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For four centuries the people of Scandinavia, known as Norsemen, undertook

large-scale raiding, colonising, conquest and trading throughout Europe and
reached North America changing the world forever leaving their footprint in the
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Norsemen is a push your luck, multiple type worker placement euro game, where players take the
role of Scandinavian Leaders who guide their people through this great age.

Components
+ 1map board

« 1jarl action board

- 1exploration card board
- 4 player boards

- 4 player helpsheets

+ 1rulebook

- 12 territory tiles

- 7 scoring cards

+ 9 leader cards

- 128 exploration cards

- 8jarl tokens

- 24 lawspeaker tokens,
4 of them legendary

- 28 longship tokens,
4 of them legendary

« 20 settlement tokens,
4 of them legendary

- 16 fort tokens,
4 of them legendary

- 12 scoring tokens

+ 8 VP and playing
order tokens

« 60 silver coins tokens
of value 1

- 16 silver coins tokens
of value 3
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human history in an era known as the Viking Age.
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Place each deck in its respec-
tive space on the exploration
card board.

age to the box. Only 2 cards of
each age are used in a game of
Norsemen. Reveal the two age

0 Shuffle the scoring
cards and reveal 3.
Place them face up next

PLANER SETVUP

SETVP

GENERAL SETVP

0 Place the map board on the
center of the table.

to the board. Return
the rest to the box.
Only 3 scoring cards
are played in a game of

I(green) territory tiles and

Place the three blue territory place them on their space.

tiles (Denmark, Sweden and
Norway) on their spaces on the
map board.

Then place the

on top of the two
age I1I (red) territory tiles,
forming the territory deck, and
place it face down next to the
map board.

Norsemen.

Shuffle the other territory tiles
in three different face down
decks according to their age.

Place the silver coins
next to the board form-

0 Place the jarl action board .
ing a general supply.

next to the map board. Use the
proper side of the board inlays
according to the number of

players.

Then return one card of each

Shuffle the exploration cards
(without the starting decks)
into 3 face down decks accord-

ing to their age (you can tell
them apart from their front
side color: green for agel,

and red for @ Each one of you takes a player

board, a starting set of 10 blue
exploration cards (cards of a set
share the same symbol) and all
tokens of your chosen color: jarls,
lawspeakers, longships, settle- :
ments, forts and scoring, VP and
playing order tokens.

Shuffle your starting exploration
cards into a deck and place it face
down next to your board.

@ Place your 2 jarl tokens on the
appropriate space on your board.

@ Place 3 longships and 2 lawspeak-
ers on the “available longships/

lawspeakers spaces” on your
board.

@ Fill the ladders on your board with
the appropriate tokens (from left :
toright: lawspeaker, forts, set-
tlements and longships), always
placing the legendary token of
each type —the bigger sized token
with a slightly different shape - :
on the bottom-most space.

@ Place 3 scoring tokens of your
color next to the scoring cards.

@ Place your VP token on the VP
track on space 5.
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@ Randomise the players turn order

and place your playing order
token on the appropriate space on
the turn order track on the map
board. The 2nd/3rd/4th player
gains 1/2/3 silver coins and 1/2/3
VP respectively.

Shuffle the leader cards and deal

2 leader cards to each player.
Choose and keep 1 and place it
next to your board. Return the rest
to the box. They are not used for
this game.

Gain the starting silver coins and
starting effect (if any) of your lead-
er. Place your starting settlement
on the territory space matching
the symbol of
your leader.



IMPORTANT CONCEP1S

RESOVRCES

In Norsemen most of the actions and effects require
resources in order to perform them.

You get resources mainly from exploration cards. When
you have an exploration card in your route which has
alongship on it, all its resources and lore icons on the
resource space are available to you for each action and/
or effect you perform as long as a longship is on the
card. You do not spend them; you just need them to be
available to you.

In that way, resources can be used any number of times
as long as they remain available to you (through long-
ships), but you still need a different icon of a resource
for each number that is required by an action in order to
perform it.

Trading costs

When performing an action or
effect, you can use a trade in
order to get exactly one resource
icon you are missing by spend-
ing an amount of silver coins
depending on the resource you
buy (see costs in trade table be-
low and on your player board).
You can use only one Trade per
action or effect. Some abilities or effects may give you
extra trades per action.

Lore Icons

Besides the icons on the resource
space, you may also find lore icons
on the top, left corner of some explo-
ration cards. Icons depicted there
are available to you as long as that
card is in your route, regardless if
there is alongship on it or not.

Spending Silver coins or VP

the action.

Coin Discount

Spend 1 less silver coin for each action,
effect or trade you perform, when you
see this green icon.

: gl

When you see these red icons you
actually have to spend the silver 4
coins or the VP in order to perform

Example

Since thereis a long-
ship on this explora-
tion card, you have

2 fabric available for
every action or effect
you want to perform
that requires 1 or 2
fabric.

If an action would re-

quire 3 fabric, you are

missing 1 fabric, which

you have to get from

another exploration card or use a trade by paying 4
silver coins for it.

If an action would require 4 fabric and you do not
have another card that produces it, you cannot per-
form it since you can use trade only once per action/

effect.
[

Resource cost

THE LADDERS
The production ladders I 7
on your player board, )

or simply ladders, are
used when performing

actions and effects that

let you produce and

bring into play more
lawspeakers, forts,
settlements and long-

ships. Each type of to-

ken has its own ladder 3rd
and each ladder has 4

spaces in a column with

the top space being the %Y |
first while the b ith 120

rst while the bottom (bottom) [F ;
space the 4th and last -| Ladder space | |
one. In between, you l ' ]
will find the costs in Type of '{'"i

) .

resources as well as a
VP bonus. During setup
each space takes a token, while the last space takes

the legendary token of each type (the bigger one with a
slightly different shape).

Whenever you perform a jarl action that produces a
certain type of token - lawspeakers, forts, settlements
and longships - you can advance any number of tokens
on that ladder in any combination, as long as you have
the total required resources to make those advances.
Furthermore, you gain the bonus VP (if any) from each
advancement you make. If after advancing a token it
leaves the first (top) space of the ladder, it comes into
play. Longships and lawspeakers come into play to their
respective “available longship / lawspeakers spaces”,
while forts and settlement are placed directly on territo-
ries (these actions are described later).

Example

In order for this fort
token to advance to the
next space you need 1
raid and 1 sailing, and
you get 1VP.

Example

Vasilis performs a build
longships jarl action.

He has available a total of
4 wood and 1 fabric.

He decides to advance the
longship on the top space
on the ladder one space (the
longship becomes available
then), as well as the long-
ship on the bottom space
two spaces.

The total cost of his action
is 4 wood and 2 fabric. He

uses a trade paying 4 coins

for the missing fabric.

He also gains a total of 4VP.
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THE TERRITORIES

Settlements, forts and thing actions

symbol and name
-
bonus VP
Thing action

W space

)

Thing acti - 2§ Assigned

ing action

| lawspeaker
: space

| S

Settlement : ——
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| S———

The territory tiles are referred to in the game as a
territory. On territories you will start building forts
and settlements on the appropriate spaces. Each
player can have only 1 fort and 1 settlement on each
i territory.

When you have a fort on a territory, then you can send
one of your lawspeakers to that territory (instead to the
one on the exploration card or Normandy) at the end of
the exploration phase (see below). You can’t build forts
i on the three starting territories.

When you have a settlement on a territory, you will
! getthe settlement income for this territory during the
: return phase (see below).

Each territory also has 1 thing action which is per-
formed by using lawspeakers. During the exploration
phase you assign a lawspeaker to the appropriate space,
then later on the expansion phase you can use that law-
speaker to perform that territory’s thing action. Again
each player can have only 1 lawspeaker on a territory
regardless if it has performed a thing action or not.
Some effects allow you to move a lawspeaker. You can
never move a lawspeaker that has already performed a
thing action.

- Whenever a player builds a fort on a territory, all
players who have already a fort there gain the
territory’s bonus.

- Whenever a player builds a settlement on a territory,
all players who already have a settlement there gain
the territory’s bonus.

« Whenever a player performs a thing action on a
territory, all players who already have performed a
thing action there gain the territory’s Bonus.

The starting territories do not have spaces to build forts,
but all other rules apply to them.



ROVND JEQUENCE

1. EXPLORATION PHASE
2. EXPANSION PHASE
3. RETURN PHASE

Norsemen is played
through 5 rounds

which are spread into
3 ages of the Age of the

"':Lvikings. Each round
) consists of 3 phases:

1. THE EXPLORATION PHASE

BUILDING YOUR ROUTE

During the exploration phase all players play simulta-
neously (without looking or interacting with their op-
ponents). In the first part you start revealing and adding
exploration cards one by one next to your board forming
your exploration route (or simply called route), while on
the second part you gain any longship bonuses and send
your placed lawspeaker to the respective territories.

EXPLORATION PHASE pART 1

Reveal exploration card.

Damage a longship every second
damage icon (mandatory).

Place a lawspeaker on the exploration
card you have just revealed (optional).

Place alongship on the exploration
card you have justrevealed (optional).
Repeat 1-4 or stop if you like or must

(see below).

Move lawspeakers from exploration
cards to respective territory tiles.

Gain bonus effects from exploration
cards with a longship.

1. Reveal exploration card

Reveal the top exploration card from your explo-
ration deck and place it next to your board, if it is
the first one, or next to another card in your route
for every following card.

2. Damage alongship

Check first if a longship is damaged; you damage
g 1 longship for every second damage icon that is

revealed during this phase. Move a longship to the
“damaged longships space” on your player board. Dam-
aged longships cannot be used until you repair them.

3.+ 4.Place a lawspeaker /longship

Then, you may place an available
, lawspeaker and/or an available
longship on the appropriate

spaces of the exploration card you
have just revealed (not on cards you have previously
revealed).

5. Repeat the above or stop if
you like or must

You may now reveal and add a new exploration card to
your route following the same steps, unless you have
no more available longships (all your longships are
damaged and/or placed on exploration cards), you have
reached the limit of 8 exploration cards in your route or
you just want to stop.

If at any time during the game, you need or want to draw
a card from your exploration deck, but it is empty, shuf-
fle all your discarded cards into a new exploration deck
and place it face down next to your board. Then draw a
card from it.

Example

Dimitris is starting the explo-
ration phase having 3 available
longships and 2 available law-
speakers. He reveals the top card
of his exploration deck and places

1st draw

it next to his board. The card has
1 damage icon, but since it is his
first, nothing happens. He de-
cides not to place alongship and/
or a lawspeaker on it.

He then reveals a second card to
his route placing it next to the

2nd draw

first one. Thankfully it has no
damage icon. He places a long-
ship on it, as well as a lawspeaker.

He reveals a third card and adds it
to his route. It has a damage icon,
and since it is the second one, he
has to damage a longship. He de-
cides to place a lawspeaker on the
card. Since he still has 1 available
longship and has just 3 cards in

his route, he can continue adding
cards, but decides to stop at this

3rd draw

point. He proceeds to the next
part of this phase.

EXPLORATION PHASE parT 2

Once you are done with adding cards in your route
(either by force or choice), you move the lawspeakers
from the exploration cards to the territories. You
have the following choice for each lawspeaker:

- Move it to the territory on the exploration card
where you placed the lawspeaker.

- Move it to a territory with one of your forts.

- Move it to Normandy.

On each territory you cannot have more than one
lawspeaker regardless if it is on the assigned or thing
action space (exception to this rule is Normandy).
Move any lawspeaker on an exploration card that
cannot be placed on a territory to Normandy.

Finally, gain all bonuses (if any) from the longships
that you have placed on exploration cards in your
route (you choose the order as well as which to gain
and which not).

Your exploration phase is over.

Be kind and wait for your opponents to finish their
own exploration phase. If timing matters resolve this
second part in playing order.

Example

Dimitris has just finished the first part of his exploration
phase. He now sends the lawspeaker on the Sweden card
and the lawspeaker on the Denmark card to the assigned
spaces of the Sweden and Denmark tiles on the map board
respectively. Then he performs the bonus effect on the
card with his longship on it and gains 1 silver coin.




KANDINAVIA

Scandinavia is one of

Adding additional
cards to your route

Whenever you add an exploration card

your starting exploration
cards in your deck and

is not tied to a specific
territory, buttoall 3
starting territories.

Whenever you use

Scandinavia to assign

lawspeakers to a territory, you may send it to
any of the 3 starting territories Denmark,
Norway or Sweden.

NORMANDY

Normandy is a territory printed on the map board where
you can send and activate more than 1 of your lawspeak-
ers, and you can send lawspeakers here from any explo-
ration card regardless of the territory of the card.

When you perform Normandy'’s thing action you either
gain 2 coins or score a Title card (see details below).

If this is your first lawspeaker that performed Norman-
dy’s thing action, you move its token to the leftmost
available circle space under the playing order track that
is next to the Normandy territory. This is going to affect
the playing order of the next round (see details below).

2. THE EXPANSION PHASE

PERFORMING ACTIONS

During the expansion phase players take turns in play-

ing order performing actions. During your turn you may
do one of the following actions as long as you have not
passed:

One of the following:
1. Place1jarlonajarlaction

Place 1 longship on an exploration
card

Perform a thing action with a law-
speaker

Repair 1 or more longships
Use the title space

Pass

to your route outside the first part of

the exploration phase, you may im-

mediately place alongship from your

,available longships space* on it get-

ting its resources, activating its bonus

effect (if any), and/or move a lawspeaker

from your “available lawspeakers space” onto the assigned
lawspeaker space of the card’s territory or to Normandy. You
may exceed the 8-cards-limit of your route, as well as ignore
damage icons, when adding cards in your route this way.

You may perform one of these actions multiple times
during a round, but always one action during your turn
(except for some “free” actions).

1. Place 1 jarl

Place an available
jarlon a jarl action
space and perform its

action. If your are the
first to place your jarl on that
action, place it on the prima-
ry action space, if not place
it on the leftmost secondary
action space. Performing an
action on a secondary space
gives you a penalty or a less-
er bonus, depending on the
action. Your two jarls have to
be placed on different jarl ac-
tions, regardless if you have
placed them on a primary or
secondary action space.

COMBINED JARL ACTIONS @2

ON 2/3-PLAYERS GAMES @23

In a 2/3-players game some of the jarl actions
are combined sharing a common primary
action space.

If you are the first to place your jarl on either one of
them, place it on the primary action space leaning
towards the action you want to perform.

Any other player has to place their jarl in this round
on a secondary action space, regardless of which of
the two actions they want to perform.

If you have placed your jarl on the primary space of
2 combined actions in order to perform an action,
you can still place your jarl on the other action, but
on the secondary space.

L]
Example

Gina and George
are playing a
2-players game.

It is Gina’s turn
and she decides to
perform an explo-
ration card jarl
action. She places
her jarl on the pri-
mary space of the
combined fort/ ex-
ploration card jarl
action (since she
is the first placing
ajarl token there)
towards the explo-
ration action and
performs it, getting
3 coins in addition
to her action.

George, on a later turn, wants to perform a fort

jarl action and places his jarl on the first secondary
space of the action (since Gina has placed her jarl on
the primary space of the combined action) and per-
forms it. He gets 2 coins in addition to the action.

It is Gina’s turn again and she places her second jarl
on the second secondary space of the fort jarl action
(she has used the combined action, but for the
exploration card side, so she is allowed to place it on
the fort side). She gains 1 coin and produces forts.

2. Place 1 longship

Take 1 available longship and place it on an

exploration card in your route that has no

longship on it, gaining its bonus (if any and if
you want to). Each exploration card cannot have more
than one longships on it, and as long as it has one it, it
grants you its resources for each action you perform.

3. Perform a thing action
s Move a lawspeak-
erassigned on a
territory to the thing action
space of that territory and
perform its action, as long
as you have the resources
required. Each player that
has already performed this
thing action in this round
(has a lawspeaker on the ter-

ritory’s thing action space),
gains the territory’s bonus.

4. Repair 1 or more longships

: Choose a number of damaged longships and
‘W repair them by paying 2 coins for each long-
ship you have repaired. Move the longships
you repair from the damaged space to the available
space. You may repair all your longships in one turn or
in multiple turns, as long as you can pay for the action.
Longships stay damaged until you repair them, even if
the round changes.




5. Use the title space
Place 1 jarl or 1 longship on the title space
‘ /‘ on your board to either gain 2 coins or to
place one of your tokens on the leftmost _ 1
available space on a scoring card, if you fulfill its require- 1= = Ve
ments, and gain the VP of that space. N e i , g

Each player can have only 1 token on a Scoring card, but you
can have 1 token on each card.

You can use the title space multiple times in a round, but
always using a different jarl or longship, and of course in
different turns.

6. Pass

Instead of performing one of the actions mentioned before you may pass. If you cannot perform actions anymore
you have to pass. You either perform an action or you pass. You cannot just skip a turn. After you pass, you no longer
take turns during this round’s expansion phase.

Once all players have passed, the expansion phase is over.

3. THE RETURN PHASE

INCOME, MAJORITIES
AND RESET

1. New playing order

000

on the spaces under the playing order track, i.e. the
player whose lawspeaker is on the first space becomes
first, the next one becomes second etc.

Rearrange the playing order accord-
ing to the order of the lawspeakers

The return phase consists of 6 Steps.

All players have to resolve a step in order for all players
to proceed to the next one. Whenever timing matters

If more than one player doesn’t have a lawspeaker here,
they keep their relative playing order as it is, behind
those who have lawspeakers here.

resolve it in playing order.

During the return phase, you define the new playing
order, score points for your lore icons, resolve income
from your settlements, reset your tokens and your route
and get ready to start the next round.

After the return phase of the 5th round, the game ends.

. New playing order
. Lore majorities

. Settlements income and
effects - Legendary tokens

. Return jarls, lawspeakers
and longships /éx

5. Ports - Discard route

. Reveal new territory

2. Lore majorities
In Norsemen there are 3
types of lore — gems, runes

l
»J -
and spices -which you get

from exploration cards and settlement effects. During
this step check out the majority for each type separately.

Count all lore resources with longships on the card and
bonus lore on the left side of the exploration cards even
without longships on the card. In addition there may be
permanent lore icons from settlement incomes.

Players get points according to the following table:

2-player game | 3-player game | 4-player game

1st 2\VP 3VP 3VP

2nd 1vp 2\VP 2VP

3rd 1vp 1VP

4th 0VP

If you have 0 icons of a type you do not participate in
its majority scoring and thus do not gain any points. In
case of ties, the playing order acts as the tie-breaker.

Example

Gina Dimitris

2 8 1%
0Z) 1%

1 1

are resolving the lore

Gina, Dimitris and
phase.

First, they compare their gem icons: Gina has 3,
Dimitris has 2 and has 1, so they get
respectively 3VP, 2VP and 1VP.

Then the runes: Gina has 2 and has1,
while Dimitris has none, so Gina gets 3VP and
2VP.

Finally, they compare their spices: Each one has 1
so they break the tie according to the playing order;
gains 3VP, Dimitris 2VP and Gina 1VP.

So, in total Gina gained 6VP, Leonora 6VP and

Dimitris 4VP.
H

Lp

H

3. Settlement incomes and effects -
Legendary tokens

B /d/f1/6+0©

In playing order resolve the income and effects from
territories where you have a settlement. If you have set-
tlements on more than 1 territory, perform them in the
order of your choice.

During this step you also score 2VP tokens for each leg-
endary token you have in play.

L'

Itis the income phase and Daphne resolves her in-
comes. She has 1 settlement on Denmark and since
she has 2 fabric, she gains a total of 3 silver coins.
She also has 1 settlement on Ireland, but because
she doesn’t have the required sailing she only gains 2
silver coins.

Finally, her special lawspeaker is in play which grants
her also 2VP.

4. Return jarls, lawspeakers
and longships

Return your jarl,
lawspeaker and
longship tokens
back to the appro-
priate spaces on
your board.

Damaged long-
ships stay on the
damaged space.

Only repairing
them will get them
available to you
again.




5. Ports - Discard route

During this step, first you activate your
ports. Each player starts by default with

1 port, but later some effects may give you
more. There is nor marker for the number
of ports you have, as it will be zero, one or
two, but one most of the time.

When you activate a port, you may choose exactly 1 card
from your route and place it on top of your exploration
deck (even if it is empty). You can only choose an ex-
ploration card of an age that matches the highest age
settlement you have or earlier, e.g. if you have an age I
settlement, you can choose either a starting or an age

I exploration card to keep from your route. More set-
tlements don’t grant you more ports. They just let you
keep higher age exploration cards.

After activating your ports, discard all remaining cards
in your route to your discard deck next to your board.
You may look at your discard deck at any time.

L

Example

Stergios and areresolving the port step ofa
round: Stergios has an age II Settlement and no extra
Ports, so he can keep 1 starting, age I or age II card.

has an ageISettlement on England, which
means she can keep up to 2 cards, starting and/or ageI.

6. Reveal new territory
Tl
ll territory deck and place it face up on
the appropriate space on the map
board. The round has ended. Proceed to the next round.
If the territory deck is empty and you cannot reveal a
new territory, the game ends.

Finally, reveal the top tile from the

L' e

Example

Itis the new territory step of the 3rd round. The play-
ers reveal the top tile of the territory deck and find
Iceland (age II). They place it on the appropriate space
on the map board.

Round 3 has ended.

4. END OF GAME

FINAL SCORING - WINNER

After the end of the 5th round, and since there are no
more territory cards to add on the map, the game ends.
Procceed to the final scoring of the game.

Get the bonus VP of each scoring card with one of your
tokens as long as you meet the extra requirement of the
card. You get only one of the two VP values, they are not
cumulative.

Then gain the VP from your exploration cards. Finally,
you get 1VP per 3 coins you have.

Final Scoring

1. Gain VP bonus from scoring cards
2. Gain VP from exploration cards

3. Gain 1VP per 3 silver coins

Add all your final scoring VP to the ones on the main
board VP track. The player with the most VP is the
winner of the game. In case of a tie, the player who is
higher up in the playing order track wins.

Example

The game has come to its end and players calculate
their final scoring. It is Ginas, the red players, turn.

She has scored 2 scoring cards during the game:
Foringi to score longships and Forstjori to score
forts. She has 6 longships gaining 4VP for Foringi.
Moreover she only has 2 forts and thus does not gain
any extra VP from Forstjori.

Her exploration cards give her 9VP. Finally, she has
14 silver coins left gaining 4VP from the coins.

A PPkND‘X ACTIONS & EFFECTS DESCRIPTIONS

JARL ACTIONS

BUILD LONGSHIPS

Produce longhsips using the long-
ship ladder. If a longship leaves the
ladder, it comes into play on the
available space and you can use it in
this round.

Secondary space penalty: Longships
come into play damaged. Place them
on the damaged space instead of the
available space.

BUILD SETTLEMENTS

Produce settlements using the set-
tlement ladder. If a settlement leaves
the ladder, it comes into play. Place it
on the settlement space of ANY ter-
ritory. Each player that has already

a settlement on that territory gains
the territory’s bonus.

Each player cannot have more than 1
settlement on a territory card.

Secondary space penalty: Lose 3VP to
perform this action.

BUILD FORTS

Gain 3 coins and produce forts using
the fort ladder. If a fort leaves the
ladder, it comes into play. Place it on
ANY territory’s fort space (if it has
one). Each player that has already a
fort on that territory gains the terri-

tory’s bonus. Each player cannot have
more than 1 fort on a territory card.

Then you may perform this territo-
ry’s thing action ignoring all costs

and requirements (and without the
need of placing a lawspeaker there).

Secondary space penalty: Gain 2, 1
or no coin, depending on the space you
have to use.

TRAIN LANWSPEAKERS

Produce lawspeakers using the
lawspeaker ladder. If a lawspeaker
leaves the ladder, it comes into play
and you may instantly send it on the
assigned space of ANY territory on
the map board, as long as you do not
have another of your lawspeakers on
that territory card (exception to this
restriction is Normandy).

When a lawspeaker is produced
through a thing action or a settle-
ment income, it will also be placed
on any territory not already contain-
ing one of your lawspeakers or to
Normandy.

Secondary space penalty: Lawspeakers
who come into play are placed on your
board on the available space instead of
sending them instantly to a territory.

bUY £EXPLORATION

Gain 3 coins. Then draw the top 4
cards from a single exploration deck
of your choice (age I, age II or age III)
and keep up to 2 cards. For each of
those cards separately, choose to add

them either to the top of your explo-
ration deck or to your route applying
all rules. Return the rest of the cards
on the bottom of their deck.

Secondary space penalty:On the first
space gain 2 coins and draw 3 cards
from a single exploration Deck (instead
of 4) and keep up to 2, on the next space
gain 1 coin and draw 2 card from an
exploration deck and keep up to 2, on the
last space you gain no coins and draw 2
cards from an exploration deck and keep
upto 2. For each of those cards separate-
ly, choose to add them either to the top

of your exploration deck or to your route
applying all rules. Return the rest of the
cards on the bottom of their deck.

Cost of exploration cards
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Shown on your player board

The buy exploration cards action is
the only jarl action that does not use
a ladder. Instead when buying explo-
ration cards you choose one of the 3
available decks (green, yellow, red)
and the number of cards you keep - 1
or 2. The number of cards you draw
from the chosen deck is determined
by the action space you place your jarl
on. The cost of the resources needed
depends on the type of deck you drew
from and the number of cards you
kept according to the following:

+ You need 3/4 sailing in order to
keep 1/2 age I cards.

+ You need 4/6 sailing and 1 food
(in total) to keep 1/2 age II cards.

+ You need 5/7 sailing and 2 food
(in total) to keep 1/2 age III cards.




LEADERS
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Starting settlement: Denmark
Starting silver coins: 3

Ability: Once per round, you
may flip an unoccupied
exploration card in your
route to gain 1VP and
reveal the top card of your
exploration deck. You may
either add this card to your
route or return it on top of
your deck.

During the return phase
on the last step you may
return the flipped card in
your route on top of your
exploration cards (this is
additional to your starting
port).
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Starting settlement:
Denmark

Starting silver coins: 2

Ability: When choosing this
leader, draw 2 exploration

cards from the age I deck
(green) and place 1 of them
face up next to Cnut.

It stays here for the rest of
the game and counts being
in your route but without
occupying a slot.

It adds its damage (if any)
on the first part of the
exploration phase and you
may place ships during the
expansion phaseonitas
usual, but not during the
exploration phase, when
you are building your
route.

e

HakALD ELITAND

Starting settlement: Denmark
Starting silver coins: 3

Ability: Once per round, ig-
nore the cost and require-
ment of a thing action per-
formed by a lawspeaker.

Starting settlement: Sweden
Starting silver coins: 6

Ability: Once per round, you
have 1 extra trade for an
action. This extra trade
costs 2 coins less.

g
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Starting settlement: Sweden
Starting silver coins: 5

Ability: When choosing this
leader, advance the first
fort on the ladder 1 space
ignoring all cost and place
iton an available age I ter-
ritory (and gain 1VP).

During the game, when-
ever you perfom the thing
action on a territory with
one of your forts gain 1VP.

" BJORN IRONSIDE
Rl

Starting settlement: Sweden
Starting silver coins: 6

Ability: At the start of each
age take the third territory
of that age (the one that
isnot used in this game)
and place it next to to your
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board. You exclusively
may use these territories
as if they were on the map
board.

Gain 2VP whenever you
perform a thing action and
3VP whenever you build a
settlement on one of these
territories.

ERIE THE RE

Starting settlement: Norway
Starting silver coins: 6

Ability: Once per round,
when placing a longship
you may place it on a start-
ing or age I/II Exploration
card in your route that has
already a longship on it
gaining the bonus effect
(if any). As long as there
are 2 longships on a card,
double ALL resources

and icons from this card’s
resource space.

LEIF ERIRSSOM
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Starting settlement: Norway
Starting silver coins: 3

Ability: Once per round
move an undamaged
longship from any loca-
tion (not the ladder) to an
exploration card without a
longship there, getting its
bonus effect (if any).
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Starting settlement: Norway
Starting silver coins: 2

Ability: Whenever you build
a settlement on a territo-
ry, you may perform that
territory’s thing action
ignoring the action’s cost
and requirements. Players
that have a lawspeaker on
that thing action do not
take the territory’s bonus

SCORING
(ARDS

Requirement: 1 or more
legendary token in

play.

Requirement: 3 or more
settlements in play.

Final scoring bonus: Gain
3/7VP if you have 4/5
settlements in play.

Final scoring bonus: Gain
6/15VP if you have 2/3
legendary tokens in

play.
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Requirement: 5 or more
longships in play.

Final scoring bonus: Gain
4/9VP if you have 6/7
longships in play.

Requirement: 2 or more
forts in play.

Requirement: 3 or more
lore icons of a single
type in your actual
route.

Final scoring bonus: Gain
5/11VP if you have 3/4
forts in play.

Final scoring bonus: Gain
4/9VP if you have 4/5+
loreicons of a single

type.

Requirement: 4 or more
lawspeakers in play.

Final scoring bonus: Gain
4/9VP if you have 5/6

lawspeakers in play. Count all lore resourc-

es with longships on
i T ' the card and bonus lore

Rty 7 E7 i on the left side of the
. exploration cards even
f:gf'ﬁ,.@ .-"'I'@E without longships on
—— the card.
Requirement: Explora-

) ) In addition there may
tion cards in your route

. be permanent lore
from 3 different ages. .
icons from settlement

Final scoring bonus: Gain incomes.

4/9VP if you have

15/16+ exploration
cards.



THING ACTIONS
SWEDEN ...

If you have 2 wood, gain 4 silver
coins.

DENMARK W .......

If you have 2 raid and spend 2 silver
coins, draw the top card of the age

I exploration deck and add it to the
top of your exploration deck or to
your route applying all rules.

NORWAY W .......

If you have 2 sailing, gain 2 coins and
reveal the top card of your deck and
add it to your route applying all rules.

ENGLAND T

S »-HhD)

If you have 3 food and spend 1 silver
coin, gain 2VP and advance a longship
1 space on the ladder gaining that
space’s VP (if any). You do not need to
fulfill the ladders requirements.

SCOTLAND T

If you have 4 wood and spend 2
silver coins, gain 2VP and advance

alawspeaker 1 space on the ladder
gaining that space’s VP (if any). You
do not need to fulfill the ladders
requirements.

IRELAND T

If you have 2 fabric, gain 1VP and
advance a settlement 1 space on the
ladder gaining that space’s VP (if
any). You do not need to fulfill the
ladders requirements.

[T

RVS [

If you have 3 food and spend 1 silver
coin, gain 2VP and advance a fort

1 space on the ladder gaining that
space’s VP (if any). You do not need to
fulfill the ladders requirements.

ICELAND [

If you have 3 sailing, gain 2 silver
coins and 2VP. Then you may ad-
vance 1 token on any ladder gaining
that space’s VP (if any). If you do
this, you must decrease 1 token on
another ladder (you lose no VP). You
do not need to fulfill the ladders
requirements.

GREENLAND [

Gain 1VP, repair 1 longship and
move a longship from any location
(not the ladder) to an exploration
card without a longship there,
getting its bonus effect (if any).
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BYZANTIVM I

Spend 3 silver coins to gain 6VP
(once per thing action).

SIKIY I

If you have 3 raid, you gain 6VP. You
don’t get more VP if you have more
raids.

VINLAND I

Gain 4VP.

NORMANDY I e

Gain 2 coins or place one of your
tokens on the leftmost available
space on a scoring card, if you fulfill
its requirements, and gain the VP of
that space (same rules as with title
space on your board apply).

If it is your first law-
speaker who performs
this thing action
move it to

the leftmost
available

space on

the
playing
order
track.

SETTLEMENTS

INCOME & EFFECTS

SWBDEN -(Starting)

Gain 1 silver coin. Then you may lose
1VP to gain 1 silver coin (once).

DBNMAkK .(Starting)

Gain 1 silver coin. Then gain 1 silver
coin per fabric you have.

NOkWA\' .(starting)

Gain 1 silver coin. Then gain 1 silver
coin per 2 food you have.

ENGLAND I

You have 1 extra port to activate
during the appropriate step of the
return phase.

EXPLORATION
CARD sonus errrcrs

Spend the amount of silver
coins shown as a cost to
perform the effect.

SCOTLAND I
%> ©

- 4

During the return phase, you may
keep one of your lawspeakers on the
assigned space of the territory card it
was on. Then if you have 2 raid, gain
3 silver coins (once).

IRELAND I

Gain 2 silver coins. Then if you have
2 sailing, gain 2 silver coins (once).

L.

RV [

Gain 2 silver coins. Then gain 1VP
per fort you have in play.

ICELAND il

Gain 1VP. Then gain 1VP per differ-
ent type of lore you have. Count all
lore resources with longships on the
card and bonus lore on the left side
of the exploration cards even
without longships on the card. In
addition there may be permanent
lore icons from settlement incomes.

‘ 0 Gain the amount of VP
shown for each token/

resource/loreicon/card
shown that you have.

9_ ___ Gain 2VP for each pair of
4 ;}‘ lore icons shown that you

w/ have.

Gain silver coins equal to

@ the number shown.

0

Gain VP equal to the
number shown.

Reveal the top card of
‘ﬁ your deck and add it to
s your route applying all
rules.

4

GREENLAND i

If you have 3 Wood, gain 3VP (once).

BYZANTIVM I

You have a permanent rune icon.
Gain 1VP for each different age
exploration card in your route.

SIKILY I

You have a permanent gem icon.
Gain 1VP per lawspeaker you have
brought in play (equals the number
of lawspeakers that are missing from
the ladder, not including the 2
starting lawspeakers).

VINLAND I

You have a permanent spice icon.
Gain 1VP per longship you have
brought in play (equals the number of
longships that are missing from the
ladder, not including the 2 starting
lawspeakers).

; Move a lawspeaker that has
not yet performed a thing

A

¥ action (either from a ter-
ritory or your available space) to an
assigned space of a territory of your
choice that does not has one of your
lawspeakers.

A Advance 1 token of
i ]Il » your choice 1 space on
WSS jts ladder gaining that
space’s VP (if any). You do not need
to fulfill the ladders requirements.




SLAVES DURING THE VIKING AGE

Note from the designers

It is well known through history that slavery and human traf-
ficing was a big part in the Viking culture. These slaves, called
thralls, were seen as a commodity, owned but “higher class”
people and being sold or traded. Although we have tried to hon-
or facts and history in “Norsemen”, we decided not to include
slavery in any way in our game, since it is just a game and not

a simulation of history and we are against desiging a game
which helps players getting familiar with such a terrible fact.

Credits

Game design: Goblins on Board
(Christos Giannakoulas, Manolis Zachariadis)

lllustration: Roman Kucharski

Graphic design: Christian Schaarschmidt

The Goblins on Board want to thank the play-testers:
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Skellig Games wants to thank everybody involved in devel-
oping, testing and producing the game. Without you we are
nothing.
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