Begleltheft

Experience Andor more intensely!

With a soundirack for this expansion especially composed
for ns by the fantasy folk band ELANE to sccompany yon
on your fantastic Touney to the MNorth. This stmospheric and.
over Tl-mimnte soumdirack is available to yon as a fiee
dommload at legenden-von-andor.de.

—

"The Journey to the Morth" is the first major expansion to the
award-winning zame "The Legends of Andor™, and can onky
be played in connection with the base game.

The card "Mecessary Materials from the Base Game” tells
which base game pieces will be required

Tip: Place thiz card in one gf the 15 sorfing bags along with
the needed pieces. So yvou can eazily separate tham agan
when you wan? fo re-play a Lesend from the baze pame.

The Dwarf Hero

Eram became the new Prince of Cavern. How it happened
a8 be leame in the bonns legend "The Battle for Cavem”,
which can be foumd 25 a dowmload on legenden-von-andor de.
He was neaded in Andor and therefore could not accompany
the Herpes. Instead, the young Sea Warmior Stinner or Sea
Warmioress Stanna will accompany the other Heroes in this
adveniure. This Hero uses the tan zame pieces.

5 - 6 Heroes
With the expansion "Mewe Helden™ you can also play the
Legends with 5 or 6§ Herves. Fead the mles for this on page 8.

The Heroes® Coats of Arms
They are ofien used to indicate a partoalar Hero. The Coat of
Armns® colors cormespond to the colors of the Hero's game pieces.

Note: Even thoeugh the Dhwarf Eram does not parficipate i the
Journgy to the Novth, it may be, that you wizh o play using the
fonus Hero Orfen (maailable for download on legendan-von-
aridordal. hence thene is alse a yellow Coat gf Arms.

As well as the Heroes of the original game and the Herpes

Stinner’Stianna there are also Coats of Amms for the Heroes of the
expansion "Meue Helden" , when you wish to play with them.
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North Game board

= The Lezgend Marker is advanced not onlby at every Sunrise at also at
each second defeated Creane.

= Om Space 91, you can deliver Munssels and receive in exchangze their
value in Gold, Fame, and / or Will Points.

= Om Space 100 you can deliver Logs and receive in exchange 2 Gald, or
1 Fame, or 1 Will Poinfs.

« Omby at the Dock at Space 100, cam the Ship be assembled.

« Om Space 114, a Hero can increase his Will Points up fo 14.
Bt he does not have to. Nowe: When a Here moves fo Space 114 using
Chartimee Howrs, he must firct reduce kis Wil Poinss by 2. Ondy then
can e raise fo J4 Wil Points, i he remusing on the Space.
Important: The special mules for spaces 91, 100, and 114, apphy fo all
Lepends on the North pame board.

Hadria Game board

= The Legend Marker is advanced not only at every Sunmise bat also at
each third defeated Creahare.

= Each Hero has just § Honrs in a day (plas up to 2 Osertime Hous).

= The Ship can mot be assembled.

= The Sea space with the bridge to Space 142 can be sailed throngh
normally by the Ship.

Hall of Fame and Bard
* The Bard begins every Lagend on Space 4 of the Hall of Fams.
* When it reaches Space 1), the Lepend is immediately lost.
* When the Heroes pef a reward, they can
chioase instzad of Gold or Will Points to also receive Fame
(ez. for a defeated Sea Troll 2 Famea, | Gald, and
1 Will Point). The Bard advances | space oo the Hall of Fame.
= The Herpes may not have more than 20 Fame.
= Af Sumrise (m "Song of the Bards") the Bard is moved backwards for
every Creature on 3 land space. How mamy spaces for each Creature,
depends on the mumber of Heroes that are playing (se= the chant on the
upper keft of the game board).
« For ewery Creature on specific locations on the game board the
Bard st move back 1 additional space: On the Horth Game board
thesa are the three Cifies (Spaces 91, 100, 114) and the Fuined City
(Space 107} O the Hadra zame board these are Spaces 135, 144, 1458,

Ship Movement

* If a Hero selects the action "Meving", he can now also sail with the
Ship. To do this he nmst be o board the Ship (his Hero Figure stands
o the Skip Panel). Then be can at a cost of 1 Hour on the Time
Track, move the Skip in a smaight line as mamy spaces as the corrent
Wind Card imdicates All Directions are allowed - = vertically,
horizontally, or diagomally.

Important: The Ship doss not have to sail the full Wind Strength.

* If a hero with the Ship has sailed some spaces in one direction,
be can do thiz azaim and sail in the same or aoy other direction
in & siraight line {depending on the current Wind Card). The
Hero may, on his turn repeatedly sail the Ship (as long as he has
Hours awailable). When he has finished his tam, it is the tom of
the next Flayer in clockwise order. If this Hero is also on
Toard, he can also sail the Ship.

Tip: It iz usgflal whan there are several Heroes on board to share
the zailimg and thus use up their Hours avanfy.

+ The Ship can nof s3il owver land spaces or Chff spaces. QOnly in
Lepends & and 9, do the Heroes, get the ability to sail on or over
CLff spaces.

* The Ship may sail on or over spaces on which Creatures are
located.

* It is mot possible to use 8 Wineskin to sail the Ship.

Besonderheiten zu den Spielplinen

Cliffs

» Hero Figures can only be oo land spaces.

« (Chiff spaces are not considered land spaces.

« Omly in Legends 8 and 9, do the Heroes, pet the ability to =il onor
ower Chff spaces.

Dizembark / Embarkation

* When the Ship iz adjacent to 2 land space. a Hero can g0 ashare
and move kis figure from the Ship Panel to the land space. This costs
him 1 Hoar en fhe Time Track

« Embarkation works oo the same principle.

« Important: A Hero can po ashore oo all adjacent land spaces, not
ouly on those with a dock . Spaces are alzo adjacent. where coly the
tip borders the sea space.

Boats

» Om the Morth pame board, there are foar
places with Boat connections between two
land spaces.

» A Hero whio chooses the action "' Moving™
may, if ks Figuze is on a land space, from
which a dashed line originates, rawel
along this line to the other land space.

+ This costs bim 2 Hours on the Time Track Ifhe il
still has Hours beft, he may confiome fo move.

Example: The Warrior travels by boat to Space 77 (2 Howrs), goes
ome Tpace to the laft to Space 76 (1 Howr), ke poes o board the Ship
{1 Hour), and sails with the Ship 3 spaces o the Nartiowast {1 Hour).

+ The fipares Grenolin and Memik can alse be imoved along by
Epat by the Heroes.
Exception: In Legend 10 the Fallen Merril cannet be moved - not
even by Boat.

Wind Cards / Storm Cards
« Most Wind Cards show a compass rose with the sailing ranpgag
fior the different divections. They are always placad, so that the
black dot is orented up.

« Some Wind Cards are Storm Cards. IF a Stomm Card is revealed
1ol a red die and place the Ship upon the Sea space, whose value
is the same as the value showing on the red dice.

« Itis possible that several Storm Cands will be revealed coe afier
amortheT

« Most Stomm Cards alse cause the boss of Will or Smength Points.
By the use of a Shield a Hero cam prevent tiis loss for the Hero
Group.
Important: The movement of the Ship, howewver, can nof be
prevented.



Examples for Sailing: :

The Sea Warrior Stinmer sails the Ship 3 spaces to the nortines
{1 Hour) and user hiz special abiliy to move the Ship 1 tpace
wast (1 Hours). Them i is the rom of the Archer
Chada, who it also on board. She sails another 3 spaces

T the nortineast {1 Hour).

The Sea Warrioress Stioma sails the Ship 3 speces fo the northeast

{1 Hour). She could have, accoraing to the currend Wing Card, moved 4
spaces, bt the fourth space is a Ol space om which a Ship may not sail.
Then she tails 3 flelds o the exst (1 Hour).

At the end gf her action "Movine™ she wser her special abiliy and moves
tha Ship on fo the adigcent sea tpace, with the Dock, Space 100
(Werftfeim). I the Heroes now have enough Gald on board, they can
oupft the Ship hero.

Thie Ship Ir oupfined with o second mars. Than the Sarcerers

Eara who is on board, could san fo the north-aast, o a cosf of | Hour, up
fo 4 spaces. Simce this space is wifinvoralle, the sails 2 speces to the
northeast, which aeein will cost | howr. fter that i the Farrior
Thorn's furs, ke sails the Ship fo the east Up fo & spacer would be
postibie for 1 kowr.  However, the Ship canmod be sailed over the land
spaces. Thergfore, 7t sieps movemey heve and sails for | move Hour one
SPaIcE fo the mortheast, in ordar fo reech a Batte position adiacend o
MNarays om Space IF,

Besonderheiten zu den Spielplinen

Ship Panel

* The thres Inserts are placed, at the beginning of each Legend, so

= Each Imsert costs as mmech Gold as the mumber of Heroes in the game.

* Duly at the Dock on Space 100 on the Morth Game Board can the Insents

e bowzght. Om the Hadria pame board the Ship can not be expanded.

* Tonse the Inserts Ballista and Figure Head, a Hero figare mmast stand
on the corresponding pesifien on the Ship Pans]l At each of these two
positions only one Hero can stand. To use the Insert Second Mast,
there must be o Hero sanding there.

= Om each of the two storage spaces in the Cabin, 1 equipment ftem may
be placed The items are "only stored” there, in case a Hero has no
addrtional storage possibilities.
Example: 4 Hevo has kis 3 sl equipment spaces accupied ond wamis
o us@ tha ifem on the storapee space M the Cabin. Far this purpose,
he mus pigos one gf his small e theve firan, then Be can foke and
wse the smaall item from the Cabin. Then ke could exchange the new
irem fhr hiz old ifem and store that iem beck donen in the Cabin apam.

* Since "Crweyn's Hammer" takes two small spaces as storags, this item
may o be stored in the Cabin.

= The Hero Brapgor (from the expansion "Meue Helden™) can put a
large item in the cabin in the larpe stomze space, bt oot take amy ap if
he bas oo available large storage spaces on his Hero Board..

- Helms may pot be placed m the Cabin.

Sea Creatures

* All Sea Creatares roll the white dice.

= The mumber of dice as well a5 the Strensth and Will Points valwes
can be read oo the Creature display.

= Sea Creahaes cam go 0@ land and also move over land spaces.

A Hero or the Ship may be on the same space with a Sea Creabore
ar simply pass through it

If a space is already eocupied by a Creanme, the new Creature maves
o to the adjacent space in the direction of the amows.

If two or mere Creafures are oo the same sea space,

for examyple. a Merax "overiakes" an Amog. Then the Ierax moves
first at Sumrise. And then the Aoz ckips over the oooupied space.

If simmilar Creatores are on the same sea space, then the Creatars,
which is cleser to the ceast alwrys goes first.

Cm land spaces always move the Gors first, then the MNeran: eic.

(5ee Sumrise Field).

v If simillar Creatores are on land spaces then the Creatare

which iz on the smaller space mumber moves first.

Om the Morth Game board m the thres main Cies (Spaces 21, 100,
114} and in the Buined City (Space 107) mere Creafures can stand
om a space. This applies to the Hadria zame board for Spaces 133,
144, 142

« The Batfle apamst Sea Creyhres procesds in the same manner,

Az apamst nommal Creatares. With a lonz-range weapon, it is possible
to atfack a Sea Creature from an adjacent land space.

The Heroes can Fight Together apaimst them. It is possible to

that while Fizhting Together one Hero may be on board the Ship
while amnther Hero is on a land space.

"Fighi to " Track

Om the "Fipht Topether” Track the Heroes can show their Combined
Bartle Value. To this end, before a round of Battle, with the two black
wood oobes mark the 1075 and the 1°s Values of the combined Sirensth
Valaes of the participating Heroes.



The Gifts of the North

= The nse of these objects (Marder, Compass, Wixde Powder) costs oo
Hours on the Time Track.

= Uzed tokens (except Minse Powder) are always tnrmed back to their
fromt side apaim st Sonrise. This is done even when they are on a
space or were stored in the Cabin {on the Ship Panel).

Thieving Marder

= A Hero can use the Marder once per day before a single roumd of
Batile. Then the Creaturs rolls one kess die for that tmmd of bartle.
This die is available for the Hero to use in additien to bis own. Then
the Marder ioken is bormed to its back side.

= The Mardar can only be nsed against normal Creabares, never against
Baoss Monsters.

The Hadrisch Compass

= A Hero can use the Compass snce per day to rotate the oorent Wind
Card by 90 = - it poust alwanys, still fit m the marked space. Then the
Ciompass is tarmed owver fo ifs back side.

# Touse the Compass, the Hero does not need to be on hoard the
Shep.

Nixie Powder

* Dmee per Legend, a Hero may use the Mixie Powder before a round
of Battle. Then he exchanges with the Creature. Will Foint valwes.
This ofien changes the pomber of dice that may be mmlled by the
Hero and the Creaturs.

= After being used the Token is remonved from the Fame.

= Nimie Powder can only be nsed against normal Creanres, never
against Boss Monsters.

= If a Hero bas his Time Marker in the Owertime area. md chaoses to
perform the action "Fighting", perform the follewing in order; First,
he rehaces bis Will Points by 2 for the Owertime. Then he uses the
Hizie Powder and exchanges his (redwoed) Will Points with the TWill
Pomfs of the Creature.

# If a Hero would receive Will Podnts, it may in conpection with the
Mixie Ppader, make sense not to take them, so that the Creahurs is not
made sironger by the exchange. Example: 4 Hero moves to Space 14
amd chooser not 1o fave his Wil Poimrs increased fo 14,

The Hadrisch Hourglass

* The Hero who nses the Hourglass can, move the Time Marker of
amy Hero 3 Hours backwards on the Time Track.
Then the Houarglass is fumned over to its back side.

* Yom cammot reset less than 3 Hours or divide the 3 Hours
(ie at first mense just 2 Houars back and then later another 1 Hour).

= The Hourglass can oaly be used on the Time Marker of a single Hero.

= The Time Marker of the Hero mwast be on af least the third Hour,
3o that it can be mowed a fiall three Hoars back.

Storm Shield
* The Hern, that has the Storm Shield on his Hero Board, can
mpwe the Ship to amy 523 space which has an imape of a red die.

= To dio this, the Hero does mot need to be on boand the Ship.
= The Sionm Shield can be used twice (poce per side).

= Tt can also be nzad ke a normal shield in Battle or to avodd
the negative impact of a Storm Card or to prevent the acthvation
of a Siomm Token,

Gegenstinde und Plittchen

Logs and Iron

* A Hero can collect a Log or an Iron Token, if be is standing on the
space with the Tokens. These Tokens are placed on the Sirength Points
of the Hero Board - and m a way that they fit fo the left of the wood
cmbe that mdicates the Strenpth Paints.

= Ifa Hero has enouph space to the left of his wood cube, be can camy
several Logs and Iron simmitanegushy,

= Dm the North Game Board a Hero can place Logs on Space 100,
Far this he gets 1 Will Points, or 2 Gold, or 2 Fame. Then the Tokens
ars rempved from the same.

Mussels

= Mnzsels are stored on the Hero Board, oo the same space that
the (rold and Gems ave placed.

* A Hero that places one or more Mussels on Space 91, receives
its vabae (0, 1, 2, X} in Will Poinds, Gold, or Fame {or any combination
tiwerenf). Then the Mussels are removed from the Zame.

The Magic Weapon

* The use of a Magic Weapon immediately costs the Hero 1 Fame.

* When a Hero wants to use a Mapic Weapon, he mast dedide to do so
before molling the dis.

Orweyn's Hammer of Strength

* The Hero who uses the Hanmer in Battle, mmediately zains 2
Strengzil Points and shifes the wood cube on his Soength Points
display accordingly. He now has those extra Strength Points
permanently,

= As the Hammer is exceptional it occupies two adjacent small siorage
spaces on the Hero Board.

Varlion the Flaming Sword
= The Hero, instead of his owm dice, rolls the biz red Fire die.

= If the Hero is the Magician, he may nse his special ability on this
di= also.

Varatan's Helm of Might

* The Hero may add together the value of three of his dice. These
mmst mot be identical mumbers.

* When Fightngz fiom a distance (ie. the Archer or a Hero on the
Ship), be mmust rodl his dice in succession, then count the
last 3 dice rolled.

Storm Tokens

= A Hero who uses a Shield, can completely block Storm Tokens,

= If an mstmiction cannod be completely exeruted, it nost
be followed as far as possible. Example: The Ship chowld be
moved 3 specas o the east. However, the thind space i a CIiff
space. Thergfome, the Ship Iz ondy moved 2 speces and the Hare
party loses 1 Fame,

Wreck Tokens
% If the ship is standing on a space with a Wrack Token,
the Hetoes can activate the Token This cannet be done while
* There are three possible contents of a Wreck:
1 % Treasmre: You gain I Gold mmsdiately.
2= Sailor im distress: You gain 2 Fame immediately.
2n Nerax flees: Actovation of the Token prevents the appearance
of a Merax.
* Ineach of the three cases the Token is then rempved from the game.
* Impontani:- If the Hero has not acovated the Wreck Token before
the next Sumrise, all Wreck Tolens are antomatically formed over
and activated.



Then the following happens:

The Treasare sinks: The Token i3 remowed rom the game, the Heroes do
mot receive the Gold.

The Sailor in Distress drowns: The Heroes loze I Fame.

The Nerax emerges: The MNermx moves along the dashed line and is placed
upon the space with the Foman MNomeral. If it is ocoupied, the Nemax is
moved along in the direction of the ammows to the next available space.

Example: The Nerar moves along the
darhed [ine and arrrves of Space 11
Because Il alraady has a Sex Troll,
the Nerax moves fmrher along in the
atrection qf the o,

Snow Tokens

* Snow Tokens are placed facedown on the Hadria Game Board, at
ewery Sunnize, on all the empiy land spaces of sguare shaps,
Exnceptions: They are not fomd on a space with a Hero, an Eternal
Fire, or a Portal. Importast: If there are not enough Soow Tokens in
the supply, first place them on the spaces with the highest mumbers.

= Snow Tokens cannot be simply passed ower. When a Here lands oo a
space with a Snow Token he must stop on that space and activate it
immediately.
» They are always activated before other Tokens on the same
space (3e. a Well).

* Wou cannot tum them onver them from an adjacent space by using the

Telescopa. : k

¢ The new game elements in the Soow are described on the "Hadria™
Equipment Panel.

¢ Snow Tokens on which the Firewsod image appears, may be placed
on the Hero Hoards (m the area for Gold apd Gems). All other Soow
Tokens are removed from the game afier they are activated.

Portals

* When a Hero is sanding on a space with a Portal, be can use it,
by placing his Fizure on any other space with a Portal. You can not
use it when passing through. Afier being used, both Portals are
removed from the pame.

* The Portal can teleport several Heross simultanecusly, when they are
all standing together on the same space.

= A Hem may also camy odher characters (ie. the standing Memik) with
him through a Portal

" The Sunrise Field

1. Tars wver the top Wind Card and place it with the dot oriented

upward. Fora Storm Card follow the instructions.

2. —5. All Creatores move in the sequence shown

First Guors, then Werax, Sea Trolls, and Amoes.

Order within each Creature type:

* omn the Sea first move the Creatare that is closest to the coast;

= pm the lapd first move the Creature that is oo the space with the
smallest mumber.

Importami: In most spaces, only ome Creatore may stand.

If the space that a Creanare will meve onio, 15 already ocoapied by

another Creature, it is immediately moved to an adjodiming space that is

further along in the direction of the amows.

ioms: You may have multiple Creatures on the following: on the
HWarth Fame Board: 21, 100, 107, 114; oo the Hadra Game Board- 1335,
144, 148.

Gegenstinde und Plittchen

=]

6. Reset the Bard in the Hall of Fame

Far each Creamare on a land space, move back a mmber of felds (see
display on the upper left of the zame board). Move back 1 additional
field for every creatura-

= on the Worth Game Board- 91, 100, 107, 114

= on the Hadra Game Board- 133, 144, 143

Ta. Om the North Game Board (in Legend 8 and #): Wreck Toleens
are revealed and activated

Follow napative instructions

Thb. Om flve Hadria Game Board Foll the Winter die:
Ewery Hero loses the die value in Will Podnts. unless he stands on
Spaces 133, 144, 148, or oo the Ship. Impertant: A Hero on a space
with "Eternal Fire" adds the die valoe to kis Will Pomts.

Sneow Tokens are placed on all empty land spaces of squars shaps.
Exceptions: Spaces with a Hero, Eternal Fire, or Portal

If there are not sufficient Tokens, first place them oo the spaces with
the highest pamber.

8_All Wells "refresh™ (except when a Hero is on the Well Space)

9. Move the Legend Marker ome Field furtfher.

When the Legend Marker reaches Field "Z°, the game ends.

Spielyarianten

Grenolin the Bard

= With Grenolin you can sliphthy lower the difficulty of
the Lapends.

= When a Herp leaves the Ship, Grenolin can simplhy

= TWhen a Hero, in the course of the Lepend, pams
Fame (as a reward fior defeatng Creabares or other wanys) and
Grenolin is on the same space with him (ie. is standing with him
om the 5hip], the Hero receives 1 additional Fame.
Example I Tou defeated a Gar, witile Grenslin iy standing on your
space. Tou chease I Gold az a rnvard. In addition, you'T! ger from
rranolin an additional 1 Fame.
Example 1: A Hero brings a Log to Space J00. Granolin iz with him.
He chooses a reward gff 2 Fame and gets | adaitional Fame =
i Fams.

The North Wells
With the MNeorth Walls yoo can somewhat
lower the difficulty of the Legends.
Fepace the Wells from the Base Game. To do
tinis you nead to turn the BMorth Wells over
{eray side up) mix them and place them om the
TWell Spaces. Placs them face down.

* A Hero who nses a Morth Well, pets whartever is shown on the Token.
Then the Token is nomned on to its back side and at the next Suomise is
apam fumned over to its front side.

= The Special Ability of the Warmior is still valid. He receives at the
oo 3 Wells - 5 Will Points plus 1 Gold or the Wineskin,
At the § Well he naborally receives § Will Poinis.

= Brapor (from the expansion "Hewe Helden™) can also wse his Special
Abality at the Worth Wells and instead of Will Poinfs receives 1
Sitrenpth Point. But then the Gold or the Wineskin he do=s not receive.



The Journey to the North for 5 - 6 Heroes

With the expansion "Meue Helden" you can
enperience all the Legends with 5 or § Heroes.

Place the Display with the Sirensth of the
Creanmes for 5 ox for § players oo the game board.
Place it so that it covers the values for 2 - 4
players. Example: a Nevar has 10 Strangth Pants
with five players, and in @ gome with 5ix it hes 17
Straneth Points.

All the mbes from the expansion "Meue Helden"
apply. In addition, here are extra mbes:

« ohip inserts cost 5 (old each with 5 players, and with 6 players
6 pold each.

* When you are using the Black Herald (from the expansion "Neua
Helden"™), then he suppsarts the Wizard in Legend 10, against you in
Batfle, and later akso Crarum.

The "mew Heroes" have thess additionsl role champges:

= Eheela's Water Spirit, at the start, is not found on the space where
EKheala stands, ut on the space where the Ship is.
The Water Spirt can trawvel across both land amd sea spaces.
It avoided only the river in Andor. Tou can remd the story abour this on
Iesondon-von-andorda.

Additional figures for your own Legends

» The Water Spinit can not be on board the Skip.

= When the Ship and the Water Spirit are together on the same Sea
space, a Hero on board the Ship can use the large white dSe in
Bartle insiead of his own dice.

Fenn's Baven can also reveal Snow Tokens.

= TWhen Fenn uses a distance weapon (Bow or Ballista), he is
allowed to nse the Enifs. Then he can rernll the last die rolled.

Arbon’s Ability applies to (rors, Merax, Sza Trolls, and Amogs. It
can wot be nsed against Boss Monsters and not in Batdle
agzinst the Wizard in Legend 10.

= TWhen he usss kis Special Ability, he shifts the Sirensth Poinis of
the Creahurs, as wsual, exactly ons Field to the left The Creanme
then zives the reward of the pext smaller Creatue.
Example: Arfon Banles agxinet a Sax Troll. He movas the
Strengrh Points mavier from 11 ro 10 Sength Poines. The raowend
dacreaser to the value of a Nerar, fe 3 Gold /T Paints £ Fame.

= Brager can not use Varlion the Flaming Sword or Varatan's Helmst
hiecanse he has o storage spaces on his Hero Board for these fems.

= But he can wse Orweyn's Hammer, if this is placed on 2 adjacent
small storage fialds.

Irja the Mimie, The Unknown Wamior, and Wars, the Eing of Merax have oo functson - nof yet! This is where you exercise your creafivity.
Perhaps you know a Legend in which these fipares play a role? Invent your own Legend with the Developer Guide on legendenyon-

ander.de and use these new fizures m it!

Anfhor and Dinsirator:
Michael Menzel was bom in 1975
and now lives with his family in
Iiederrhein. His great passion
early childbood His enrance

imbo games ilhesmation ocoured in
2004 with a pame for Kosmos
Verlap Since then he has illosirated,
for varsous publishers, both
children's and famiily pames. His
first work as an author, "The Legends of Andor” won prizes both at
bome and abroad and was in 2013 awarded the "Kennerspisl des Jahres".
After the expansion "The Star Shisld"” and the expansion for 5 - 6 players
"Mena Helden", be has sent the Haroes, i the second part of the great
mrilogy, oo an adveniunous jmaney into the nokoown Morth of Andor
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[ DEVELOPER GUID J—f

Deer Autor und der Verlag danken allen Testgpbelern und Regellesern.

IBer Sastar dankt besonders: | Meinem Sohn Tohanmes, meinem Meflen
Foel und meiner Fran Steth bir die vielen Tessiner Test-Runden. Damber
hinaus danke ich Peler Nn.'l.l;.zq.h.umr. Elaus Teuber, Beiner Maller, Inka
el Markus Brand. Steflen Chiatten wir doch mial eimen Mast E,..'k.'.u.ll:]
Mitller, Ela und Stefan Hein, Chiristed Tisch. Sandra Dochiermann,
Benjamin Tenber, Katja Ermitsche Anne Lenzen, Thile Knablich. Andrea
und Stefan Hadler, Amd Fischer, Ralph Cuerlurth, Matthias Wagner,
Christian Fiore, Jakoh und Max Murphy. Auferdem danke ich den M
-|'-i|.'||.' rn aus dem Soesher 5Pi|.'|l\.1.| uk: ||:-r|:|_ Krismann. Berndd. Marek und
loscha Ellersick, Axel RBarschel, Malte Mertens, Markus Thielers uned gamz
hesomders Jost Schwider, Ein besonderer Dank gill anich dem Kosmios
Verlag fiir das Engagement auf allen Fbenen und ganz hesanders Michaela
Kienle for ihre hervorragende grafische Umsetzung disses Spiels”

Art-Nr: 692346 Alle Bechie vorbehalten.

MADE IM GERMANY

Mehr Informationen itber die Welt von Andor findet ihr anf
legenden-von-andor.de
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