Orcs must die 
Components: Orcs Must Die – The Order
Hero Cards 4
Maps: 16 large die-cut tiles (8 standard tiles, 1 Rift, 2 Crossroads, 1 T-Join, 1 L-Join, 1 Teleporter, 1 Lava Lake, 1 Neutral Zone)
	Unlocked – 1 Acid Bath, 1 T-Join, 1 standard tile
	To be unlocked – Trapsburg, 1 L-Join, 1 standard tile
War Camp card  
Dice (19 total)
10 Battle dice - white
2 Fire dice - red
2 Lightning dice - yellow
2 Arcane dice - purple
2 Frost dice - blue
1 Healing die - green
Die-Cut tokens
1 Onslaught marker
4 Hero Health markers
4 Hero Super tokens (double sided)
1 Rift Lord token (large)
1 Rift Health marker
Skull tokens (60)
Cards
Weapon Cards 12 (3 per character)
Orc Deck – 32 cards
Critter Deck – 32 cards
Item Decks: 48 cards
First Onslaught (12) 
Second Onslaught (18)
Third Onslaught (18)
Trap Decks: 36 cards
First Onslaught (12) 
Second Onslaught (12)
Third Onslaught (12)
Total Figures = 46 
Heroes 4 (starting – War Mage, Ivy, Master, Sorceress) 
Enemies 38
Orcs x10 
Unlocked: Orcs x4
Crossbow Orcs x8
Kobolds x7
Hobgoblin Shamans x2
Gnolls x6
Trolls x3
Ogres x2
Components: Orcs Must Die – Unchained
Hero Cards 4
Maps: 16 large die-cut tiles (8 standard tiles, 1 Rift, 2 Crossroads, 1 T-Join, 1 L-Join, 1 Teleporter, 1 Lava Lake, 1 Neutral Zone)
	Unlocked – 1 Acid Bath, 1 T-Join, 1 standard tile
	To be unlocked – Trapsburg, 1 L-Join, 1 standard tile
War Camp card 
Dice (19 total)
10 Battle dice - white
2 Fire dice - red
2 Lightning dice - yellow
2 Arcane dice - purple
2 Frost dice - blue
1 Healing die - green
Die-Cut tokens
1 Onslaught marker
4 Hero Health markers
4 Hero Super tokens (double sided)
1 Rift Lord token (large)
1 Rift Health marker
Skull tokens (60)
Cards
Weapon Cards 12 (3 per character)
Soldier Deck – 32 cards
Ally Deck – 32 cards
Item Decks: 48 cards
First Onslaught (12) 
Second Onslaught (18)
Third Onslaught (18)
Trap Decks: 36 cards
First Onslaught (12) 
Second Onslaught (12)
Third Onslaught (12)
Total Figures = 46
Heroes – 4 (starting – Ball & Chain, Bloodspike, Midnight, Sir Winston)
Enemies 42
Soldiers x10 
Unlocked: Soldiers x4
Crossbowmen x8 
Satyrs  x7
Dwarf Shamans x2
Lions x6
Bears x3 
Giants x2
Summary of Play
You and your friends are Heroes defending your fortress from invading waves of Orcs and their grotesque allies. You will build up your Hero’s abilities over time by adding useful weapons and items, and you can improve your fortress’s defenses by laying traps. But beware – your enemy grows stronger over time too!
Glossary
Army – a group of two stacks of cards. In the Order Edition, each Army consists of three Orc cards and three Critter cards. In the Unchained Edition, each Army consists of three Soldier cards and three Ally cards. 
Hero – your persona in the game. Each unique hero consists of a figure, three weapon upgrade cards, and a hero card showing his characteristics & abilities. 
Minion – creatures that are not directly controlled by players. They appear on the map when Army cards are drawn.  
Onslaught – each game consists of 3 Onslaughts. These are also upgrade levels – when a new Onslaught begins, the heroes, the War Room, and the enemy minions all “level up”. 
Rift – the core of your fortress. You must defend it against the enemy minions. Like a player, it has Health. If your Rift’s Health drops to 0, you lose!
Start Tile – any tile in which an enemy Army may enters during the course of the game. On many maps, some Start tiles are only used during certain Onslaughts. 
Tile – the “rooms” or “spaces” which are laid out upon your tabletop to create your game map. 
Wave – two cards, one from the top of each stack in each Army. In Order, a Wave consists of one Critter & one Orc card,  drawn from each separate Army deck. For example, in the 2nd Onslaught of the map “Zigzag 1”, there are two armies at different Start tiles, so an individual wave actually consists of two Critter and two Orc cards. (Or two Ally and two Soldier cards, if you are playing the Unchained Edition.)
Cooperative Game Set-Up
When playing the Rivalry game (with two teams), please also read the Rivalry Game Set-Up section later in this rule booklet. 
War Camp Set-Up
Place the War Camp where all Heroes can see it. Shuffle the 1st Onslaught Item & Trap decks. Pull out 3 Item cards and 3 trap cards and lay them face-up in the appropriate slots on the War Camp. Leave the Second & Third Onslaught Item & Trap decks to one side for now. 
On the War Camp track, place the Rift Health marker on the 10 box.
Place the Onslaught marker on the First Onslaught box. 


Figure 1. Here we have a stylilzed war camp setup.
Difficulty Selection & Map Set-Up
Choose a Map layout from those provided at the end of the rule booklet. Lay out the appropriate Map Tiles as indicated. 
Map tiles have different art on their two sides, but this does not affect how they function in the game – it is purely to let you design a map to satisfy your esthetic instincts. 
Maps are divided into difficulty ratings – be sure to choose the one your group prefers. 
Assembling the Waves
Prepare the First Onslaught by gathering together its Army (usually only 1, but a few difficult maps might have more). Each Army consists of 3 Orc and 3 Critter cards. Do not mix them together – place the Orc & Critter stacks side by side. 
If an Onslaught consists of more than one Army, do not pile their Orc or Critter stacks together. Keep each army’s stacks separately. 


Figure 2. This shows the army set up for the 2nd Onslaught of the Bident 2 map. See how there are 3 orc & 3 creature cards in each army. One Army is by Start A, the other by Start B. (Start C has no Army entering in the 2nd Onslaught.
<show sample army set up>
Once the decks are ready, set them near the entry Tiles. For example, on the Straight Shot 1 map, one army is set up in front of Tile 1 for the 1st Onslaught. In the 2nd Onslaught, TWO Armies set up in front of Tile 1. In the 3rd Onslaught, THREE Armies set up there. 
Place Heroes & Starting Difficulty Levels
Heroes may place their figure anywhere on the map, then each player receives 1 Skull equal to that map’s Onslaught number.
Of course all maps come with a Difficulty rating, but you can further fine-tune it by choosing whether to play in Standard or Challenge mode. 
Standard Mode – Super tokens start face-up. 
Challenge Mode –Super tokens start face-down.  


Figure 3. A stylzed version of a hero card
Your Hero card
At game start, place your Hero card in front of you. Set your Health marker to your current maximum Health. Take your hero’s three unique Weapon cards, and place them to one side. 
Description of the Hero card
Image a reminder of just who you are playing. This is also a handy space to store Skulls you have acquired. 
Name -  your Hero’s name, in case you forget.
Move – how many tiles you can Move with the Move action. Man that was repetitive.
Vulnerability – this is in the form of an icon (sometimes two). Any enemy attack result which matches any of the icons on your Vulnerability will cost you 1 Health. 
Health Track – a series of boxes ranging from 0 to your current maximum.  Your Health marker goes here, and slides up the scale when you gain Health, and drops down when you take damage. One box is your Starting Health. You can rise above your starting Health by means of certain item bonuses. Your maximum health goes up by 2 each time a new Onslaught begins. For example, Ivy starts with 6 Health, but her maximum during the 2nd Onslaught is 8, and during the 3rd Onslaught it rises to 10. 
Weapon – your starting weapon is already printed on your sheet. When you upgrade your weapon, place your new weapon in this slot. You must purchase weapons in order. 
Item Slots – place items you buy in these slots – the item must go in the correct matching slot. For example, Heroes can only carry one Amulet (exception: War Mage). 
Special – every Hero has his or her own special ability. For some Heroes (such as War Mage), this is an ongoing effect and requires no decision-making. For others (such as Hogarth), it provides the player with a choice. 
Rivalry – every Hero has a Rivalry ability which only takes effect during a Rivalry game. Even if your Rivalry ability has some use outside of player-vs-player interaction, you cannot use it in a cooperative game. 
Super – every Hero has a super ability. You can only use your Super if your Super token is currently face-up. When you use it, flip the token face-down. You will not be able to use your Super again until it is flipped back face-up, which happens when the Rift Lord chooses to upgrade your War Camp.
Super Token slot – keep your Super token here, so everyone can tell at a glance whether your Super is ready for use or flipped face-down. 

<image of the Hero card with parts labeled>
Onslaught Summary
Each full game consists of 3 Onslaughts. You and your friends must weather all 3. If your Rift survives till all enemies are eliminated, you win! Otherwise, you lose. 
Each Onslaught consists of one or more Armies. An Army always has 3 Orc cards and 3 Critter cards in two stacks, side-by-side. If you face more than one Army in an onslaught, place each Army by its starting Tile. If more than one Army are using the same starting Tile, place their cards side-by-side. 
The enemy actually invades as Waves, one Wave per turn. Each Wave consists of 1 Orc and 1 Critter from each active Army. Hence, each Onslaught consists of 3 waves. 
Example: In the 2nd Onslaught of the Straight Shot 1 map, two Armies are invading through the Start Tile, so 2 Orc cards and 2 Critter cards worth of enemies appear in that Tile for each Wave of that Onslaught. 
The Final Onslaught
In the co-operative game, once you run out of cards for the 3rd Onslaught, no new Minions appear for the rest of the game. Heroes earn no more bonus skulls. Continue playing until all Minions are dead, or the Rift is destroyed (and the Heroes lose). Everything stays at the 3rd Onslaught level till the game’s end, and there are no more Preparation segments (for instance). 
In the Rivalry game, new Onslaughts continue until one side wins. However, Heroes earn no more bonus skulls with the additional post-3rd Onslaughts. 
Sequence of Play
Minion Phase
Preparation segment – if a new Onslaught is starting. 
Enemies already on the map move from their current Tile closer to the Rift. Move enemies on tiles closest to the Rift first, then work backwards. 
The new Wave enters – pull one card each from the Orc & Critter deck of each Army, and place the new minions as though entering from off-map. 
Traps Fire
Go through the Tiles in any order, firing all traps in a single Tile before moving on to the next tile (all traps in a Tile can add their results together). 
Enemies in the Rift vanish, damaging it. (Gnolls or Lions in the Rift do not vanish.)
Remaining non-stunned enemies attack as groups – each group attacks a single Hero. 
Stand Stunned enemies back up. 
Upkeep Phase
The Rift Lord token passes to the next player. 
Heroes in the Rift (or Neutral Zone) can perform the following actions: 
Discard Trap/Item (pay 1 skull)
Boost War Camp (Rift Lord only)
Upgrade Weapon 
Item purchase 
Heal (at Rift)
Hero Phase
Heroes’ Turns. Each Hero takes his turn, starting with the Rift Lord and proceeding clockwise. Each Hero does as many actions as he likes, but only one of each Action. 
Attack (or Recover from Stun)
Move (or Recover from Stun)
Place Trap
Push (in certain tiles)
When all Heroes have taken their turn, move on to the next Upkeep Round and begin the cycle again. 
Minion Phase
Preparation segment – beginning the next Onslaught
If the Army decks have been used up, this means it’s time to start the next Onslaught (unless we have finished the 3rd Onslaught). At this time, perform the Preparation segment.  
All Minions level up to the next Onslaught. Example, starting with the Preparation segment of the 2nd Onslaught, all Orcs and Crossbow Orcs now have an attack of 2. 
Prepare and place the next Army decks as per the map description. The new Wave will enter the map this turn. (I.e., players do not get a turn to “rest” between waves.)
Exception: if you are using Bosses a Boss appears at this time instead.  
Each player gets +2 to both Health and Max Health. 
Each player receives bonus skulls equal to the Onslaught number. I.e., one skull at the start of the 1st  Onslaught, two at the start of the 2nd, and three at the start of the 3rd.  
Purge the War Camp – all traps & items on the War Camp are discarded, and replaced with traps & items from the current Onslaught. Items & Traps from the previous Onslaught are no longer available for purchase. 
The Heroes’ next Onslaught weapons become available for purchase. 
Remember – in a co-op game, when the 3rd Onslaught army decks are used up, no new preparation segments will happen. Just finish killing off the current invaders and you can win the game!
Minion Movement
Advance all Minions on the map (except those Stunned). Most Minions simply move into the next Tile closer to the rift. 
Most tiles have one arrow pointing to one of its sides. Minions always move out through the arrow. 
A few tiles have more than one arrow – such tiles are also printed with rules for how to split minions as they move through the tiles. 


Figure 4. illustraion of a map showing movement.
For example, on the preceding illustration, a normal minion in the central Start tile can move to the C tile, and then to the Rift. A minion in the top Start tile can move to the A tile, then to the B tile, then to the Rift. Such minions cannot move anywhere else or take any other path. 
<sidebar – How to Move Minions>
It is easiest to remember who has and has not moved if you move minions in sequence starting with those nearest to the Rift. Move Gnolls and Lions last of all, because a decision must be made for them. 
Remember Kobolds & Satyrs Move 2 tiles in the later Onslaughts..
After all other minions have been moved, move all on-map Gnolls and Lions. They MUST move to a Hero’s Tile if at all possible. They can even move backwards to achieve this. 
If a Gnoll or Lion group has more than one possible target, the team chooses the victim (if the team can’t decide, the Rift Lord decides for them).  
If no Heroes are close enough for the Gnolls or Lions to reach, they move towards the closest one.
<end sidebar >
<illustrated example of movement>


Figure 5. a Gnoll group on Tile A  could move to attack herores on B, C, D, or E. If no heroes are within reaczh, they would move to D, since it is closer to the Rift.
<illustrated example of Gnoll movement>
Remember that stunned Minions neither attack nor move!
New Wave Enters the Map
Flip over one card each from the Orc and Critter stacks of each Army. Read the card and draw that many minion figures from the pool, according to how many Heroes you have. Example: if a card reads Four Heroes: 2 Orcs; Three Hero: 2 Orcs; Two Hero: 1 Orc, and you have either 3 or 4 Heroes, place 2 Orcs for that card.
Place all the Minions of that Wave on the map as though they had just moved onto the map (i.e., most minions are just placed in the starting Tile – some can move 2 Tiles). 
Again, remember that Gnolls & Lions move towards Heroes. 
Example: it is a four-Hero game on the very first turn of the Straight Shot map. Since two armies are attacking, there are two Orc stacks and two Critter stacks; a total of 4 separate stacks. One card is drawn from each of the 4 stacks. Reading the “Four Heroes” results on each card, the cards say: 3 Orcs, 2 Crossbow Orcs, 1 Ogre + 1 Gnoll, and 3 Gnolls. The Minion chart states that during the 1st Onslaught, any Ogres drawn are replaced by 3 Orcs, so this is done. The final total is therefore 6 Orcs, 2 Crossbow Orcs, and 4 Gnolls that all enter the first Tile. 
A Hero stands on the Start tile, and another on the next tile in. Even though the Gnolls entered as two separate cards, they become a single Group once they are on the map. The Gnolls have a Move of 2, so could either stay on the Start tile, attacking the Hero there, or they could move to the second tile to attack that Hero. The Rift Lord decides where they end up. If no Heroes are on either tile, the Gnolls just move 2 tiles – trying to reach more distant Heroes. 
If you do not have enough figures to place all the new Minions listed on the cards, the Rift Lord may replace each missing figure with an equal number of Minion figures of the same category – he must replace lesser minions with lesser, and greater minions with greater.  
Example: through a bout of bad luck, the players already have 3 Trolls on the map. When the next Wave is drawn, another Troll is supposed to appear, but we’re out of Troll figures. The Rift Lord decides to replace the Troll with a Hobgoblin Shaman, which he feels is the most innocuous substitute. (He could have chosen an Ogre instead.)


Figure 6. When new minions enter, most would simply stop in the Start tile A. Kobolds or Satyrs would move to B. Gnolls and Lions could either stop in A (if there is a Hero) or move on to B.
<show sample minion move, with all possibilities>
Traps Fire
Going Tile by Tile, all traps with potential targets fire, adding together their damage in an attempt to kill minions. If the trap results can be combined more than one way, the team makes the decision. If the team can’t decide, the Rift Lord decides for them. Some traps are discarded after they fire – these traps do not have to fire, if the team wants to save them for a later Wave. 
Normally traps NEVER affect a Hero – the only exception are a few special abilities and items, and if the trap has the word “Hero” in it (example: the Flip Trap). 
Add 1 Skull to the War Camp’s Skull Pool for each small minion killed by traps (or 2 per large minion). 
Minions Attack & enter Rift
Each Group of Minions with a potential target MUST attack. Each Group attacks independently – i.e., all Orcs in a Tile attack together, then all Crossbow Orcs, etc. 
When a Minion group attacks, they ALWAYS target a single Hero. The victimized Hero can be switched out between groups.
Example: a Troll, 4 Orcs, and a Gnoll are in a tile with Maximilian and Gabriella. The team decides to have the Troll attack first, targeting Gabriella, because Maximilian is down to 2 Health. The Troll inflicts 3 damage, though, dropping Gabriella to only 2 remaining Health as well. The team then decides to have the 4 Orcs attack Maximilian and hope for the best. Unfortunately, the Orcs inflict 3 damage, killing Maximilian (the extra point of damage is ignored). The Gnoll has yet to attack, but now he must roll his dice against Gabriella, because Maximilian is no longer available.  
<sidebar> 
Stunned Minions neither attack nor move!
<end sidebar>
If more than one Hero can be targeted, the team chooses who gets attacked (or the Rift Lord in a dispute). 
The team chooses in what order Minion groups attack, and he can see the results before choosing the next victim. 
All Minions in a particular Tile must finish all attacks before the Rift Lord chooses a new Tile. 
Minions in the Rift are removed from the map, and damage the Rift.  
Most lesser Minions inflict 1 damage on the Rift each. 
Greater Minions, Kobolds, & Satyrs inflict 2 damage on the Rift each. 
<War Mage’s Tip – Crossbow Orcs can be chosen to attack either a Hero in their Tile, or in the Tile next closer to the Rift. You can often take advantage of this.>
Stand Stunned minions back up. 
<War Mage’s Tip –minions Stunned by a trap miss their next Attack. A minion Stunned by a Hero’s attack actually misses his next Move and Attack, which is terrific.>
Upkeep Phase
New Rift Lord step
The Rift Lord token is passed to the player sitting to the left of the current Rift Lord (clockwise). He is now the Rift Lord. In a Rivalry game, the player to the left might be on the enemy team! You can skip this phase on the first turn of the game, of course.  
War Camp step
All Heroes can perform any of the following actions. Much of this can be done at the same time, but as always, in any dispute about precedence, the Rift Lord decides.  
Boost War Camp (Rift Lord only)
Upgrade War Camp
Discard Item/Trap (pay 1 skull)
Item/Trap purchase 
Upgrade Weapon 
Heal (at Rift)
Boost War Camp (Rift Lord only)
The Rift Lord (only) may transfer skulls from his personal store to the War Camp Skull Pool. 
Upgrade War Camp
Any player can choose to discard 3 skulls per player on his team, from the Skull Pool, to upgrade the War Camp. When this happens, all Heroes on the team flip their Super token face-up (if face-down), and your Rift’s Health increases by 1 (excess Health is wasted). 
To clarify – if your team has 2, 3, or 4 players, it costs 6, 9, or 12 skulls respectively to upgrade your War Camp. These skulls are spent from the Skull Pool. 
Discard Item/Trap (pay 1 skull)
Any player can pay 1 skull to discard an item or trap from the War Camp sheet, after which it is replaced with a new one. If you run out of items or traps from the current onslaught, then the card is NOT replaced. 
<War Mage’s Tip - while it may at times seem attractive to purge unwanted cards from the War Camp, remember that when they are gone, they are gone forever and can no longer be purchased.>
Upgrade Weapon 
Heroes may choose to upgrade their available weapon by paying the current cost in skulls, and replacing the old weapon. You may only buy a Weapon that is available in the current Onslaught (or a previous Onslaught). You must buy weapons in sequence. 
<War Mage’s Tip – I can’t buy my Heavy Crossbow less both my Medium Crossbow is equipped and it is the 2nd Onslaught, for example.>
Item Purchase 
Heroes can purchase items from those face-up in their team’s War Camp by spending skulls equal to the cost. Players can either spend their own skulls, or they can spend skulls from the War Camp’s Skull Pool (or a combination thereof). 
When you purchase an item, place it on your Hero card, discarding any item it replaces. You have limits on item placement – you can only have one Amulet, one Ring, and one piece of Gear – the slots are labeled on your sheet
<War Mage’s Tips – I’m an exciting exception; I can mix and match Amulets, Rings, and Gear as I please! But I’m still limited to 3 Items at a time, not counting my Weapon.>
When an item is purchased, immediately replace the empty slot on the War Camp’s display with a new Item drawn from the current Onslaught’s Item deck. You can continue purchasing items until you run out of skulls or you are satisfied. 
Heal (only at Rift or Neutral Zone)
If you are at the Rift (or Neutral Zone), and you are injured, roll a Heal die and apply the results to yourself (only). You cannot Heal higher than your max Health – excess Health is wasted. 
<War Mage’s Tip: sadly, you can’t roll the Heal die just to try to earn a Skull. You have to actually be below your maximum health.>
<War Mage’s Tip – since each Onslaught is three waves this means that if your Rift is 4 or more tiles from the starting Tile, enemy minions will level up to the Second Onslaught before they get to the Rift! Kill them while they are weak!>
Hero phase
Heroes’ Turns
Each Hero takes his turn, one at a time, starting with the Rift Lord. The Rift Lord is always the first player to take his turn, after which the turn sequence proceeds clockwise around the table. Each Hero can do as many Actions as he wants on his turn, but only ONE of each. For instance, he can Move once, Attack once, and so forth. 
Recover from Stun
A stunned player must either give up his Attack or his Move for this turn. He can do any other actions he likes. 
Attack
If you are in a tile containing enemies, roll dice equal to your Attack – add bonuses from your items and abilities. Compare results to the enemy units, and divide them up as you wish. Each enemy you kill earns you 1 skull.  Greater enemies are worth 2 skulls each! 
In a Rivalry game, killing heroes doesn’t earn you any skulls, but they are still worth killing – you can damage their Rift’s Health by 3, or heal your own Rift by 3 (your choice) when this happens. 
Move 
Move a number of tiles equal to or less than your Move (printed on your sheet – some items increase Move). Heroes, like minions, must move across tile sides with an arrow pointing to them. However, unlike minions, Heroes can move either direction across the arrows. 


Figure 7. Diagram showing player move
For example, in the preceding diagram, a Hero can move from tile B to tile A or back again. However, he cannot move from tile C directly to tile A, because no arrow points to the relevant side of either tile, even though the tiles sit adjacent to each other on the table. 
Place Trap
Pay for any Trap on the War Camp display and place it on your hero’s current Tile (exception – you may not place traps in Trapsburg nor the Rift). You must pay for the Trap by discarding Skulls equal to its cost. You can either use Skulls you have accrued through play, or you can spend Skulls from the War Camp’s Skull Pool. 
Traps Per Tile
Rift – 0
Trapsburg – 0 (but it comes with free traps)
All other tiles – 2
If the tile already has 2 traps, you may discard an existing trap to place a new one. You may place more than one trap on your turn, but all must be placed in the current Tile. When you are finished placing Traps, replace empty slots on the War Camp display with new Traps drawn from the current Onslaught’s Trap deck. 


Figure 8. The small rectangles labeled T represent traps. This shows all possible trap locations for the Straight Shot 2 map.
Push (only in designated tiles)
Certain special tiles have environmental hazards. In the core game, the only such tiles are the Lava Lake and Acid Bath. A player in one of these tiles can perform the Push action. To do this, follow this sequence: 
Choose the unit you wish to Push into the hazard. 
The pushed unit immediately dies. Because the unit was, technically, killed by the “environment”, rather than a player, the skulls are given to the War Camp Skull Pool. 
You suffer a result depending on what type of enemy was pushed. 
Lava Lake (pushing means magma splashes and burns you)
If you Push a lesser Minion, you lose 1 Health.
If you Push a greater Minion, you lose 3 Health. 
If you Push an enemy Boss or Hero, you lose 5 Health. 
Acid Bath (pushing means acid splashes & corrodes your gear)
If you Push a lesser Minion, you must discard one item
If you Push a greater Minion, you must discard two items
If you Push an enemy Boss or Hero, you must discard three items
You may choose to “downgrade” your weapon one step instead of discarding an item. 
You MUST have sufficient items to discard, or you are also killed when you Push in the Acid Bath. 
Player Resurrection
When it is his Hero turn, a player who is dead instead takes his figure off the War Camp and places it anywhere on the map. He reappears at full health. His turn then ends, and he does not get to do anything else during his turn. 
Ending the Turn
When the turn passes around again to the Rift Lord, the Hero Phase ends. Start a new Minion Phase. 
How to Attack (and Read Dice)
Each unit has a certain die result, or combination of results, which delivers 1 point of damage. 
<War Mage’s Tip - For example, I take damage when the enemy rolls a Sword result. Ivy takes damage when either a Brain or a Speed result is rolled.>
Combining results - any two identical results can be combined into ONE result of any type.  For example, two Brains can be combined to make a Sword, but a Brain + a Speed cannot be combined. 
When you attack, total your results, and combine and apply them as you see fit among all potential targets. Unlike a minion, you can split your results among multiple targets. 
When minions attack, you MUST combine their results in a way that inflicts the most possible damage on its designated target. All damage by a single Minion group is aimed against a single enemy, and even if that enemy is killed, extra damage is lost. 
<sidebar – Stuns are Special>
Stun are special –for each Stun rolled, you can Stun one enemy of your choice.  
Lay a Stunned enemy on his side. A Stunned minion will recover during the Stun Recovery segment of his turn. A Stunned Hero recovers on his own Turn, but gives up either his Attack or Move for the turn. 
Important – STUN VULNERABILITY: a Stun result applied to an already-stunned unit counts as a Wild. 
<end sidebar>
Hero and Minion Death
When a Hero’s Health reach 0, he dies. Follow these steps: 
Lower the Rift Health by 3. 
Place the Hero’s figure in the War Camp’s Skull Pool. He will re-appear (and lose his turn) during the next Hero phase.   
Minions do not have “Health”. Instead, when traps or a Hero scores sufficient combat results to equal that Minion’s Vulnerability, it is immediately killed. When a Hero kills a Minion, he gets a Skull (2 skulls for greater minions). If a trap (or the Lava Lake or Acid Bath) kills a minion, the Skull is given to the War Camp Skull Pool.
Running Out of Dice
Battle dice Limit of 10
You never roll more than 10 Battle dice. If a huge group of enemies (or a Hero) is able to roll more than 10 Battle dice, just roll 10 and ignore the extras.  Example: 7 Orcs are attacking as a group during the 2nd onslaught, so they nominally would get to roll 14 dice. Instead, they roll “only” 10 dice. The remaining dice are lost. 
Special dice limit of 2 per type
You never roll more than 2 of any special dice type (example: Fire dice). If a group of enemies or a Hero is able to roll more than 2 of a given special die, ignore the extra dice – they are lost.  
Healing die limit of 1
Regardless of bonuses & abilities, no individual player ever rolls more than 1 Healing die at a time. 
Example: War Mage has accumulated so many items he theoretically gets to roll 3 Lightning dice. Since he can only roll 2 of any particular special die, he can only roll 2 Lightning dice, and loses the third.  
Final Example: during the 3rd onslaught, 3 Trolls attack as a group. In theory, they should roll 12 Battle dice, and 3 Lightning dice. However, instead they only get to roll 10 Battle dice and 2 Lightning dice, due to the Dice Limit rule. 
Understanding Minions
All minions have an Attack, a Vulnerability, and are classified as either Lesser or Greater. All minions have their stats laid out on the back of the rulebook for easy access. Their classification never changes, but Attack and Vulnerability improve with later Onslaughts.
Size  All Minions are either Lesser, Greater, or a Boss. Unless the description says otherwise, a Minion is Lesser. 
Attack   this is a number (i.e., 1, 2, etc.) representing the Battle dice each minion gets for its attack. Some minions roll special dice as well as or instead of. For example, a Troll adds a Lightning die to its Battle dice. A Hobgoblin Shaman rolls only Arcane dice. 
Vulnerability  shown in the form of icons, which match various dice faces. To kill the minion, you must score that icon or combination of icons on your dice. You must match all the icons of a Minion’s Vulnerability to kill it. Example: a 3rd Onslaught Orc requires 2 Sword results to kill. 
Combat Example: Bryan is attacking a Second Wave band of 3 Orcs and 1 Hobgoblin Shaman. He has 3 Battle dice and a Fire die. He rolls a Miss, a Speed, a Brain, and a Double Sword (this last from the Fire die). The Speed is useless, sadly, since none of the enemies in that Tile have a Speed on their defense. The Shaman annoyingly increases the difficulty of Vulnerability of all other enemies in his Tile by a Sword, so he uses his Brain and one Sword result to kill the Hobgoblin Shaman first. Once the Shaman is dead, he can use his remaining Sword to kill 1 Orc. If he had not been able to kill the Hobgoblin Shaman, he would have had to use the Double Sword to kill only a single Orc. His final result is 2 Orcs left standing.
Dice Results Explained
MISS – nothing happens. 
BRAIN – score 1 Brain hit  (or combine two Brains for a wild result)
SPEED – score 1 Speed hit  (or combine two Speeds for a wild result)
SWORD – score 1 Sword hit (or combine two Swords for a wild result)
STUN – stun any unit (or Stun an already-stunned victim for a wild result)
WILD – may be used as a Brain, Speed, Sword, or Stun; your choice.
CROSS – heal 1 wound.  
SKULL –earn 1 skull
Double Hits – you can divide a double result between two enemies if you like, or combine them for a Wild. 
Your War Camp & the Rift
The Rift & Losing the Game
The Rift has 10 Health at the game start – marked on the same track as the War Camp marker! When the Rift’s health drops to 0, it is destroyed, the game ends, and the Heroes lose. 
<sidebar>
Remember: no Traps in the Rift! 
<end sidebar>
Minions in the Rift vanish and damage it (exception: Lions & Gnolls). 
The Rift can be damaged in two ways: 
When a Minion is in the Rift during the Minion’s attack segment. The Minion vanishes, and costs the Rift Health according to the following schedule: 
An Orc, Crossbow Orc, Human Soldier, or Crossbowman costs 1 Health. 
A Kobold or Satyr costs 2 Health
Any Greater Minion costs 2 Health
A Lion or Gnoll does not vanish nor damage the Rift. 
A Hero is killed - this inflicts 3 hits on the Rift.  (Or, in Rivalry mode, it can be used to heal your own Rift by 3.)
The Skull Pool
Whenever enemies are killed by Traps or by being Pushed, the resulting skulls are added to your War Camp’s Skull Pool, where they are available for any Hero’s use. Heroes in the Rift can transfer skulls from their own personal store to the Skull Pool. 
Upgrade the War Camp
To upgrade the War Camp, during the Upkeep Phase, any player has to discard 3 skulls per player on his team from the War Camp Skull Pool. When this occurs, perform the following steps immediately: 
All friendly Heroes’ Super markers flip face up. (A Hero whose token is already face-up receives no benefit.) 
The Rift Health increases by 1. If it is already at 10, it receives no benefit. 
Rivalry Mode – how to play team vs. team
Rivalry Game Set-Up
Divide the players into two teams – one Order and one Unchained. Each team must have an equal number of Heroes – if one team has fewer players, a player may have to manage two Heroes to even up matters. 
Players can choose their Heroes in secret, and not reveal them to the enemy team until all have made a final decision. 
Each team sets up their own map. They should choose maps of identical difficulty (most easily done by picking the same map). Place the Neutral Zone tile in the middle, between the maps. The teams’ Rifts should be at opposite ends of the table. 


Figure 9. Unchained map on the left, Order on the right. Neutral Zone in between. The two maps are of similar difficuilty.
Bosses!
You can add further to the excitement and challenge of the game by adding Bosses. To do this, when an Onslaught ends, choose a Boss and place it in any Start Area, chosen by the Rift Lord. He can even enter at a Start Area which is not in use during the current Onslaught. 
The Bosses thus appear at the start of the 2nd Onslaught, the 3rd Onslaught, and at the end of the 3rd Onslaught, which for Boss purposes is labeled the “Last”, as the Boss will be the last Boss who appears. 
Boss card descriptions give stats for their 2nd, 3rd, and “Last” Onslaught stats. The “Last” stats are used for the final Boss, who follows the 3rd Onslaught. 
Mr. Moneybags
[bookmark: _GoBack]He is a Kickstarter exclusive boss who was received by those who backed our offering and helped fund the early game. He has some unusual characteristics. He cannot appear in the “Last” segment, but only at the start of the 2nd and 3rd Onslaughts. If he gets to the Rift, your team immediately loses the game. But if he can be killed, you earn a lot of skulls.  
Rivalry Turn Structure
Rivalry Sequence of Play
It is precisely the same as the normal sequence. Of course when the Rift Lord position changes, sometimes it will need to switch to a player from the enemy team (if he is sitting to your left). 
It is important to agree on minion and trap targets, because if you don’t agree, the Rift Lord chooses and he may not be on your team!
Upgrading your War Camp is more difficult when the Rift Lord is not part of your team, because you won’t be able to donate skulls to your Skull Pool. It is still possible however. 
The Preparation segment & Army Decks
When the Army Decks for a new Onslaught are created, do so following these steps: 
Draw 3 cards for each Deck for each Army. 
Your team can sort through the cards drawn, and make up the 3-card stacks per Army. You get to sort and stack the cards in any order and assign them to Armies as you please, so long as each Unchained Army consists of 3 Orc cards & 3 Critter cards, while each Order Army consists of 3 Soldier cards & 3 Critter cards.  
When you have arranged the cards in the order you prefer, place them next to their starting tiles. 
<example of sorting>
Endless Onslaughts!
Unlike the normal game, in Rivalry the Onslaughts never end! When the 3rd Onslaught “ends”, because you run out of Army cards, set up a new Onslaught, identically to the 3rd Onslaught, and keep going. 
Heroes do NOT receive more bonus skulls with these extra Onslaughts! They just get lots more monsters continually invading. 
IMPORTANT – under normal circumstances, the Army cards provided are enough to last through any map. However, in a particularly epic Rivalry game, it’s possible that you might run out of Army cards. If this happens, simply shuffle all the cards and pick new ones. 
Minion Behavior
Minions appear as in the normal game, basically moving into the enemy team’s starting tiles from the Neutral zone. Friendly Minions don’t attack Heroes on their own team, but move as in the co-op game – controlled by game rules. 
Gnolls and Lions still have to move to attack enemy Heroes, if possible, but when they have a choice, it is made by their controlling team. For example, the Unchained team gets to choose whom a pack of Gnolls targets, if it has a choice. If the team cannot reach a decision, the Rift Lord chooses for them. 
Minions still attack as groups, but their team picks which Hero they are attacking. As always, extra damage is wasted.  
As always, Gnolls & Lions do not damage the enemy Rift. 
Rivalry Attacking
Minions
Minions attack as in the normal game, except that the enemy team chooses which hero a group of minions attacks. The entire group must still target a single hero. 
Heroes
Heroes attack as in the normal game. When a hero attacks, he gets to divide up his results among the enemy as he sees fit. 
Example – it’s Hogarth’s turn, the 2nd Onslaught, and he attacks. In his tile is Bloodspike, a gnoll, and two orcs. Hogarth rolls 2 Speed results and a Stun. He chooses to combine the two speeds to kill an orc, and Stuns Bloodspike. 
The Neutral Zone
No combat takes place in the Neutral Zone, and no traps can be placed there. The Neutral Zone counts as a tile for movement, and is considered to be adjacent to all start tiles. A player in the Neutral Zone during the Upkeep phase can choose to Heal (roll the Heal die).  
Player Death
When an enemy player is killed, you may EITHER damage the enemy Rift’s Health by 3 OR you may Heal your own Rift’s health by 3. Your team makes the choice.  
A killed player is placed in the War Camp’s Skull Pool as per the normal game, to reappear instead of taking his next turn. 
Action Restrictions
Place Trap
You can only place Traps in your own fortress, never the enemy’s or in the Neutral Zone. (Nor, of course, in your Rift.)
Move
The Neutral Zone does count as a tile for calculating distance. Remember, you cannot attack or take any action other than Move or “at Rift” actions in the Neutral Zone. You may hide in the Neutral Zone to avoid danger. 


Figure 10. A hero with Move 2 in the Start A tile could move to the Neutral Zone, and then beyond to ANY of the other four Start tiles – three in the enemy fort, and one in your own. 
Attack
Heroes who can attack into another tile cannot attack into or out of the Neutral Zone. If a player can attack 2 or more tiles away, he CAN shoot “over” the Neutral Zone into the other fortress. 
Victory in the Rival Game
It’s easy! When your enemy Rift drops to 0 Health, you win immediately! 
Frequently Asked Questions
Q Can I buy a trap, then hold it in my hand for a while before placing it? 
A No – traps must be placed immediately when purchased. This does mean that you cannot buy a trap in a Tile in which you can’t place traps. 

Q. When a weapon, trap, or ability says it kills an “Orc”, can it be used to kill a crossbow Orc?
A. It can kill any minion with the word “Orc” in its name. 

Q. Who decides where the Hero is sent by the Flip Trap?
A. the team who placed the trap (normally the Unchained, but possibly the Order if Maximilian purchased it). If they cannot decide, the Rift Lord decides. 

Q. Who gets the Skull produced by the Coin Forge trap?
A. Your War Camp Skull Pool. 

Q. Does the Screaming Skull produce skulls when its owner is killed?
A. Yep! 

Q. Does the Hobgoblin or the Dwarf Shaman’s boost apply to itself? Does the Shaman boost stack (i.e., do two Shamans add two Swords to vulnerability)? 
A. The answer to both questions is no. Shamans don’t boost shamans (nor Heroes), and their boost doesn’t stack.  

Q. Does a Fire die’s result have to be applied to a Troll in order to get the extra Sword result?
A. No, it only needs to be one of the dice rolled in the Attack in the tile. It could even show a blank result. 

Q. If two groups of the same Minion type are in the same Tile, do they join? 
A. Yes. For example, if two bands of Gnolls each targeted the same Hero, they would join into a single group, and thenceforth move and fight together. Also, if a group is split up (for example, by the T-junction), it remains separate groups from then on. 

Q. Can Master split his attack between his tile and an adjacent one?
A. Yes. If he rolls enough hits, he can even split it between his tile and muiltiple adjacent tiles. 

Q. Can Apprentice use her Special to copy an Unchained Hero’s Special? 
A. Yes. 

Q. Does Apprentice have to discard a Skull each time an Unchained Hero tries to use his Special in her tile? 
A. Only once per Hero. That’s enough to block that Hero from using his Special in her tile for the rest of the turn. 

Q. Can Lady Paladin buy and place a Trap on her Hero card in any slot? 
A. Yes, but she cannot move it to a new slot once it’s placed (she can discard it of course). 

Q. Can Sir Winston apply the Health boost from his weapon to another Hero in his Tile?
A. Yes, but not to the Rift. 

Q. When Bloodspike kills an enemy Hero, can he choose to damage their Rift by 4? 
A. No. He can either heal his own Rift by 4, or damage the enemy Rift by 3.  

Q. If Blackpaw is stunned, can he give up just one of his Moves for stun recovery, and still have one Move left?
A. Yes, or he can give up his Attack and then Move twice. 

Q. When Kobold King’s Super goes off, how many dice does a minion group roll if it is entitled to more than one type of die – for example, Bears and Giants? 
A. Halve each die type separately, dropping fractions. A single 3rd Onslaught Giant, for example, rolls 2 battle dice and no Arcane dice (down from 5+1). 
Maps
We have included many maps for you to use for your games. Each map is in its own section, with a diagram of how to lay out the map tiles. 
Tile Types & Special Tiles
Rift – the place you are defending! You cannot place any Traps in your Rift. 
Standard Tile – most tiles are these – they simply have an arrow at one end, showing which direction the Minions will travel. These arrows also indicate connections between tiles for hero movement. Almost all Tiles can contain 2 traps maximum. The major exception is the Rift, which cannot have any traps. 
T-junction & L-junction – these tiles have two exits, so minion groups get split up between the two ways out. 
Crossroads – an unusual and rarely-used tile with 3 exits.  
Lava Lake – this tile presents a hazard to minions and sometimes players. 
Trapsburg – this tile can hold up to 4 traps. It is otherwise a normal tile. 
No Man’s Land – this tile cannot take any traps (like the Rift), but is otherwise a normal tile. 
Map Difficulty
The Maps are subdivided into four levels of difficulty. Remember that in addition to the maps’ fundamental difficulty, you can play on either Normal or Challenge level by choosing to start with your Super token face-up or face-down respectively. An Easy map at Challenge Level might be harder to win than a Medium map at Normal level!
Beginner Maps
We recommend using one of these maps for your first play of Orcs Must Die! The Boardgame. 


Figure 11. Deathtrap 1 (beginner)


Figure 12. Bident 1 (beginner)


Figure 13. The Cubicle 1 (beginner)


Figure 14. Straight Shot 1 (beginner)
Moderate Maps
While we call these “moderate” they are actually quite challenging. 


Figure 15. Turn turn turn 1 (moderate)


Figure 16. Reversi (moderate) - a strange map that takes getting used to. Not for everyone.


Figure 17. Rotator (moderate)


Figure 18. Deathtrap 2 (moderate)


Figure 19. Zigzag 1 (moderate)


Figure 20. Double Trouble 1 (moderate) - requires 2 game sets


Figure 21. Wheel of Fortune 1 (moderate)
Hard Maps
These are for players who want more of a challenge, or for more experienced teams. 



Figure 22. The Cubicle 2 (hard)


Figure 23. The Long and Winding Road (hard)


Figure 24. Straight Shot 2 (hard)


Figure 25. Zigzag 2 (hard)


Figure 26. Turn turn turn 2 (hard)


Figure 27. BIdent 2 (hard)


Figure 28. Forkette 1 (hard)


Figure 29. Fork You 1 (hard)
Nightmare Maps
This are for the truly dedicated – they may not seem fair, but for a skilled team, and with a little bit of luck, they CAN be beaten. We promise. 


Figure 30. Wheel of Fortune 2 (nightmare)


Figure 31. Gears of Warg 1 (nightmare)


Figure 32. The Cubicle 3 (nightmare)
Hell Maps
Okay, these maps for sure are not fair. They pose a threat even to the most experienced players. 


Figure 33. Gears of Warg 2 (hell)


Figure 34. The Nexus 1 (hell)


Figure 35. Fork You 2 (hell)


Figure 36. Double Trouble 2 (hell)


Figure 37. Forkette 2 (hell) - how can such a small map be so hard?


Figure 38. The Nexus 2 (hell) - though "hell" is our official highest difficulty, really this map goes one step beyond even that.
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