Gautar Hero
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Back story
One of the old tales of the Nordic culture is that of Ragnarsson.
It is said the daughter of king Herraud was given a small lindworm as a gift. Weird gift as it may be, the
girl liked it. So much actually it caught the attention of some of the townsfolk, including Bjarni the cultist,
worshipper of chaos. When he got the opportunity to get close to the lindworm he impregnated it with
one of his mysterious alchemical findings. The snake started to grow larger each day, until at last it had
reached the size of a monstrous man-eating serpent. The king wanted the beast slain and set out riders
to find heroes willing to kill the monstrosity. The one who triumphs would get to marry his fair daughter
Thora.
In the chaos that erupted with the serpent rummaging through the streets of Gautar people started to
see advantages for their own well-being. The blacksmith saw customers for his well forged blades and
armor, since a lot of strong men would try killing the ever-growing snake and marry Thora.
Of course there was Ragnar the herald, who thought himself brave enough to kill the snake and live
a happy, rich life as the king's heir. The missionary of the church saw this as an opportunity to recruit
more followers for his religion by sending out his monks through town.
Even with all the ravaging and bloodshed of her pet snake, the daughter had plans of her own.
She was awfully easy to fall in love with someone she had just met. She had merely seen a small
glimpse of Ragnar in his armor and fell blindly in love and started arranging the marriage right away. Of
course she had done this more times earlier, but those brave men had all perished.
King Herraud was a good king and wanted the best for his kingdom and save as much souls as he
possibly could, giving each of them a place in his own town hall.
On the opposite, there were figures in the shadows with their own interest in the set of events.
There was the traitor who had been waiting for something to happen to defy his king openly.
Or the cultist who had started it all and sought even more chaos that would be everlasting.
There was even a smart thief who acted as a conduit for stolen wares of other thieves. Selling them to
the nobles with profit, sometimes even the same they got stolen from in the first place.
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Object of the game
Your personal goal is determined by the role card that you draw at the beginning of the game. It lists
several conditions that give you positive or negative points. Once the game ends, you calculate your
score by counting the points together.
The game ends if either the serpent is killed or three or less characters are left out in the streets.

The components explained
The board
On the pieces of the board you see the streets of the town of Gautar. The blocks in between are the
buildings. Grey buildings are neutral and can not be entered. All other buildings have a special purpose
and can be entered through the door:
◉ Yellow:
Town Hall
◉ Red: Armory
◉ Blue: Church
◉ Brown:
Tavern
The colored markers on the board are the starting points for the characters of the same color.

The role cards
There are eight role cards that describe the goals for each role. Every player’s role is hidden from the
other players and it is in the player’s interest to keep it secret for as long as possible.
The card lists the conditions that determine the player’s score when the game ends.

The action cards
These cards can be played from a player’s hand at the beginning of his turn. The action described on
the card is performed during the player’s turn, as soon as possible.

The character blocks
There are twenty character blocks, with a color on top. There are five blocks of each color. Every color
represents one class of characters:
◉ Yellow:
Nobles
◉ Red: Warriors
◉ Blue: Monks
◉ Brown:
Thieves
Every class has two special characters which are marked with a letter:
◉ K: King (Herraud)
◉ P:

Princess (Thora)

◉ H:
◉ B:
◉ M:

Hero (Ragnar)
Blacksmith
Missionary

◉ C:
◉ F:

Cultist
Fence

◉ T:

Traitor

The snake blocks
Two green blocks represent the serpent. One of them is the head of the snake, the other the body.
While it has a green marker on top, it is only used upside down. Every time the snake devours a
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character, the character block is turned upside down and becomes part of the serpent’s body.

The obstacle blocks
There are four double blocks which represent obstacles:
Hay stack
Burning fire
Spikes
Wooden logs

Setup
To prepare the game, follow these steps:
1. shuffle the board pieces and lay them face down in the middle of the table so they form a rectangle
together.
2. Flip all the pieces so their face is up and you can see the town.
3. Note the colored markers on the board. Place the green character cube of the snake on the green
marker. The arrow of the marker determines the direction the snake starts. Place the head cube of the
snake, which is also green, next to the first, in the direction of the arrow.
4. On each marker you place a character cube of the same color, with the character’s color facing up.
The special cubes (with letters) go on a random marker of their color.
5. Shuffle the role cards. Let each player draw one card that he keeps to himself. This will be his role in
the game.
6. Shuffle the action cards. Every player gets three cards that he keeps to himself. They form his hand
and can be played later. The remaining cards form the stack.
7. Let each player roll with the 6-sided dice. The player with the highest number begins the game. If
there is a draw among the highest rolls, let these players roll again until one person is determined.

How to play the game
A player’s turn goes through two phases:
- Playing and drawing a card
- Rolling the dice and moving pieces

Playing and drawing a card
You may play one card from your hand or skip this phase. The action on the card applies for your
current turn. After you have performed the action on the card, you put the card on the discard pile. If you
have played a card you draw a new third card.
When there is only one card left on the card stack, shuffle the discard pile and form a new stack with the
last card on top.

Rolling the dice and moving pieces
Roll the four sided and the six sided dice. The four sided dice determines the amounts of steps you
have to move the snake. The six sided dice determines the amounts of steps you may take with a
character. Even if you have played an action card, which allows you to move the snake twice or another
character, you can choose the order in which you want to move the snake and character(s).
Moving the snake
Each step, you can move the snake forward, left or right, if there is no building, obstacle or part of the
snake. To move the snake, you first move the head of the snake and then move the body pieces after it.
If the snake moves on top of a character, the character is consumed and becomes part of the snake,
by turning the character block upside down. While the character is part of the snake, he is considered
dead.
Should the snake run into a dead end and not be able to move anywhere, it may move on top of itself
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until it reaches free ground again.
Moving a character
When you get to move a character, you can pick any character on the board that is not part of the snake
or inside a building. The color or role does not matter.
A character does not have to be moved all the steps on the die.
Characters can not be moved through building walls and only enter special buildings through the
door, as long as the building is not full. Once inside the building, they may be placed anywhere in the
particular building, independent of the remaining steps.
Characters may be moved across obstacles and other characters, but not across the snake. The
character may not end his turn on an obstacle or another character.

Killing the snake
The hero Ragnar is the only character on the board that can kill the serpent. Unfortunately he only
considers it a worthy opponent once it’s big enough.
Before the hero can actually kill the snake, it has to have a minimum length of 6 blocks. To perform the
deed, the hero himself has to be moved on a street field right next to the snake’s head. It is not enough
to move the snake next to the hero. The hero can be eaten like any other character.

Score examples:
+3
Hero alive
If the hero is not in the belly of the snake, you get 3 points.
+1
per bandit, warrior or noble dead
For each dead bandit, warrior or noble character that is in the snake’s belly, you get 1 point. This
includes special characters like the king or the traitor.
+1
for every saved noble
You get 1 point for every noble that is in a building, and thus saved.
+1
for everyone in the town hall
You get 1 point for every character in the town hall.
-3
Princess died
If the princess was eaten, you lose 3 points.

4/6
Gautar Hero

5/6
Gautar Hero

6/6
Gautar Hero

