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A Tundra Wolf  Pack’s numbers and attacks are as fast as they are unpredictable, 
striking before and after battle.  
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Each turn before placing Champions, each player rolls  as the Threat Level indicates. Advance the Threat token 
forward 1 space when each turn ends. When there are no more spaces to advance, �ip this Lair over.

Orgrum’s  
Lair

GET THE GEAR
You may destroy 1 Gear token. Add 3 , minus the Gear token’s .  

LOOT
Discard 1 non-WOUND card. If  it was an ITEM, add 1 . 

RAID
Gain 1 Gear token. Add 2 .
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(Found in Quest 3:  
Risen from the Mire) 

(Found in Quest 1:  
A Mirror in the Dark) 
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(Found in Quest 3:  
Risen from the Mire) 

(Found in Quest 1:  
A Mirror in the Dark) 

Frozen in Time: The Chill of Fate
By Brett Satkowiak

The journey to Baalok’s glacial tomb was hard enough, 
but now your �nd yourself battling a group of minor 
demons, drawn here by the energies of Baalok’s rotting 
heart. It has become a Thunderstone of terrible power.

A hand grabs yours suddenly, pulling you from the 
skirmish. “We are close now, Champion,” Drulfal 
says. “Take this.” He pulls the hourglass artifact from 
his pouch and hands it to you. “This is a relic of my 
people, �lled with the dust of another Thunderstone. 
You can use this to hide the Heart.”

“Where?!” you bellow over the howling, arctic winds. 

“Not where. When. We don’t know how to destroy 
the Heart, but we must rid this evil from our time. It 
is the only way to keep your family and the people of 
this world safe. The Sands can send you into the future 
where maybe someone can help. But it must be you; I 
cannot use it.”

“Why not?” you ask. “The Sands have been yours for 
hundreds of --” Drulfal smiles and winks as you realize 
his relationship to the Sands. “It’s kept you alive.”

“Right again, Champion. The mithril that runs in my 
peoples’ veins is incredible stu�, but even that couldn’t 
keep this old body moving for this long. The Sands can 

hide the heart somewhere else in time, where neither 
Orgrum nor anyone else can �nd it.”

“But how do we know we’re not just throwing it into 
the hands of someone worse?!”

“That’s a risk we’ve got to take. It’s not ideal, but we are 
out of options. In the future, you will need to hide it. 
But for now you’ve only got one shot, kid. The Sands 
will be all used up pulling a move like this.”

“Then … you’ll die. Drulfal, I can’t --”

But your protest is interrupted by a war scream 
bellowing from the tunnel ahead. The party dispatches 
the rest of the creatures swiftly as you all run toward 
the sound. The ceiling vaults upward to form a massive 
chamber, littered with the remnants of an ancient battle 
frozen in time. Stationed throughout the room are 
soldiers bearing the blue-tinted �esh of the Bloodfrost 
orcs. They are gathered around another, by far the 
largest and �ercest of them all, standing before a wall of 
sheer ice. Frozen beneath the wall’s face, you can just 
make out the shadow of a �gure, dark and menacing, a 
faint light emanating from its center.

The chieftain lets out another warcry as he charges the 
wall, driving his axe deep into the surface, widening the 

crack he has created. The light hidden beneath starts to 
glow brighter, seeping through the opening.

“Stop!” you yell. The echo brings the cavern to an 
uneasy silence.

Orgrum Coldthunder, steam pu�ng angrily from his 
nostrils, turns to face you. “You DARE!?” he growls. 
“This power belongs to ME and MY people!”

“That power belongs nowhere in this world. We will go 
through you to be rid of it if necessary.”

Orgrum’s expression intensi�es, as he rotates his neck 
around once causing a few light pops to be heard. “The 
challenge is met! Bloodfrost! Prove yourselves worthy 
of our prize! To arms! To honor! To VICTORY!” The 
army of orcs and goblins surrounding him join in a 
thunderous scream that threatens to shake loose the icy 
stalactites above.

“Finally!” Le�ra, the hal�ing, cries, biting o� a hunk of 
bread and pitching the rest over her shoulder. “A fair 
�ght!” She draws her sword and charges forward, as the 
rest of your party follows after her.

The Map has led you here, Champion. Defeat your foe. 
Use the Sands to hide the Heart … and pray that it’s 
enough.
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Frozen in Time: The Chill of FateFrozen in Time: The Chill of Fate
By Brett Satkowiak

The journey to Baalok’s glacial tomb was hard enough, 
but now your �nd yourself battling a group of minor 
demons, drawn here by the energies of Baalok’s rotting 
heart. It has become a Thunderstone of terrible power.

A hand grabs yours suddenly, pulling you from the 
skirmish. “We are close now, Champion,” Drulfal 
says. “Take this.” He pulls the hourglass artifact from 
his pouch and hands it to you. “This is a relic of my 
people, �lled with the dust of another Thunderstone. 
You can use this to hide the Heart.”

“Where?!” you bellow over the howling, arctic winds. 

“Not where. When. We don’t know how to destroy 
the Heart, but we must rid this evil from our time. It 
is the only way to keep your family and the people of 
this world safe. The Sands can send you into the future 
where maybe someone can help. But it must be you; I 
cannot use it.”

“Why not?” you ask. “The Sands have been yours for 
hundreds of --” Drulfal smiles and winks as you realize 
his relationship to the Sands. “It’s kept you alive.”

“Right again, Champion. The mithril that runs in my 
peoples’ veins is incredible stu�, but even that couldn’t 
keep this old body moving for this long. The Sands can 

hide the heart somewhere else in time, where neither 
Orgrum nor anyone else can �nd it.”

“But how do we know we’re not just throwing it into 
the hands of someone worse?!”

“That’s a risk we’ve got to take. It’s not ideal, but we are 
out of options. In the future, you will need to hide it. 
But for now you’ve only got one shot, kid. The Sands 
will be all used up pulling a move like this.”

“Then … you’ll die. Drulfal, I can’t --”

But your protest is interrupted by a war scream 
bellowing from the tunnel ahead. The party dispatches 
the rest of the creatures swiftly as you all run toward 
the sound. The ceiling vaults upward to form a massive 
chamber, littered with the remnants of an ancient battle 
frozen in time. Stationed throughout the room are 
soldiers bearing the blue-tinted �esh of the Bloodfrost 
orcs. They are gathered around another, by far the 
largest and �ercest of them all, standing before a wall of 
sheer ice. Frozen beneath the wall’s face, you can just 
make out the shadow of a �gure, dark and menacing, a 
faint light emanating from its center.

The chieftain lets out another warcry as he charges the 
wall, driving his axe deep into the surface, widening the 

crack he has created. The light hidden beneath starts to 
glow brighter, seeping through the opening.

“Stop!” you yell. The echo brings the cavern to an 
uneasy silence.

Orgrum Coldthunder, steam pu�ng angrily from his 
nostrils, turns to face you. “You DARE!?” he growls. 
“This power belongs to ME and MY people!”

“That power belongs nowhere in this world. We will go 
through you to be rid of it if necessary.”

Orgrum’s expression intensi�es, as he rotates his neck 
around once causing a few light pops to be heard. “The 
challenge is met! Bloodfrost! Prove yourselves worthy 
of our prize! To arms! To honor! To VICTORY!” The 
army of orcs and goblins surrounding him join in a 
thunderous scream that threatens to shake loose the icy 
stalactites above.

“Finally!” Le�ra, the hal�ing, cries, biting o� a hunk of 
bread and pitching the rest over her shoulder. “A fair 
�ght!” She draws her sword and charges forward, as the 
rest of your party follows after her.

The Map has led you here, Champion. Defeat your foe. 
Use the Sands to hide the Heart … and pray that it’s 
enough.
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77
LEMENTALS

11

6*
+3*+3*+3*+3*

Frost Bow
MAGAGA IC • BOW OW O • ELEMENTATAT L • WEAPOON

4411

5*
+2+2

–2  for  for  for HHALFLINGS and  and RROGUES.

If  this is wielded by a HERO with 6+ , 

gain 1gain 1  token.

Mechanical Harprpr oon
BOWOWO  •W •W  EDGED • WEAPON

Cone of Cold

Battle Axe

Inner Fire

Frost Bow Mechanical 
Harpoon

KoKoK bold
H

Kobold Skirmishers Tundra Wolf 
Pack

**44

7* 3

+1  for each  for each , , and 
Monster in the Dungeon, and resolve their Monster in the Dungeon, and resolve their 

 abilities as if   
they were printed on Orgrum.they were printed on Orgrum.they were printed on Orgrum.they were printed on Orgrum.

Orgrurur m Coldthunder
ELEMENTANTANT L •L •L  GIANT • HUMANOID

BLOODFFRROORORROR SSTT C CHHEEIFIFTTAATATTAT ININ • G• GUUAAUAUUAU RDRDR IANANA

Orgrum Coldthunder

WEAPONS

SPELLS

MONSTERS

GUARDIAN

A Tundra Wolf  Pack’s numbers and attacks 
A Tundra Wolf  Pack’s numbers and attacks are as fast as they are unpredictable, 

striking before and after battle.  
WARM gains +1d6 .)

BEAST • SWAWAW RMRMR

TuTuT ndra WoWoW lf Pack

*

A Tundra Wolf  Pack’s numbers and attacks are as fast as they are unpredictable, 
striking before and after battle.  
(This SWARM

The arctic wastes abound with high The arctic wastes abound with high 

behemoths who ask no questions.

Ice Behemoths
LEMENTAANTANT L •L • G GIIAANNANA T T • • HHUUMMAANOID

behemoths who ask no questions.
The arctic wastes abound with high The arctic wastes abound with high 

behemoths who ask no questions.

ELEMMEENTNTAANTANTNTANT

Ice Behemoths

ROOM TILES

Icy Glade

Tundra Chasms

Glacial Tomb

Volcanic Hot Sprints

Orc Tribute Site

Adlet Hunting Ground

D
iscard 1 H

E
R

O
 w

ith 4 or less 
.

Tundra Chasms

B
uy 1 card from

 T
he M

arketplace.
B

uy 1 card from
 T

he M
arketplace.

+1+1 1

A
fter you enter this D

ungeon R
oom

,  
turn 1 of  your 

 into a 
. 

Icy Glade

Level up a 
H

E
R

O
, paying +

1
.

Level up a 

0

You m
ust pay this room

’s 
You m

ust pay this room
’s 

requirem
ent to 

requirem
ent to 

requirem
ent to 

requirem
ent to 

m
ove out of  the room

 (as w
ell as to enter it).

Orc Tribute Site

You m
ust pay this room

’s 
You m

ust pay this room
’s 

m
ove out of  the room

 (as w
ell as to enter it).

+0+0+0
+2

1

Put your highest 
H

E
R

O
 on top of  your deck.

Volcanic Hot Springs

1
  

T
urn all your 

 into 
. Lose 1 H

P. 

Place your C
ham

pion in the 
 room

.
 room

.

+1

Glacial TombGlacial Tomb

B
uy 1 G

ear token.

3

M
onsters here have +

1 to their dice rolls. 

Place your C
ham

pion in the adjacent 

Adlet Hunting Ground

M
onsters here have +

1 to their dice rolls. 

 room
.

Adlet Hunting Ground
+1

2

(This (This SSWARM has +1d6 has +1d6 .)

Level up 1 HERO, paying –2 .  
If  they are ,  heal 1   

(ignoring (ignoring (ignoring  costs). costs). costs).

Level up 1 
If  they are 

(ignoring (ignoring 111

*

Arctic Mosquitoes
ELEMMEENNTTAATATTAT L •L • V VEERRMMRMRRMR ININ • •IN •ININ •IN  S SWWAAWAWWAW RMRMR

The Wilderness

M
onsters here m

ay never be rem
oved, even if defeated.

If you defeat a G
U

A
R

D
IA

N, gain 1
 per G

U
A

R
D

IA
N K

E
Y

 K
E

Y
 K

.

Each turn before placing Champions, each player rolls  as the Threat Level indicates. Advance the Threat token  as the Threat Level indicates. Advance the Threat token 
forward 1 space when each turn ends. When there are no more spaces to advance, �ip this Lair over.

Orgrum’s  Orgrum’s  Orgrum’s  Orgrum’s  
LairLair

GET THE GEARGET THE GEAR
You may destroy 1 Gear token. Add 3 , minus the Gear token’s .  

LOOT
Discard 1 non-WOUND card. If  it was an ITEM, add 1 . 

RAID
Gain 1 Gear token. Add 2 .

43 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 82211 43 6 7 843 6 7 843 6 7 843 6 7 843 6 7 843 6 7 8543 6 7 843 6 7 8543 6 7 8

1 2 3THREAT THREAT 
LEVELLEVEL

(Found in Quest 3:  
Risen from the Mire) 

(Found in Quest 1:  
A Mirror in the Dark) 

  Orgrum Coldthunder’s Lair  
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At any time before battling Monsters, players 
in the same Dungeon Room may Form/Join a 
Party. There are a few special rules for Parties:

• Each player in a Party may, as a 
ability, give any number of Gear tokens to 
another Party member. They may also lend 
(for the turn) or give (permanently) 1 of their 
non-Wound cards to that Party member. 
Lent cards are returned when the turn ends.

• Players in a Party move together through the 
Dungeon, combining their Light values. 

• Players in a Party combine their Attack 
values to form their Party Attack value, 
which is compared against a Monster’s 
Health as normal.

• Armor and Magic Resistance a�ect only the 
Party and the Party Attack value, and only 
once. They do not a�ect the players of the 
Party individually.

• Each player in the Party su�ers all other 
text (eg. before and after battle abilities) and 
Wounds of the Monsters individually.

• Players in a Party split the Rewards and 
Spoils e�ects from the Monster and 
Dungeon Room however they see �t. If the 
Monster gives a Treasure card, they may 
look at the Treasure �rst before deciding 
how to split the Rewards.

Forming a Party does NOT allow you to 
choose other players’ cards with your e�ects 
unless explicitly stated. If you have a Cleric 
that heals a Wound, and your fellow Party 
member needs the healing, you will need to 
lend them your Cleric.

Once you join a Party, you may not leave the 
Party that turn.

PREP PHASE
Roll and resolve Guardian Dice, adding all 

 and  to the Monster Horde. Place your 
Champions and plan your turn as a group.

VILLAGE PHASE
Players may take a Village Phase where they 
buy cards, heal Wounds, and level up Heroes.

DUNGEON PHASE
Players may also/instead take a Dungeon 
Phase. They may Form or Join a Party to battle 
strong Monsters.

END PHASE
Remove  from the Monster Horde equal to 
the total  of all Monsters defeated this turn. 
Deal 1  (Destruction chit) to the Village for 
each  and  left in the Monster Horde. 
Clear the Horde of dice and �nish your turns.

GUARDIAN DICE DESTRUCTION CHIT DRAW 1 CARD

GUARDIAN ATTACKS
1 OR 2 MONSTERS IN 
THE MONSTER HORDE 
(ATTACKING VILLAGE)

HEROIC OPPORTUNITY

GAIN 1 OR 2 RANKS IN 
PRESTIGE CLASS (IF  

 COSTS ARE PAID)

DISCARD INTO DISCARD 
PILE OF THE PLAYER TO 
YOUR LEFT/RIGHT

FROSTBITE  
WOUND TOKENS

WHAT LIES BENEATH 
QUEST

FROZEN IN TIME
QUEST

WOUND CARDS  
(DISEASE OR  
FESTERING WOUNDS) 

»»»

Iconography Reference Guide

Form or Join a Party Turn Order




