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HE DRAGON THAT HAS TYRANNIZED THE LAND SURROUNDING KARAK FOR YEARS HAS FINALLY FALLEN. ]
So has the mysterious Regent. The heroes, brought to the depths of Karak by their personal, often very different
motivations, have interests that are linked merely by fate, and they could now breathe a deepsigh of relief.

But only for a brief moment. No sooner had they found themselves in the daylight and ascended the battlements
of the ruined castle than the very earth itself began to shake, and as far as the eye could see, chasms opened up
from which terrifying creatures swarmed in numbers the heroes had never before encountered.

Was this the last vengeance of the evil dragon? 9
/
" Or was the fearsome lizard actually guarding the world from something even more terrible? .

- Our heroes will not be deterred —from the catacombs of Karak they have brought with them a boosted sel Fec
and a hoard of extremely valuable treasures. And perhaps something else: a desire to ch orld a
elieve they are able to handle their enemies —though this time ve probably not gc
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CORE CONCEPT

Karak 2 is a competitive adventure board game in which players
explore the landscape around Karak Castle as Heroes, fighting
the monsters that appear there and gaining various rewards.
They can then search the liberated territory for resources and
build settlements where they, among other things, train new
units for their army, which will enable them to confront the dark
forces that are trying to take over the world.

But the Heroes are not “just” trying to protect the world. For the
power hidden in the Soul Stones of the monster army can make
dreams come true. Each Hero has come to Karak for a different
reason, and acquiring the most Soul Stones should help them
to fulfil their mission.

I've never played Karak-is that a problem?

No, Karak 2 is a stand-alone game, and while its story follows
the plot outlined in Karak, knowledge of the original game is
not necessary to enjoy playing here.

GOAL OF THE GAME

The game ends immediately after one of the Heroes defeats the
Dark General. The winner of the game is then the player who has
collected the most Soul Stones of the Dark Army over the course
of the game. These Soul Stones have different point values. The
player with the most points wins the game.
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COMPONENTS:
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1
12
13
14

15
16
17

1starting tile

28 landscape tiles (18 first-tier and 10 second-tier tiles)
6 cardboard Hero standees and 6 plastic stands
6 Hero cards

6 city tokens (1 for each Hero)

5 Hero boards with inventory

5 glory banners

6 larger dice (1 for each Hero)

35 smaller dice for the Hero army units (10x Knight,
10x Archer, 10x Mage, 3x Skeleton, 1x Bear, 1x Titan)

30 life tokens (5 of which are spare)

30 building tokens (for city building)

40 food tokens, 40 wood tokens, 40 stone tokens
1 cloth bag for monster army tokens

36 monster army tokens (7x Skeleton Warriors, 6x Fire
Eaters, 5x Shadow Eaters, 3x Skeletal Hulks, 5x Dark Dryads,
1x Hammer Follower, 5x Skeleton Riders, 4x Envoys of Death)

1 Dark General standee with unique stand
5 Praetorian tokens
1Plague token

Gamerules

second-tier

first-tier




Any components missing
or damaged? Drop us an
e-mail at info@albi.cz
and we will send you

@ free replacements!

SETTING UP THE GAME

1. Place the starting landscape tile (it con-
sists of three connected tiles) in the
middle of the table.

2. Divide the other landscape tiles accord-
ing to their tiers and shuffle each tier
separately.

3. Then place the second-tier landscape
tile deck face-down on the table so
that all players can reach it. Place the
first-tier landscape tile deck face-down
on top of it so that both form a single
deck.

4. Place allmonster army tokens in the bag
and have it within reach of all players.

5. Near the monster army token bag, place
the Dark General standee in his unique
stand, as well as the Praetorian tokens,
and the Plague token.

. ]

. Remove the resource tray from the box
and place it on the table within reach
of all players. They will take resources
from here when Gathering Resources.
There are 3 types of resources in the
game: food, wood, and stone.

. The tray also contains Unit dice. There

are 3 basic Unit types in the game:
Knights, Archers, and Mages.

. Each player takes 1 Hero Board, 1 city

token, 5 life tokens and 6 building to-
kens (1 of each building type). Place the
tokens on the corresponding spaces on
your Hero board, life tokens heart-side
up and building tokens grey (unbuilt)
side up. Place the banner token above
“0” space on the board.

. Shuffle all 6 Hero cards and spread them

face-down on the table. Each player
then draws one Hero card and places
it on the corresponding space on their
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13.

14.

Don't feel

like studying
the rules?
Watch the
video tutorial:

Hero board. Return the remaining Hero
cards to the box.

Note: Alternatively, you may
select the Hero Cards as you wish.
Determine the order in which you
select by rolling a die.

Each player places the city token be-
longing to their Hero in front of them
(grey, unbuilt-side up).

Find the corresponding Hero standees
and place them in the plastic stands.

Each player places their Hero’s die in
front of them (the layout of the icons
on the Heroes’ dice is the same, they
only differ in color).

Place all Heroes that are in the game
in the center of the starting landscape
tile (on Karak Castle).

Determine the starting player: The player
who rolls the highest value on the Hero
die starts.



Allowed turn

MOVE - EXAMPLE 1

HoRrAN moves from his starting tile to an adjacent tile
(1), where he performs a Resource Gathering action (2).
He would then like to engage in a fight with the dryad
on the next tile, but there is a chasm between the two
tiles, so he must approach from a different direction.
He then moves to the tile containing the weapon token
(3) and adds it to his inventory as his second action (4).

MOVE - EXAMPLE 2

HoRAN is in his city. He does not use
the option to move before his first
action because he wants to build
new buildings in his city as his first
action.

He then trains Units for his army in
the newly constructed buildings as
his second action.

He would like to move out of the city
at this point, but this is no longer
possible because the movement
would have to be done before the
action, it cannot occur afterwards.
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Hero board: Banner token to track

/ a player’s glory level

Inventory

Building L/ slots for

tokens weapons

(unbuiltside)

Hero Inventory

card — slots for spells

Life tokens inventory slot
for amulet

PLAYING THE GAME

Players take turns in clockwise order. Basically, each player has 2 ac-
tions available, but with some upgrades (amulet and/or stables), this
number can go up to 4. Before each action, a player can move their
Hero by 1 tile on the landscape.

Movement and actions

Before each action, a player may move their Hero to a neighboring
landscape tile. Movement and actions are optional, however, so it is
possible to:

— Move the Hero and perform an action on the tile where the Hero
has moved.

— Move the Hero and take no action (e.g., continue with another move-
ment and subsequent action if the player still has that available).

— Do not move the Hero and perform the action on the tile where
the Hero is currently standing.

However, the Hero must always move before the action-so it is not
possible to take an action and then move. In this case, moving can
only be done when the player has another action available that could
precede the movement.

Some of the edges of the landscape tiles show chasms. Usually, Heroes
cannot be moved across these chasms. In order for a Hero to move
from one tile to another, the common border of those tiles must not
show a chasm.




EXAMPLE - EXPLORING:

HoRAN wants to move from his
current tile to an unexplored
area. He draws the top tile from
the deck and places it next to his
current tile so that he can move
between the two tiles (1).

Since this is a second-tier land-
scape tile, he draws two monster
tokens from the bag (2). Their
strength values are 2 and 3, which
adds up to a total of 5.

HoRrAN then has to fight them
both at the same time (3).

Other players’ Heroes and cities do not restrict movement, and
the tiles they are on can be entered without constraints.

Exploring the landscape

In Karak 2, you will create a game board gradually as your Heroes
move around. The parts of the landscape that have not yet been
laid out are referred to as the unexplored area.

As you move, you can not only move your Heroes between the
already laid tiles of the game board, but also add new tiles to
the already laid ones and move to them. When entering an
unexplored area, take the top tile from the landscape tile deck
and connect it in such a way that your Hero can enter it from the
tile he or she is currently standing on. This way you will expand
the game board. After placing the landscape tile, immediately
move your Hero standee onto it. The tile has to be connected to
the tile from which your Hero came, but it’s okay if there are
impassable chasms along other borders.

1. First-tier landscape tile: Once you have laid out a first tier land-
scape, move your Hero standee onto it. Then draw one random
token from the monster token bag and place it on the tile of
the landscape you just laid out. You must fight the monster.

2. Second-tier landscape tile: The second-tier landscape works
the same as the first-tier one, except that you draw two mon-
ster tokens from the monster token bag instead of one and
place them both on the landscape tile you just laid out. The
power of both monsters is added together and the Hero must
fight both of them at once.

Each player has the following actions available:

. Battling with a monster army
. Healing

. Gathering Resources

. City Building

Building

Recruiting Units

. Picking up an item

. Eradicating the Plague
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A. Battle with a monster army

As soon as a Hero enters a tile with one or more monster army
tokens, they must fight. When fighting a monster, always roll the
Hero die and your chosen available Unit dice. Add up the sword
icons on all dice rolled—the sum indicates the strength of your

attack. Add the cumulative strength of your Hero's equipment
(usually weapons) to the total. In addition, you may use one or
more attack spells (in the base game the Fireball spell) after the
roll. For each Fireball used, you can add +1 to your attack power.
If any of your Hero's abilities provide a bonus in combat, add that
as well. The resulting sum makes up the Hero's total attack power.

Attention! In battle, you always roll your Hero die. However,
you may use any number of Unit dice from your army-you
don’t have to roll all of them. While unused dice will not
provide you with additional strength, you also do not risk
losing them. However, you must decide which dice to roll
and which not to roll before the actual roll.

Lost battle: If the total attack power is less than the power of the
monster army/armies (the numerical value listed on the monster
army token, or the sum of the power of the two monster armies
on the second-tier landscape tile), the Hero loses the battle.
Move the standee back to the tile from which the Hero came.
The monster army token(s) remain(s) on the landscape tile where
the Hero encountered it/them.

Won battle: If your Hero's total attack power is greater than or
equal to the power of the monster army/armies, you have won
and defeated the monsters. Flip the monster army token(s) to
the other side, showing the items you have gained. Place the
weapons, spells, and amulets in the appropriate slots in your
inventory. You can also gain a resource wagon or Soul Stones.
Keep the Soul Stones next to your inventory. Regarding resources,
take the appropriate type and quantity from the bank and discard
the token from the game. If you do not have a free slot of the
appropriate type on your hero board for newly gained equipment,
you must drop your chosen excess items on the landscape tile
where your Hero currently stands. These dropped items can then
be picked up by anyone who later enters that landscape tile.

Wounding a Hero in Battle: Whenever you roll a skull icon on
the Hero die, turn the corresponding number of life tokens on
the hero board skull-side up after combat. If you have no life
tokens left with the heart-side up after the battle, but you have
also rolled the number of sword icons needed to win, you still
win the battle and gain the reward. Only afterwards you follow
the unconsciousness rules (see below).

Note: A Hero can be wounded even if the battle is won.
Likewise, a Hero may lose a duel, but not lose a life.
The number of skulls rolled on the Hero’s die always
determines the Hero’s loss of life in combat.



The death of a Unit in battle: Whenever a Unit die rolls a skull
icon, return that die to the Unit die common supply-you have
lost that Unit.

Note: A skull icon on a Unit die only means the loss of
that particular Unit. The Hero does not lose any lives for
icons rolled on the Unit dice.

Plague & Misery: If a player rolls the two skulls on the Hero die,
their Hero loses two lives, and the Plague is falling on one of the
players’ cities. The player who rolled the two skulls determines
which city the Plague befalls. The mechanism of Plague & Misery
is explained further down in the rulebook.

Please note: After combat, a player’s turn always ends, no matter
how many actions they may still have left.

GLORY

Each player keeps track of their glory by using the banner on
their Hero board. At the start of the game, all players have a
glory level of “0”. The glory level determines how large a player’s
army can be. The glory level is always equal to the strength of the
strongest defeated monster army. Glory does not increase with
each battle, but only when defeating an enemy stronger than
the previous ones. On the second-tier tiles, the strength of the
monster armies is added up, and this sum also indicates the
value of the glory that results from any battle won.

The glory level directly determines how many Units a Hero can
have in their army. If the Hero's glory is 1, they can have up to
1Unit (1 Unit die) in their army. If the Hero's glory is 4, they can
have up to 4 Units in their army. The maximum glory level is 10.

BATTLE - EXAMPLE 2:

TAIA engages the same enemy.
She has 2 Units of Archers

and 2 Units of Knights, along
with her Hero die. She rolls a
skull on her Hero die, as well
as on one of her Knight dice.
However, the other three dice
roll swords.

TalA therefore loses 1 life (1)
and must return one of her
Knight dice to the common
supply (2). She wins the battle,
however, and so gains the
reward on the flipside of the
monster army token (3) and
remains standing on the tile
where she encountered the
monster army (4). Her turn
ends.

EXAMPLE - GLORY:
HoRAN has a glory of 2 and has one Unit (die) of Knights and one

Unit (die) of Archers in his army. He can’t get any more Units at the
moment. If he wins a battle with a monster army of strength 3, his

glory increases to level 3, if he defeats an army of strength 4, his

glory increases directly to level 4, and so on. However, if he defeats

an army with strength 1, his fame will not be affected in any way.

BATTLE - EXAMPLE 1:

HoraAN fights a monster army with a strength of 3.
He has his Hero die and then his Unit dice: HORAN
has 1 Unit of Archers and 1 Unit of Knights.

He rolls all the dice. He rolls a skull on the Hero die
and the Archer die, and a sword on the Knight die.

Thus, he has not defeated the monster army (he did
not get the 3 swords he needed) and he loses 1 life
(1) and the Archer die, which he must return to the
common supply (2). After losing the battle, he must
then return to the tile from which he came onto the
tile with the monster army (3), and his turn ends.




B. Healing

A wounded Hero can use his actions to heal. With each action used in
this way, he regains 2 lives—the life token lying skull-side up is flipped
back to heart-side up. Healing can be done on any tile of the game board.

C. Gathering Resources

On a landscape tile where no monster army or city token is located, you
can perform the Gathering Resources action. In this case, the player
takes resource tokens from the common supply in the number and type
of resource tokens corresponding to the type of the tile (see below). Note
that during a player’s turn, the player can be Gathering Resources from
each landscape tile only once. Therefore, it is not possible to stand on
one landscape tile and be Gathering Resources from it more than once
during a turn.

LANDSCAPE TILES AND THE RESOURCES THEY PROVIDE:

There are landscape tiles with individual resources.

Farm - food Forest —wood

There are also landscape tiles with two resources in the game. When
obtaining resources from these tiles, the Hero receives both resources
at once as part of their action.

Farm and Forest: Farm and Rock: Forest and Rock:
food + wood food + stone wood + stone

There are some second-tier landscape tiles from which the Hero receives
three resources at once as part of their action.

Big Farm: Dense Forest: Big Rock:
3x food 3x wood 3x stone

Note: Resources are considered unlimited. If you run out of
resource tokens anytime during the game, use any adequate
equivalent.

EXAMPLE - GATHERING RESOURCES:

HoRrAN decides to devote his entire turn to
Gathering Resources. He starts on the tile with
the Farm, on which he begins his turn, and gains

1 food from there (1). Then he moves to the tile
with the Forest and the Rock, from where he gains
1wood and 1 stone (2). He takes the appropriate
resource tokens from the common supply and
leaves them near his Hero board. Then his turn
ends.

Final tile

In addition to the aforementioned landscape tiles, there
is Karak Castle on the starting tile and the final tile with
the Dark General. Players cannot Gather Resources from
these tiles. It is also not possible to Gather Resources from
a tile with any players’ city on it.



D. City building

Once you have collected enough resources, you can start
building your city. To build it, you must spend 2 wood
(spent resources are returned to the common supply).
Building a city is only possible on a landscape tile
without a monster army and without a Hero of another
player. It is also not possible to build on Karak Castle
and on a tile where another player’s city already stands.

When your Hero visits a suitable tile and performs a
City Building action, you place your city token on that
tile of landscape, colored side up. Once placed, the
city token cannot be removed from the game board or
moved to another tile in any way. Each player has only
one city token available.

Note: Do not underestimate the choice of the
tile where you place your city! It is the only place
where you will be able to recruit new Units, so
ideally it should be “close to the action” and also
adjacent to the tiles that will be used to gain
resources for Building and Recruiting.

Note: The chasms on the landscape tile with the
city token still affect the movement.

E. Building

From the moment a player builds their city (and places its
tile on the game board), they can build buildings in it as
part of Building actions. The cost for building buildings
is indicated on the grey (unbuilt) side of the respective
tokens. A player may build any number of buildings as
part of a single Building action, but only those that they
have the resources for. A player can only build buildings if
their Hero standee is currently in their city.

Note: A Hero may enter other Heroes’ cities
without restriction, but may only take Building
actions in their own city.
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BUILDING EFFECTS:

Stable — After building a stable, the player gains one addi-

| tional action each turn for the rest of the game (including

the ability to move before or instead of an action—see Move-
ment section on page 3). Thus, instead of 2 actions, they have

3 actions available. They can use this extra action on the turn in which
they built the stable.

Portal — The portal allows faster movement out of the city
and back into the city. Once a player has built it in their city,
their Hero can move from a city token to any already laid
landscape, instead of just moving to an adjacent tile. At the

same time, the player can move directly to their city instead of moving
to an adjacent tile. However, the portal can only be used once per turn.
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Glory Banners — Glory banners increase a Hero's glory level
by 2 levels. Thus, their total glory after building them is always
2 points higher than the strongest monster army they de-
feated in battle. Immediately after the glory banners are built,

move the banner token on the glory scale by 2 slots to the right, if possible.

Military Camp — The military camp allows you to recruit
Knights. Once a player has built the camp in their city, they
can train Knight Units when Recruiting an army. Each Unit
is represented by a die with red symbols. Each one of these
die costs 1 food.

Shooting Range — The shooting range allows the recruitment
of Archers. Once a player has the range built in their city, they
can train Archer Units when Recruiting an army. Each Unit is
represented by a die with green symbols. Each one of these die
costs 1 wood.

Wizard Tower — The wizard tower allows the recruitment of
Mages. Once a player has built the tower in their city, they
can train Mage Units when Recruiting an army. Each Unit
is represented by a die with grey symbols. Each one of these
die costs 1 stone.

EXAMPLE - CITY LOCATION

HorAN would like to build his city. However, he cannot build
it on any of the adjacent laid out tiles—he cannot build it on
Karak Castle, on a tile with a monster army, or on a tile with
an opponent’s city. Therefore, he only uses the first action to

move to his opponent’s city (1), from which he then moves onto
the Farm tile (2), returns 2 wood to the common supply (3), and
places his city token on top of the Farm tile during the second
action (4). On his next turn he will be able to start building
buildings in the city.

®



F. Recruiting units

The Recruiting action can only be performed if the player’s Hero is in their
city. When this action is performed, the player pays a given combination of
resources into the common supply and takes the Unit dice of the type and
number corresponding to the resources paid. To recruit each Unit type, the
appropriate building must first be built. A player can never have more Units
in his army than their glory level. However, they may return any number of
Unit dice to the common supply during the Recruiting action to make space
in their army for recruiting new Units.

Note: There are a limited number of Unit dice. If there are no more dice
of a specific Unit type in the common supply, that type cannot be trained
until some dice of that type are returned to the common supply.

Knights — military camp — price: 1 food
(weakest Unit, but more resilient than the other
two types

Archers —shooting range — price: 1 wood
(medium-strength Unit, less resilient in battle)

Mages — wizard tower — price: 1 stone
v (strongest Unit, but less resilient in battle)

G. Picking up an item

Over the course of the game, it may happen that the Hero’s inventory is full
and after defeating a monster army there are no more empty slots to store
another item of that type. In this case, the Hero must drop one of the items
of that type on the landscape tile they are currently on. The item that has just
been acquired can also be left there. Any of the opposing players can then
pick up the item and place it in their inventory. Picking up a dropped item is
an action. If more than one item is left behind on a tile, a Hero may retrieve
them all at once as part of a single action. As part of the Picking up an item
action, the Hero may also freely exchange items lying on the landscape tile
they are currently on with items of the corresponding type in their inventory.

EXAMPLE - RECRUITMENT:

HoRAN is in his city and wants to perform

a Recruiting action. His glory level is 2 and he has

1 Unit of Knights in his army. He can only train
Knights and Archers-the wizard tower is not built
in the city and therefore Mages cannot be trained
yet. The HORAN player chooses to return the Knight
Unit dice to the common supply (1), pays 2 wood (2)
and takes 2 Archer Units (dice) to their supply (3).

EXAMPLE - PICKING UP
AN ITEM ACTION

Example: HORAN defeats two
armies of monsters on a single
second-tier tile, and the reward
for defeating them is an amulet
and a sword (1). However,
HoRrAN has both weapon slots
filled with the same or better
items, so he decides to leave the
sword on the tile (2). He takes
the amulet, but he must also
drop his original amulet (3).

Later, TAIA, who has neither the
amulet nor two weapons, arrives
on the same tile and adds both
items to her inventory as part of
the Picking up an item action.
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EXAMPLE OF A FIGHT WITH THE DARK GENERAL:

When exploring, HORAN draws a tile with the Dark General and has
to fight him.

Since this is a 4-player game, the Dark General has 4 Praetorian tokens
and therefore a total strength of 14. HORAN has two Units of Mages,
one Unit of Knights and two Units of Archers (1). In addition, he has two
swords and two Fireball spells in his inventory (2).

He rolls his dice. He rolls a skull on the Hero die, as well as on the
Knight die (3). However, all the Mage and Archer dice show swords. So,
his total strength at this point is 2 (swords) + 4 (Mages) + 3 (Archers) = 9.

HoRrAN decides to use one of his spells (4) and add 1 to his attack
strength, which gives him a total of 10 and takes 1 Praetorian token
away from the Dark General (5). However, HORAN also loses 2 lives (one
for the die and the other automatically for the battle with the Dark
General) and a Knight die (6). He loses the battle and must return to the
tile from which he came to the Dark General tile (7).

Later, TAIA will battle the Dark General. However, since HORAN has
removed 1 Praetorian token, leaving only 3, she only needs her attack
power to be 13 to win.

H. Eradicating the plague

If a player’s city is affected by the Plague (see
following), the respective player can get rid of it
with the Eradicating of the Plague action, which
can only be performed on the starting landscape
tile—the ruins of Karak Castle. The Plague token is
then returned to the common supply. Performing
this action will also restore all of a Hero's lives.

Note: A player can use this action even if
their city is not currently affected by the
Plague, to heal their Hero to the maximum.

Note: The Plague token can only be
removed using this action if the player
currently holds it. If the token is held by
another player, it cannot be removed in this
way.

End of turn
Your turn ends:

1. When you have used all your actions (or if you
still have some actions available, but decide not
to use them for tactical reasons).

2. Always after a battle with a monster army (even
if you still have some actions available).

Note: Normally each player has two actions
available on their turn, but some additional
effects (stables, amulet) may allow a player
to take extra actions.

END OF THE GAME
AND DETERMINING
THE WINNER

The game ends when one of the Heroes defeats the
Dark General in battle. The battle with the Dark
General is governed by special rules.

When a player draws a tile with the Infernal Abyss
while exploring the second-tier landscape, they
place the cardboard standee of the Dark General on
that tile. They place a given number of Praetorian
tokens, representing the monster armies defending
the Dark General, in the Dark General’s special
stand. The exact number of tokens is defined by
the number of players in the game:

2 players =5 tokens
3 players =5 tokens
4 players = 4 tokens
5 players = 3 tokens

The Dark General’s strength is 10 plus the number
of tokens he currently has, initially 13 to 15, depend-
ing on the number of players.



Each time the Dark General is attacked, the Hero always loses
one life in addition to those determined by the Hero die.

In order to defeat the Dark General, the Hero's attack strength is
calculated in the same way as when battling a monster army and
must be at least equal to the Dark General’s current strength.

If the Hero’s attack strength is less than the Dark General’s
current strength, but at least 10, the Hero loses the battle with
the Dark General, but removes 1 Praetorian token, weakening
the Dark General for future battles.

If the Hero's attack strength is equal to or greater than the Dark
General’s current strength, the Hero wins, gains the Soul Arch-
stone as a reward, and the game ends immediately, even if the
Hero would lose their last life and fall unconscious.

The Hero who defeats the Dark General gains the Soul Archstone
(depicted on the Dark General’s standee), but this does not mean
that they are automatically the winner. In fact, the player who
has the highest total value of Soul Stones at the end of the game
is the winner. There are three types of Soul Stones in the game,
differing in size. For a small Soul Stone, a player scores 1 point,
for a large Soul Stone 2 points and for a Soul Archstone 4.5
points. Thus, it can happen that a player wins without it being
his Hero who defeated the Dark General. In the event of a tie,
the player with more large Soul Stones wins. If there is still a tie,

all tied players are declared winners.

In combat, whenever you roll an icon with one or two skulls on
the Hero die, you flip the corresponding number of life tokens
skull-side up. If you also flip the last token left to flip, your Hero
falls unconscious. On the next turn, instead of the normal turn,
you flip three life tokens back face-up, but that’s all for your turn.
You will not be able to perform any actions till the next round.

LOSS OF ALL LIFE
AND UNCONSCIOUSNESS

ITEMS

Whenever a Hero defeats a monster army in battle, they gain
as loot the item shown on the back of the monster army token.
If the Hero defeats multiple monster armies at once, they gain
all of the corresponding items. There are several types of items
in the game:

A. Weapons
B. Spells

C. Amulets

D. Resources
E. Soul Stones

Players place items in their inventory on the Hero board. The
inventory has two slots for weapons, three slots for spells and
one slot for an amulet. Spells cannot be placed in the slots desig-
nated to weapons, etc. Thus, at any one time, each Hero can have
a maximum of two weapons, three spells and a single amulet.

If, for example, they already have three spells in their inventory
and gain a fourth spell, they must drop one of their spells on the
landscape tile on which their Hero is currently standing. Items
that have just been acquired can also be dropped on the tile.

@
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A. Weapons

There are two types of weapons in the game: the sword and the
warhammer. Weapons provide a permanent bonus to attack
strength in battle, based on the number in the upper left corner
of the weapon, the sword provides +1, the warhammer +2.

Example: HORAN has a sword and a warhammer in his
inventory. He will therefore add a total of 1 + 2 to his
attack strength, meaning 3.

The Dark Lord’s Sword is a cursed artifact that leaves
a trail of destruction and death in its wake. It gained its )
power from the shattered essence of a powerful elemental ‘
that was used in its manufacture. Once captured, the

Heroes can use its power to fight the dark army.

The Hero adds +1 to his total on a roll of the dice.

The Living Hammer seems to have found its way into the ranks of the
dark army through its own will. The soul of the demon g
trapped within this warhammer is forever thirsting | %
for battle and will crush anything in its path without ‘
remorse. Only a skilled Hero will be able to tame it and
harness its terrible power to fight evil.

The Hero adds +2 to his total after rolling the dice.

B. Spells

In the inventory on the Hero board there are three slots for
spells. All spells are single-use only. After use, discard the spell
token from the game (do not return it to the bag!). The following
spells are available in Karak 2:

Fireball: If you choose to use this spell, add an extra
+1 to your attack strength. You can use up to as
many of these spells as you have in your inventory
during a single attack.

Pickpocket: You can cast a Pickpocket spell at any
time during your turn, and it costs no action to cast.
After casting it, you can take two resources from
any Hero's resource supply.

C. Amulets

The set of five magical amulets was created in the times of the First Age
and each of them contains magical powers. The Amulet of Resources
allows you to gather any rare material with an ease that seems almost
supernatural. The Amulet of Glory provides its wearer with supernatural
charisma. The Amulet of Action sharpens the wearer’s senses, increasing
speed and strengthening resolve. The Amulet of Protection provides an
unbreakable defense against magical and physical attacks. The Amulet
of the Titan allows one to summon a powerful Titan that will become
a valuable aid in battle. These amulets have been guarded for centuries

by dark dryads, corrupted spirits of the forest who are sworn to serve
the dark lord.

Amulets are unique artifacts that grant the Hero various bene-
fits. The player places the acquired amulet on the Hero's board in
the designated slot. A Hero can only carry one amulet at a time.
The following amulets are found in Karak 2:



Amulet of Resources — A Hero who has this amulet
gains one extra resource each time they take a
Gathering Resources action. On tiles that yield two
resources, the player chooses one of those resources
to gain an extra resource.

Amulet of Glory — The bearer of this amulet has a
glory of 2 levels higher. The Amulet of Glory’s effect
stacks with the effect of the Banners of Glory build-
ing. Immediately after you add the Amulet of Glory
to your inventory on the Hero board, move the banner token on
the glory tracker 2 slots to the right, if possible.

Attention! If the Hero discards or exchanges this amulet
for another, their glory level immediately drops by 2.

It may happen that they have more Units in their army
than his glory level at that moment. In that case, they
must return the excess Unit dice to the common supply
so that they have just as many Units left as their glory
level. They also have to immediately move their banner
token on the glory tracker 2 slots to the left.

Amulet of Action — A Hero who has this amulet has
one extra action.

Amulet of Protection — A Hero who has this amulet
may always ignore up to two skull symbols on their
dice after rolling dice in combat. They can thus save
their Hero's life or avert the death of their Units.

Attention! If two skulls are rolled on the Hero’s dice
and the Hero with the Amulet of Protection chooses to
ignore the loss of life, they must still evaluate the effect
of Plague & Misery.

Attention! If the Hero discards or exchanges this amulet
for another, they must immediately return the Titan die
to the common supply.

Amulet of the Titan — A Hero who gains the Amulet
of the Titan adds an extra Titan die (gray with or-
ange icons) to their army and may use it in all
subsequent battles. The Titan die does not count
against the Hero's Unit dice limit determined by
their glory level.

D. Resource cart

If a player receives a resource cart as a reward, they
immediately take any combination of 3 resource
tokens from the common supply. The resource cart
token is then discarded from the game (do not re-
turn it to the bag!).

E. Soul Stones

There is a legend that the Soul Stones are the petrified hearts of ancient
gods. They hold within them the power to create life, but also to cheat
death. A dark army uses their power to summon more minions to help
them fight the world ruled by men. However, the Soul Stones are also the
dark army’s greatest weakness, for with their help they can be defeated.
The will of our Heroes is strong, but their trust in each other is too weak.
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Only the strongest of them can unite the Stones and with their help drive
away the darkness and perhaps even achieve their own goal. But to do
so, they will first have to defeat the Dark General.

The Soul Stones represent victory points in Karak 2. You can earn
them by defeating certain types of enemies.

The Soul Archstone
gained by defeating
the Dark General
is worth
4.5 victory points.

A small Soul Stone
is worth
1victory point.

A large Soul Stone
is worth
2 victory points.

Players put Soul Stones aside in their playing area during the
game, they do not place them in the inventory. At the end of the
game, once the Dark General is defeated, all players add up the
points earned for their Soul Stones. The player with the most
victory points is the winner of the game.

PLAGUE & MISERY

In battle, on each roll of the Hero die, a situ-
ation may occur where the Hero die rolls the
two skull icon. When this symbol is rolled,
the Hero not only subtracts two lives after
the battle, but also casts Plague & Misery on
another player. At this point, the player who
rolled the two skull icon chooses which player
the Plague & Misery falls on.

Misery: A player who has been attacked by Plague & Misery must
discard 1 resource of each type they hold! That is 1 food, 1 wood
and 1 stone. If they do not own a resource of a specific type, they
do not discard it.

Plague: If the player affected by Plague & Misery has built a city,
they take the Plague token and place it on their city. The city of
the plagued player is crippled— no new Units can be trained there
until the Plague is removed.

The Plague can be gotten rid of by the Hero performing the
special action Eradicating Plague in the ruins of Karak Castle
on the starting tile—the Plague token is then returned to the
common supply. It only returns into play once a player rolls the
two skull icon on their Hero dice.

The Plague always affects a maximum of one player. Thus, when
a player rolls the two skull icon on the Hero die again, they again
choose which player Plague & Misery will fall on. In this case, the
player can either move the Plague to a new city or even return it to
the city where it was previously located. In both cases, however,
the affected player must resolve the Misery effect as stated above.

Attention! Some Heroes can reroll the Hero die roll.
In this case, the final result of the die roll counts.

Note: If you want to play a more a friendly game (for
example with younger players), we recommend to not use
the rules concerning Plague & Misery in your game.



BESTIARY

Skeleton Warriors

The basic Unit of the dark army. In a well-
led attack, they should present no obstacle
to a skilled Hero. In addition, their leader
wields a demonic sword, which can come
in handy for the Heroes in future battles
should they be able to obtain it by defeating
the skeleton.

Fire Eaters

The support Unit of the dark army. When
fighting them, you need to watch out for
the fire they spread around them, destroy-
ing everything in their path. By defeating
their leader, a Hero gains a magical scroll
with a Fireball spell.

Shadow Eaters

The Shadow Eaters have risen from the
darkness of the earth to strike fear into the
ranks of the people. Their mission is to rav-
age crops and steal supplies. By defeating
them, a Hero can gain a forbidden spell
with which they can steal resources from
other Heroes.

Skeletal Hulks

Wagons with raw materials for the dark
army are pulled by a group of Skeletal Hulks.
They are a troublesome opponent for most
Heroes and can inflict deep wounds with
their spiked clubs. However, they always
pull a cart full of resources that can be
gained by defeating them.

Hammer Followers

An elite group of undead assassins clad in
demonic armor. Their goal is the destruc-
tion of all living things in their path. Their
leader can knock down an entire squad of
soldiers with a blow of his hammer. This
hammer then becomes very valuable loot
for whoever defeats him in battle.

Dark Dryads

Monsters created by the concentration
of evil and guardians of ancient magical
amulets. Fighting them is a game of life
and death, and few Heroes are able to
defeat them without the aid of a weapon
or military support. The magical power of
the amulets the zombie dryads guard could
lend the Heroes unique strength and give
them a noticeable edge in their quest for
victory.

Skeleton Rider

A phantom on a skeletal steed that roars
across the landscape, with a banner in-
spiring the followers of the dark army to
spread evil and destruction. At first glance
he seems invincible, but a well-coordin-
ated attack by a Hero with a handful
of soldiers can catch him by surprise
and end his existence. He is one of the
bearers of the Soul Stones, which a Hero
gains after defeating him.

Envoy of Death

Despair and death are the only things that
will befall anyone who stands in the way
of this creature of destruction. Before
fighting this enemy, it is necessary to
have a well-trained army, a proper plan
of attack and luck on your side. It carries
a large Soul Stone, which a Hero will gain
if they remain victorious.

The Dark General

His true nature is shrouded in mystery.
But his intentions are clear: He has been
awakened with his followers and is lead-
ing a campaign against the world of men.
The goal is to take over this world and
eradicate any resistance that might arise
now or in future generations. He carries
the Soul Archstone which has unusual
strength and power.




DESCRIPTION OF THE HEROES

Horan — The Warrior

The earth shook, the sky darkened, fear hung
in the air. But Hovan the Warrior sat calmly
in the ruins of Karak Castle, gazing at the
surrounding landscape and sharpening his
double-edged axe. Beside him lay Sabretooth,
his faithful four-legged friend, chewing on
something strange. To whatever was coming
next, Horan was born. No monster was ter-
rible enough to frighten him. No obstacle was
big enough for him not to overcome it. What
begun today will be sung in songs for ages to
come, and Horan will forever be etched into the
history of the free world.

MOUNT: THE BEAST

ABILITIES:

War Strategy: The Warrior is an
G‘) excellent combat strategist. When

playing as a Warrior, you may
reroll the Unit dice once during each bat-
tle if the result of the first roll does not
suit you. In that case, the result of the
second roll counts. Attention! The Warrior
does not reroll the Hero die. He only re-
rolls all Unit dice and always rolls all the
Unit dice he used for the first roll!
@ the warrior rides, after winning

a battle, the Warrior always
gains resources as if he had performed the
Gathering Resources action on the corre-
sponding tile (if he possesses the Amulet

of Resources, he'll also get a bonus re-
source according to the normal rules).

Plunder: Tahnks to the beast that

@

Taia — The Oracle

Lady Lorraine — The Ranger

Taia wished that her previous visions of the
future had not come true. Even in the under-
ground labyrinth of Karak Castle, she knew
that defeating the dragon would not achieve the
desired victory. The visions of the coming dark-
ness were too vivid, almost tangible. But now
there was something new, something unusual.
No matter how hard she tried to see, the future
of humanity’s fate was clouded to her. Clearly,
it would be necessary to bring all her strength
to bear to achieve victory and win her people
the peace they deserved.

MOUNT: CAMEL

ABILITIES:
" Fate-weaver: The Oracle sees the
Q/, various possible futures that can
occur and can influence them.
Whenever you discover a new landscape
tile, draw one more token from the mon-
ster army bag. Meaning, for a first-tier
landscape tile, draw two tokens, choose
one of them and place it on the newly
discovered landscape tile. On a sec-
ond-tier landscape tile, draw three tokens,
select two of them and place them on the
newly discovered tile. Return the remain-
ing token to the monster army bag.
C ance makes it easier for The Or-
~acle to participate in the con-
struction of the city. The Oracle builds the
city and all buildings in it for one less re-
source. She chooses the resource (for ex-
ample: a stable that usually costs 2 food,
1 wood, and 1 stone can be built by the
Oracle for 1 food, 1 wood, and 1 stone, or

for 2 food, 1 wood, and o stones, or for
2 food, o wood, and 1 stone).

Expert Builder: The camel’s endur-
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After a long time, Lady Lorraine finally
stepped out of the catacombs of Karak Castle
into the light of day. She took a deep breath
of fresh air and stroked her bear’s back. “It
seems our battle is not yet over”, she thought to
herself as she looked at the destruction that was
spreading as far as her eye could see. A hawk
swooped down from the sky and settled on her
shoulder. “Humans are weak and cannot be
trusted. Without our help, they will surely lose
this war and plunge our world into darkness.”

MOUNT: BEAR

ABILITIES:

{_ > Hawkeye: Aloyal hawk helps LaDY
C LORRAINE scout the area. Once
~~ per turn, the Ranger player may
draw a top landscape tile, connect it any-
where on the game board, and place a
monster army/armies from the bag on
that tile without moving the Hero’s
standee onto that landscape tile. This is
not considered an action and is optional.
The newly connected tile must be accessi-
ble according to the rules described in the
“Movement” section (it must be connected
to at least one other tile by a border that

does not show a chasm).
@ the game, the player playing as
the Ranger takes an extra Bear
die (in the same colour as her Hero die) to
use in battles. This die does not count

against the Unit die limit given by the
Hero's glory levels.

Bear Friend: At the beginning of



Lord Xanros — The Warlock

Lord Xanros, perched on the back of a skel-
etal bull, muttered some dark incantation
through his lips. The surrounding air shim-
mered with a surge of magical energy, and
the sight of the Warlock sent fear through
the air. His plan was working brilliantly.
The enemy had brought death to the region,
but he had forgotten that death was on
Xanros’ side. The dark army brought the
Soul Stones from the depths of the earth
right to his feet. All he had to do was reach
out and take what was rightfully his. Soon,
he would seize them, and then nothing and
no one would stand in his way.

MOUNT: SKELETAL BULL
ABILITIES:

Yy Necromancy: The Warlock can
; —%\{; bring Skeletons back to life.
&> During his turn, he can con-
sume one or more actions to create a
Skeleton. For each such action, the
Warlock adds one Skeleton die (in the
same colour as his Hero die) to his
army, up to a maximum of 3 dice.
Skeleton dice do not count towards the
limit given by the Warlock’s glory level.
@9 allows the Warlock to drain

the last vestiges of life from
fallen Units in his own army. Each
time one of his Units dies in combat

(applicable also to Skeletons), he can
heal one of his own lives.

Soul Collector: The skeletal bull

@

Elspeth — The Warrior
Princess

N\

Her faithful unicorn Lusamin was waiting
outside the castle ruins. Elspeth didn’t
hesitate for a second, she jumped on his
back and galloped to the foot of the hill.
The monsters crawling out of the depths
of the earth swarmed like cockroaches, but
the young warrior drew her two swords and
repelled them. “Go back whence you came!
Darkness is not the fate of mankind as long
as [ am on guard!”

MOUNT: UNICORN

ABILITIES:

Combat Finesse: ELSPETH is a
@ gifted fighter and can turn

the tide of battle in her favor
at the right moment during a fight.
When playing as The Warrior Princess,
you can reroll the Hero die once per
each battle if the result of the first roll
is not to your liking. In this case, the
result of the second roll counts. Note
that you can only reroll the Hero die,

not the Unit dice.
@ corn that ELSPETH rides can

move lightning fast across
the battlefield. Once per turn, instead
of the normal movement, the ELSPETH
player can move the Hero standee by
up to 3 landscape tiles in a straight line
on the game board. As part of this
movement, ELSPETH can ignore any
chasms in her path, but must stop on
a tile with an undefeated monster
army and engage in battle—she cannot
skip this. Her ability can only be used
to travel through an already explored
area, so new tiles cannot be laid out
using Magic Run.

Magic Run: The magical uni-
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Darius — The Scout

Darius went to Karak to take the traditional test of
adulthood and prove himself worthy to saddle the
raptor he has raised since she was an egg. But before
he could enter the cursed ruins, a new challenge came
his way-and it seems the trials of the tribe members be-
fore him are nothing compared to the pitfalls that now
await Darius. But the excitement of leaving his mark
on his tribe’s history forever propels him forward. He
settles into the saddle of his raptor and, with a battle
cry, roars off to meet the next danger.

MOUNT: RAPTOR

ABILITIES:
Terrain Exploration: DARIUS is a skilled
@ Scout and can handle any terrain. When
entering an unexplored area, the Scout
player draws 2 landscape tiles, places one of
them and returns the other to the top of the
landscape tile deck without revealing what is on

it to the other players.
@ natural predator and will kill weaker
enemies before a real fight can take
place. The Scout always defeats one monster
army with strength 1 automatically without
having to engage them in battle. Thus, if the
Hero enters a landscape tile with a monster army
of strength 1, he automatically defeats it without
the player rolling dice. If a monster army with a
strength of 1is on a second-tier landscape tile,
the Hero automatically defeats it and receives a
reward, but must then fight the second army
according to the normal rules. If both monster
armies present have strength 1, the Scout auto-
matically defeats one of them, and then must
fight the second army according to the normal
rules. He also gains glory according to the nor-
mal rules for monster armies defeated when
using this ability. When in battle with the Dark
General, the Scout discards one of the praetorian
tokens just before the battle. Based on his
strength in the battle he may then discard the
second token according to the normal rules.

Claws and Fangs: The Scout’s raptor is a



RULES SUMMARY

Players take turns in clockwise order, begin-
ning with the starting player.

PLAYER’S TURN:

A player has two actions available on their
turn (the number of actions can be further

modified).

Before each action, the player has the option to
move their Hero standee by one tile on the
landscape. They may not cross any chasm
while moving. Movement is optional. Move-
ment cannot be performed after an action.

Movement can be made onto already dis-
covered landscape tiles, or new tiles can be
added and moved onto.

Players can perform the following actions:
Battling monster armies; Healing; Gather-
ing Resources; Building; Recruiting Units;
Picking up an item; Eradicating the Plague.

Battling with monster armies: If a Hero en-
ters a tile with a monster army or several
armies, or lays out a new tile, onto which
a monster army drawn from the bag is im-
mediately laid, they must battle it. Battling
a monster army always ends a player’s turn,
even if they still have some actions available.
In battle, the Hero always rolls their Hero
die and any number of his Unit dice. If they
roll the same or more sword icons than the
strength of the monster army on all dice
rolled combined, the Hero wins the battle
and receives the reward listed on the other
side of the monster army token. If fewer
sword icons are rolled, the Hero loses the
battle, and their standee returns to the tile
from which it came. If a skull icon is rolled
on the Hero’s die, the Hero loses 1 life. If
the two skull icon is rolled, the Hero loses
2 lives and must cast Plague & Misery on
one of the opposing cities. If a skull icon is
rolled on a Unit die, the player returns that
die to the common supply.

Healing: For each Healing action, the Hero
heals 2 lives.

Gathering Resources: The Hero gains re-
sources from the tile they are currently on,
determined by the tile type. A Gathering
Resources action can be performed on each
tile a maximum of once per turn.

Building: The Hero builds a city on the tile they
are on. There must be no other city or Hero
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on that tile at the time. If they have already
built a city, they may build buildings on it.
Multiple buildings can be built during a sin-
gle Building action if the Hero has enough
resources to pay for them. For the Building
action, the Hero must be on the tile with
their city.

Recruiting Units: If a Hero is on a tile with

their city, they can train new Units. Units
can be trained up to the number given by
the Hero's glory level in a single Recruiting
action, provided the Hero has enough re-
sources to pay for them.

Picking up a discarded item: If the Hero is on

a tile with a discarded item, they can add it
to their inventory for one action. If multiple
items are on a given tile, the Hero may pick
up all of them in one action.

Eradicating the Plague: This action can only be

performed when the Hero is on the starting
tile—the ruins of Karak Castle. The Hero
heals up to the maximum number of lives
and if there is the Plague token on his city
returns it to the common supply.

Loss of Life and Unconsciousness: If a Hero

loses all of their life points, they fall uncon-
scious. Instead of performing any action on
their next turn, they are going to heal three
lives, and then continue to play normally on
their next turn after that.

OTHER RULES:
Plague & Misery: If a player’s city is hit by

Misery, they must return one token of each
resource to the common supply (if they have
no resource of a specific type, they do not
discard it). At the same time, a Plague token
is placed on their city—no new Units can be
trained in this city while the token remains
there.

Glory: A Hero may have a maximum of as many

Units (Unit dice) in their army as their glory
level. This is determined by the strength of
the strongest monster army (or the sum
of the strengths of the monster armies, in
the case of second-tier tiles) that the Hero
has defeated so far during the game. The
maximum glory level is 10.

Dark General: When a player draws the

landscape tile with the Infernal Abyss, they
add the Dark General standee and 3, 4, or 5
Praetorian tokens (depending on the number
of players). The Dark General has a power of

10 + 1 for each Praetorian token. If a Hero
is fighting a battle with the Dark General
and the Hero's attack strength is less than
the Dark General’s current strength, but
greater than 10, discard 1 Praetorian token.
To defeat the Dark General, the Hero must
have an attack strength at least as high as
the Dark General’s current strength.

Game Over: The game ends immediately
when a Hero defeats the Dark General.
The winner at that moment is the player
who has the most Soul Stone points (I for a
small Stone, 2 for a large Stone, 4.5 for an
Archstone).

HERO ABILITIES:

HoRAN — The Warrior: Can reroll all of his Unit
dice once per battle. When he wins a battle, he
gains extra resources as if he had performed
the Gathering Resources action on that tile.

TaIA — The Oracle: When exploring the land-
scape, she draws an extra monster army token
from the bag each time and chooses which
token(s) to place. She puts the excess token back
into the bag. Building a city and each building
in it always costs her one resource token less,
of her choice.

LORD XANROS — The Warlock: For 1 action, he
may add 1 Skeleton dice to his army, up to a
maximum of 3 dice (these dice do not count
towards the limit given by the glory level). Each
time one of his Units is lost in battle, he heals
one life.

ELSPETH — The Warrior Princess: She can reroll
the Hero die once per battle. Once per turn,
she can move up to 3 tiles in a straight line
(only through already discovered tiles without
monster armies).

LADY LORRAINE — The Ranger: Once per turn,
she may attach a landscape tile to any other
tile in the landscape (does not count as an
action). She uses an extra Bear die in battles
(does not count towards the limit given by the
glory level).

DARIUS — The Scout: Chooses from two tiles
when discovering new landscape tiles. The
other he returns to the top of the deck, un-
seen for the other players. He may defeat one
monster army of strength 1 in each battle (if
present). Before the battle with the Dark Gen-
eral he discards one praetorian token.
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