
Instead of dealing a Wound 

with the Spear symbol, you may use it 

with the Shield to deal any type 

of Wound to the Monster.

2
SEA RAIDERS

Gain +1 Battle value if the Battle 

is in a Region adjacent to the Sea 

with your Drakkar.

SG

HERO MOVES TO:

The Follower increases Might. If the Follower controls at least one Region with a Monument, it places a Desolation token.

MONSTERS

DRAW 
COMBAT 
CARDS FORM 

ALLIANCE

1318

SKULD1

MIN

SPEAR
Instead of dealing a Wound 

BATTLE

SPEAR
Instead of dealing a Wound 

with the Spear symbol, you may use it 

with the Shield to deal any type 

of Wound to the Monster.

Gain +1 Battle value if the Battle 

is in a Region adjacent to the Sea 

HUNT
BATTLE

BATTLE

Instead of dealing a Wound 

with the Spear symbol, you may use it 

with the Shield to deal any type 

of Wound to the Monster.

Gain +1 Battle value if the Battle 

is in a Region adjacent to the Sea 

with the Spear symbol, you may use it 

with the Shield to deal any type 

of Wound to the Monster.HUNTwith the Shield to deal any type 
HUNTwith the Shield to deal any type 

is in a Region adjacent to the Sea 

BOWWhen you play this card to deal a Wound to a Monster, draw a Combat card. Then discard 1 Combat card from your hand.

1
BOWMENYour opponent must choose 1 Combat card and put it aside. This card cannot be played until the end of the Battle. After Battle, the opponent gains it to their hand.

SG

The Follower increases Might. If the Follower controls at least one Region with a Monument, it places a Desolation token.

MONSTERS

DRAW 
COMBAT 
CARDS

SKULD1

MIN

HERO MOVES TO:

The Follower increases Might. If the Follower controls at least one Region with a Monument, it places a Desolation token.

MONSTERS
The Follower increases Might. If the Follower controls at least one Region 

If the Follower controls at least one Region with a Monument, it places a Desolation token.

The Follower increases Might. 

If the Follower controls at least 2 Regions 

with a Temple, it places a Desolation token.

MONSTERSMONSTERSBUILD TEMPLE

CONTROL 
MONSTER

FORM 
ALLIANCE

813

EGIL1

MIN

BATTLE

When you play this card to deal a Wound to a Monster, draw a Combat card. Then discard 1 Combat card from your hand.

BOWMENYour opponent must choose 1 Combat card and put it aside. This card cannot be played until the end of the Battle. After Battle, the opponent gains it to their hand.

C O M B AT

HERO MOVES TO:

The Follower increases Might. 

If the Follower controls at least 2 Regions 

with a Temple, it places a Desolation token.

BUILD TEMPLE

CONTROL 
MONSTER

13

EGIL1

MIN

AC T IO NAC T IIOO NN
AU T O M A

Gain 1 uncharged 

Monster Artifact 

of your choice 

from any Monster 

on the board.

T YRSD OT TIR

SG

Gain 1 uncharged
God’s Artifact 
of your choice 
from any God 
on the board.

BALDURSSON

SG

SPECIAL ABILITY
When in a Region with Skuld, 
gain +1 to the Battle value 
for each different Rune you have.

S k u l d
The Sorceress

SPECIAL ABILITY
Spend 1 Rune of your choice 
to decrease one Army value by 1 
or deal 1 Wound to a Monster 
(without gaining a Reward) 
in the Region with Egil 
or an adjacent Region.

E g i l
The Archer

Helheim
Activate a neutral or one 

of your Monsters.

3

Hel’s Monument (Disassembled)

35 Combat cards 2 Origin cards

Children of Loki Other components

Jörmungandr 
Artifact card

Kraken 
Artifact card

Fenrir Boss Tray

Jörmungandr miniature

Helheim 
Realm token

2 player Helheim 
Realm token

1 two-sided 
Hel God card

4 Action Cards 
(Solo)

2 Hero trays

2 Hero miniatures Kraken miniature

CARDS: CARDS:

TOKENS:

TOKENS:

MINIATURES:

MINIATURES:

Hel God 
Artifact card

Jörmungandr tray

Kraken tray

Fenrir Boss Miniature

12 Hel Blessing cards
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5 Player 
Expansion
Follow the Setup from the Base game manual with changes in 
the following steps:

1. Place the Main board on the table with the 2 player side face up 
(marked with ). Add the side board (marked with ) and 
connect it with the 2 player Main board so the Regions match. 

2. Place Realm tokens in their respective spaces (see below). 

Alfheim Vanaheim
Nilfheim

Jotunheim
MuspelheimSvartalheim

4. Use the Temple card for 5 players added in this expansion. 
The side with 2 Blessing Drafts is suggested for the first play.

5. Take the 3 Forge tokens added in  this expansion (with 
3 Different Rune symbols), choose one randomly, and add it 
to the 6 Forge tokens from the base game. Randomly place 
all 7 Forge tokens face up in Regions with the Forge icons. 
Place the corresponding Rune on each Forge .

9. Before resolving this step add 3 Event cards with numbers 
22, 23, and 24 to the Event deck.

11. Take the Requisite cards used for “3+” players.

Children of 
Loki Expansion
You can add Hel to the game by switching her with the Odin 
or Thor Monument from the base game. During Setup, apply 
changes in following steps:

6. Place the base of the Hel Monument in a Region with 
a Monument slot with a Might or Authority Attribute symbol 
(depending on which God she is replacing). Then place the 
Hel God card on the side corresponding to the Attribute icon 
on which her Monument was placed. Place the Hel Artifact 
next to her Monument. 

9. Switch all Hel Blessing cards (marked CHoL) with the Blessing 
cards of the God she is replacing.

Jörmungandr (sea Monster) – To play with Jörmungandr 
simply add its Monster tray and Monster miniature to the base 
game of Lords of Ragnarok. During step 7 of the Setup, draw 
Monster trays randomly or choose ones that you want to play 
with (whatever you prefer).

Note! There always must be exactly 6 Monsters in the game (3 pairs, 
each with a different Rune symbol).

Fenrir  – you can add Fenrir to the  game by switching it with 
Loki. All rules that apply to the Boss apply to Fenrir now. Before 
the game, familiarize yourself with the Fenrir rules written on its tray. 

Helheim – you can add Helheim to the game by switching it 
with the Niflheim Realm. 

Sea Monsters
Expansions in this box introduce the  Sea Monsters 
(Kraken and Jörmungandr) that will haunt the Seas. When 
a player must place the Sea Monster on the board, they 
place it on the Sea adjacent to the Region with the number 
shown on the drawn Event card. If there is more than one 
Sea available, choose the inside one (the one not touching 
the edge of the board). When a player would have to move 
a Sea Monster, they move it to the adjacent Sea. To Hunt 
or take control over a Sea Monster, the player’s Hero must 
be in a Region adjacent to the Sea with such a Monster.

Guardian 
of Bifrost 
Expansion
You can add Heimdall to the game by switching him with the Freya 
or Thor Monument from the  base game. During Setup, apply 
changes in the following steps:

6. Place the base of the Heimdall Monument in the Region with 
a Monument slot with the Might or Wisdom Attribute symbol 
(depending on which God he is replacing). Then place the 
Heimdall God card on the side corresponding to the Attribute 
icon on which his Monument was placed. Place the Heimdall 
Artifact next to his Monument.

9. Switch all the Heimdall Blessing cards (marked GoB) with 
the Blessing cards of the God he is replacing.

Asgard Realm
Asgard is a  powerful Realm situated on top of the Yggdrasil. 
Allying with it gives the player a chance to obtain the Valknut 
Rune tokens when the  Build Monument Special Action is 
chosen (before resolving it).

You may add the Asgard Realm to the game without removing 
any other Realm. To do so, place an Asgard Realm token near 
the board in step 2 of the Game Setup. Place all Valknut tokens 
on the Asgard Realm. Randomly pick one Setup Asgard token 
and place it on the Asgard Realm token with the Rune symbol 
face up. Place the 2 remaining tokens back into the box, they 
won’t be needed.

Players may ally Asgard in Rune Actions when their Hero is 
in Regions adjacent to the Yggdrasil (Action Wheel). To do so, 
players must discard a Rune corresponding to the one visible 
on the Setup Asgard token. If they are the first player to do so, 
they draw 1 Combat card as always. When allying with Asgard, 
players place their Control marker on the Asgard token (not on 
the Action Wheel). Asgard is treated as any other Realm so all 
Realm rules (e.g. from Blessings) apply to it.

The Asgard Realm bonus is resolved when any player chooses 
the Build Monument Special Action (before resolving it) and is 
resolved like all other Realm bonuses. 

Valknuts – additional Rune tokens that may be used as any 
Rune. Additionally, it does not count toward the Wisdom Rune 
limit. Players may only obtain it from the Asgard Realm bonus. 
Valknuts are limited, meaning that  players can not have more 
than 1 (in 4 and 5 player games) or 2 (in 2 and 3 player games) at 
any given time. If a player gains a Valknut and they already have 
the maximum amount, they simply skip this step.

Nidavellir 
Mini-Expansion
You can add Nidavellir to the  game by switching it with the 
Svartalfheim Realm in step 2 of the  Game Setup. Additionally, 
shuffle all Common Artifact cards and place them near the board. 
When you gain a Common Artifact you gain it charged. The Effect 
on Common Artifacts tells you when you can use them. When 
you discard a Common Artifact card, shuffle it back into the deck. 

Other 
SG Expansions
New Origins and Heroes:
To add new Origins to the game, simply shuffle them with all 
the other Origins.

To add new Heroes to the game, simply shuffle their Hero trays 
with all the other Hero trays.

New Combat Cards:
To add new Combat cards to the game, simply switch the deck 
of 35 Stretch Goal Combat cards with the  basic deck of 
Combat cards. 

If you wish, instead of switching decks you may create a Combat 
card deck by shuffling the  Stretch Goal Combat cards with 
a basic set of Combat cards.

New Monster:
Kraken (Sea Monster) – To play with the Kraken simply add its 
Monster tray and Monster miniature to the base game of Lords of 
Ragnarok. During step 7 of the Setup, draw Monster trays randomly 
or choose ones that you want to play with (whatever you prefer).

For the Sea Monster rules check the “Sea Monsters” box on 
this page.

Note! There always must be exactly 6 Monsters in the game (3 pairs, 
each with a different Rune symbol).

Expansion Compatibility: Expansions from this Box are compatible 
with all other Lords of Ragnarok expansions. 
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