


gamepad commands
Pause Game

Move camera

Move Dwarf/

move tile

menu up

menu down

last option/

dwarf

next option/

dwarf

End your turn

unselect dwarf

view hex grid

Select dwarf/

grab item/

accept

Zoom in                                                zoom Out



toggle fullscreen

Access Menu

Toggle Hex Grid

Discard Tile/

End Turn

cancel Action

Camera Right

Camera down

camera left zoom out

camera up zoom in

Confirm action/

Accept

Keyboard commands



the first step in learning to play is

going through the tutorial once, as

well as reading this instruction book.

try playing with the ai and monsters

set to low with the money turned up

until you understand how to play,

then try your hand at a hard gamethen try your hand at a hard game

with lots of monsters and nasty ai.

try being devious. and whatever else

you do, make sure to delve deeper!

the tutorial really is

a very sensible beginning

playing the game



to play with more than one human

player at a time you must have more

than one controller or be playing

on a PC for hotseat multiplayer.

for hotseat multiplayer, player one

chooses their team first, and hits the

ready button. Then the second playerready button. Then the second player

can choose their team color and the

composition, and so on, until all the

available team slots are filled. there

can be up to four players in a match.

two players pick

their mining teams

multiplayer games



when you start the round you will

have to pick a minining camp. this

is more than just your starting

location, you can turn in treasure

and relics here for full price, and

any dwarf that ends their turn on

the mining camp is fully healed.the mining camp is fully healed.

Some maps make the choice of camp

a big choice, but all maps strive to

make every start location equally

as viable and balanced for play.

click on any of the

untaken mining camps

picking your camp



There are three depths in the mines:

dirt, stone, and the deep. You must

unlock these depths by connecting

them to your team's mining camp.

That is to say, you may only place a

tile in the deep if one of your dwarfs

can walk to a section of the deep orcan walk to a section of the deep or

a section of stone that has an open

connection to a playable deep hex.

such as is the case in this screenshot.

this deep tile can be

placed only in the deep

tunnels and depths



players have the option to add one

new tile per turn, chosen from all

depths their tunnels connect to.

adding a tile requires you to first

pick the depth you are working in.

the depth in this screenshot is stone,

so the player has chosen the stoneso the player has chosen the stone

depth icon, centered their view on

a section of tunnel, and has selected

the top tile, a straight tunnel tile.

selecting a tile shape

to expand the tunnels

expanding the mine



when placing a tile, players must

connect to an existing mineshaft

and any other adjacent connections.

Playable depths are highlighted in

green. The tile placer is red though,

showing the tile is still unplayable.

The player in this screenshot mustThe player in this screenshot must

first rotate the tile to the right or

left using the gray arrows. Once the

tile connects, the placer turns green.

placing and rotating

a tile to connect tunnels

placing a mine tile



The green tile placer shows that

this tile is rotated properly and has

connections to all adjacent tiles.

this player can now press the accept

button and continue with the game.

experiment with unusual shapes and

remember that you must connect toremember that you must connect to

an existing tunnel section, but you

can place them anywhere, like where

a rival is trying to connect to...

a green tile placer

showing valid placement

valid tunnel design



select a dwarf and you will see the

maximum movement radius lit up in

bright gold highlight. right-click the
mouse within this radius to move a

dwarf, or walk them there yourself

using the xbox or usb gamepad.

glowing battleaxes denote monsters,glowing battleaxes denote monsters,

and walking past them will lock the

dwarf into combat until the end of

your turn, ending their movement.

valid moves are

lit up in bright gold

dwarf movement



any dwarf that stops on a tile with

minerals on it, such as the gems in

this screenshot, will automatically

mine. at the end of your turn, the

mining dwarf will lower the value

of that vein by one and add it to its

inventory. each dwarf will removeinventory. each dwarf will remove

one so long as the wall has any left.

make sure the dwarf has room for

the treasure in its inventory.

the gems in this hex

make for great mining

mining treasures



dwarfs will try to set light sources

on any square they end a turn on.

lanterns give off light that stops

monsters from randomly spawning,

forcing them to appear in dark spots.

light does not spread around corners.

keeping your tunnels lit will forcekeeping your tunnels lit will force

monsters to spawn in an opponent's
portion of the map, or in unexplored

regions, deep within the mine.

this lantern is

a light in dark places

light up the mines



each map includes a number of banks

and bazaars where you can turn in

your treasures and relics as if they

were a mining camp. unlike the camp,

you won't get the full score value
for items turned in at a vendor.

both charge a flat rate of two goldboth charge a flat rate of two gold

per transaction, reducing the value

of any relic or treasure pile turned

in by two points. it is better to turn

cheap totals in to the mining camp.

the gnomes charge

a fee for their services

neutral vendors



when you move into a monster or

rival dwarf, or they move into you,

combat begins at the end of the turn.

combat is automatic. Participants go

in order of fastest to slowest, with

attackers favored in case of a tie.

Similarly, the slowest units are theSimilarly, the slowest units are the

ones hit first by an attack. Use slow

fighters to absorb blows and quick

scouts to get the jump on weak foes.

this fighter takes on

a roaming gnome gnight

moving to combat



after some battles your dwarfs will

begin to show serious wear and tear.

bringing them to the mining camp or

to a fairy fountain and ending their

turn on it will allow you to get

healed all the way back to full.

keep an eye on the current healthkeep an eye on the current health

levels of your dwarf squadmates.

remember that a dwarf will lose a

turn and drop all they carry if they

get knocked out, Don't let it happen.

this fairy fountain

is a great place to rest

recovering health



fighting to win means fighting dirty.

if one dwarf stumbles into combat,

send a few extra allies to help out. 

Even if you lose the fight, you may

take a few of them with you, so that

you can escape more easily when you

wake up from being knocked out.wake up from being knocked out.

and Remember the order of combat:

Quick units hit first and are hit last.

Slow units are hit before faster ones.

moving in teams

maximizes your safety

tipping the scales



the winner is the player with the

highest score at the end of the game.

green is winning in this screenshot,

but red just ko'd two of his dwarfs
and is stealing the scout's relic. this
could change the whole match, so

look for ways to hamper your foes.look for ways to hamper your foes.

the big tip: try to place tunnel tiles

that will connect your rivals to a

big pile of angry monsters.

red team looks to

even the score a little

winning the game
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