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Adventurers' Terminology:
Ziggurat: (Zig gour ot) The main city centers of Ancient Sumer where all education, knowledge, and 
administration were housed. Uruk, Nippur, Eridu, and Umma are the four that must be discovered and 
visited to obtain the four Map Cards to battle Nanna. These are all part of the Tileset.

Tileset: Square Tiles that are placed on the Adventure Board facing up by the Gala. These include 
Deserts, Emmer Fields, Mountains, Water, Ghosts of Ur, Standing Stones, Oases, Ziggurats, and The Ur 
Mountain Range.

Ur Mountains: Nine Tiles that say Ur Mountain on the Backs. One Tile is the City of Ur and Home to 
Nanna.

Emmer Field:  Emmer is the Ancient Sumer term for the farming area where Dates, Figs, Fruits, 
Wheat, and Barley were grown in abundance.

Gala: (Gah Lah) Teachers and administrators of Ziggurats in Ancient Sumer. Designated at beginning 
of the Adventure, to handle all Cards and Pieces.

Discovery Cards:  Are awarded at the end of an Adventurers' turn. They can help or hinder an 
Adventurer during their journey.

Nisi Emuq Cards: (Nee see Em ook) Treasure of Ancient Sumer. Are awarded at the end of combat 
that has been won. They have Lapis Lazuli and Equipment value.

Lapis Lazuli: (la puhs la zuh lee) Is the currency of Ancient Sumer. It is used to purchase Map Cards 
from the Ziggurats.

Equipment: Nisi Emuq cards that can add to an Adventurers' combat rolls.

Map Cards: An Adventurer must collect all four Map Cards (Grain, Sky, Storm, and Water) from the 
Ziggurats before they can battle Nanna.

Kish: The most common fighters of Ancient Sumer, that an Adventurer will combat.

Akkadian: The elite fighters of Ancient Sumer, only found through Discovery Cards.

Gilgamesh: The greatest of all Sumerians, Savior of Inanna,  Bane of Aga, Destroyer of Heavens' 
Bull, and the First of his kind. His ghostly Shade is the ruler of all the desert.

Enki: Son of An, Bringer of Floods, and Lord of the Earthly Sciences.  He was the Father of Marduk and 
his Ghostly shade rules all water.

Nisaba: Goddess of Knowledge and bringer of Emmer.  She is the Mother/Sister and bringer of Sud.  
Her Ghostly Shade is ruler of all Emmer Fields.

Nanna: Son of Enlil, Nanna was host of the moon and escaper of the underworld. Patron Deity of Ur, 
Nanna's Ghostly Shade Sin rules from somewhere between the underworld and the realm of the lost 
City of Ur.

AVA: Adventurer versus Adventurer, anytime that Adventurers engage in combat with each other.

AVE: Adventurer versus Environment, anytime an Adventurer is fighting Kish, Akkadians, or Ghosts of 
Ur.

Retreat: Mechanic used to handle lost combat.

Attrition: Mechanic used during AVA combat.
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Anglean: the hardcharging, always 

moving, fighter, who knows only one 

resolution to any problem.
Rerolls all zeros on the Ur Dice.

+15 to all AVE rolls.

Balfarg: the scholarly wanderer 

whose stamina makes him 

perfectly suited to mountainous 

terrain.

Free movement through Mountain Tiles

Haggle Skill: -7 to Lapis Lazuli Rolls in 

Ziggurats.

Beaker: the young thief that cowers 

when seen.

Can turn any Discovery Card into a Vanish Powder Card. 

Steal Skill: In any Ziggurat on a combat dice roll of 1-50, 

receives the matching Map Card, a roll of 51-100 Beaker 

gets caught stealing and is put into Retreat.

Brodgar: the old and nefarious 

destructionist that would like nothing 

more than to see everything burn.

Receives +20 on all AVA rolls.

Pot Shot Skill: Anytime an Adventurer moves to or caravans 

to any non-neutral adjacent square to Brodgar a Pot Shot 

roll must be made on the combat dice. Any roll of 51-100 

Brodgar gets to pick a random Discovery or Nisi Emuq Card 

from the Adventurer's hand. Diagonal spaces also count for 

Westhey.
Manx: The outlaw seafarer who 

steals and kills all assuming his 

opponent has found themselves on 

or near the water.

Free movement through Water Tiles. +30 to all 

AVA and AVE rolls while on Water Tiles.

Westhey: the tall slightly 

runner who uses movement 

and speed to solve all his 

problems.

Can move Diagonally.

Game Components

Adventure Board: A black grid of 
145 spaces, used to adventure through 
Ancient Sumer. Numbers on the 
Adventure Board are ONLY used for 
movement reference.

Adventurer Pieces: 6 Pewter 
figures of Anglean, Balfarg, Manx, 
Westhey, Beaker, and Brodgar

Tileset: 145 Square Tiles, Placed from 
Tileset Bag by the Gala as Adventurers' 
reveal undiscovered squares.

Kish: 20 Pewter Tokens, to be placed on 
Tiles.

Akkadian: 3 Pewter Tokens, to be 
placed on Tiles.

Player Cards/Quick Reference 

Cards: 6 Cards used by each player to 
be held as a Player Token. Quick 
Reference rules are on the cards' back 
and do not coincide with the particular 
Adventurer.

20sided Die: Used to roll Lapis Lazuli 
cost while on Ziggurats.

Ur Dice: 1 set of 4 tetrahedron dice.

Combat Dice: 4 pairs of color-
matched 1-100 (0-9 and 00-90) dice, used 
in all combat, a roll of 0 and 00 is equal to 
100.

Nisi Emuq Cards: A deck of 54 cards, 
used as both Lapis Lazuli and Equipment 
values, awarded after combat.

Discovery Cards: A deck of 54 
cards, awarded at the end of a turn that 
did not involve Retreat and the 
Adventurer discovered a previously 
unseen Tile.

Map Cards: Six of each, Water, Storm, 
Grain, and Sky. Map Cards are purchased 
while Adventurers are on Ziggurats.
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Understanding Tiles

City of Ur:

Home of Nanna the God of Ur.

Ur Mountains: These consist 
of 9 Ur Mountains Tiles, they are 
treated as Mountain Tiles. They can 
be moved through and discovered 
the same as the rest of the 
Adventure Board, with two exceptions.

1) The Lost City of Ur is NOT a neutral AVA space.
2) You cannot use a Caravan or Theft card to move 
to any Ur Mountain.

Ziggurats: Uruk, Eridu, Nippur, 
and Umma are all treated as 
Mountain Tiles and are also AVA 
neutral. Ziggurats each have a 
matching Map Card. Example: Eridu's 
matching Map Card is the Water Map Card.

Mountain: Stops the movement 
of the turn unless the Adventurer is 
Balfarg or the Adventurer uses a 
Rope and Hook Card from their 
Discovery Hand.

Oasis: are AVA neutral and are treated as a 
Desert Tile.

Desert: The most common Tile and does not 
stop the movement of the Adventurer.

Water: Stops the movement of the 
turn unless the Adventurer is Manx 
or the Adventurer uses a Boat Card 
from their Discovery Hand.

Emmer Field: Does not stop the 
movement of the Adventurer. All 
defenders on an Emmer Field gain a 
+10 bonus to their combat rolls.

Standing Stones: They are 
used to move from one Standing 
Stone to another discovered 
Standing Stone on the Adventure 
Board. Following the rules for the 
corresponding Tile. (Water and Mountain Standing 
Stones stop your movement for the turn after an 
Adventurer Teleports.)

Ghosts of Ur: Three Tiles that are home to the 
Ghosts. Nisaba is treated as an Emmer Field Tile. 
Gilgamesh is treated as a Desert Tile. Enki is 
treated as a Water Tile.

Tiles with Kish: Some Tiles have Kish symbols 
on them, for each of the Desert, Emmer Field, 
Mountain, and Water Tiles. The Gala places that 
number of Kish on the Tile when Discovered.

Emmer Field
3 Kish

Desert
2 Kish

Water
1 Kish
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Setup

The Adventure Board is placed on the table.

All Adventurers roll a set of the color-matched    
1-100 Combat Dice. The highest roll is the Gala.

From the Tileset Bag, The Gala removes an Oasis 
for each Adventurer playing and the 9 Ur Mountain 
Tiles, shuffles the remaining Tiles, and returns 
them to the Tileset Bag.

The Gala is responsible for removing and placing 
Tiles from the Tileset Bag throughout the 
Adventure. Placing them face-up on the Adventure 
Board when an Adventurer moves to an 
undiscovered square. The Gala also awards all 
Discovery, Nisi Emuq, and Map Cards (Water, 
Storm, Grain, Sky).

The Gala takes all 9 Ur Mountain Tiles shuffled and 
places them face down on the Adventure Board 
wherever they would like to place them, making 
sure to keep the location of "The City of Ur and 
Home to Nanna" secret even to themselves.

Starting with the Gala, and moving clockwise, each 
player chooses an Adventurer. Then they place an 
Oasis along with the Adventurer anywhere on the 
Adventure Board other than on the Ur Mountain 
Tiles.

Taking that Adventurers Player Card and placing it 
face up in front of them to be used as a Player 
Token. 

*The Quick Reference Rules are on the back of each of 

the Player Cards. The Quick Reference Rules can be 

used by all Adventurers and explain the game's different 

mechanics.

The Adventure begins starting 
with the person to the Gala's 
right.

On an Adventurers turn

Each turn starts with an Adventurers' roll for 
movement with the Ur Dice. Ur Dice are 4 
tetrahedron dice with surrounding lines on two 
tips. All four dice are rolled together and whatever 
lines are on top of the dice are the maximum 
number of allowed moves in that Adventurer's 
turn. The Ur Dice can roll any combination of zero 
through four. A roll of two awards the Adventurer 
another turn at the end of the current turn, and 
this can happen an unlimited number of times.

ghosts of ur®
Adventurers' Guide

The adventure game, set in 3800BC Sumer, where you play as one of the 

original nomadic peoples of Western Europe, making your way through 

the first and most significant of humanity's civilizations to achieve 

fame and fortune.
OBJECTIVE

As one of six adventurers, each with their own unique talents, you will 

fight your way through a vast, unrecognizable land filled with 

dangers and riches. Your goal is to journey through the landscape of 

Ancient Sumer and find the 4 Ziggurats and collect all of the Map 

Cards (either through purchase, negotiation, or theft) that will lead 

you to the great City of Ur where you hope to defeat Nanna the God 

of Ur.
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Movement: Takes place in straight lines, (up, 
down, left, right) moving one square at a time. 

The Adventurer starts on the Oasis they placed 
and moves to an undiscovered or discovered 
square, that is adjacent to that Oasis.

 *An undiscovered square is any square on the 
Adventure Board that doesn't have a face-up Tile 
on it.

Adventurers can also move onto and through 
discovered squares. If an Adventure moves on to 
an undiscovered square with a face-down Tile, 
they flip that Tile over to discover that square. 
Example: An Adventurer moves onto the Ur 
Mountain Tile, flipping it over to discover a 
Mountain. 

If an Adventurer moves to an undiscovered square 
without a Tile, the Gala then takes a random Tile 
from the Tileset Bag and places it face-up on that 
square underneath the Adventurer.

Ziggurats:  Adventures want to discover the 4 
Ziggurats, Uruk, Eridu, Nippur, and Umma, to 
purchase or steal the matching Map Cards. All 4 
Map Cards are needed to battle Nanna. When an 
Adventurer is on or discovers a Ziggurat, they can 
roll the D20 once per turn to see what the “Lapis 
Lazuli Cost” will be to purchase the matching Map 
Card. 

If an 8 is rolled on the D20, an Adventure could use 
2 Polished Gems, for a total of 10 Lapis Lazuli to 
purchase the Map Card. Forfeiting the extra Lapis 
Lazuli. An Adventurer can only own one of each of 
the Map Cards.

Ghosts of Ur: Adventurers may want to battle 
the Ghosts, Nisaba on Emmer Field, Gilgamesh on 
Desert, and Enki on Water to gain a Nisi Emuq 
Card and be Caravaned. When discovered or 
moved to, an Adventurer has the option of, once 
per turn after their Ur Dice roll to challenge the 
Ghost to combat with a +25 roll for the Ghost (An 
Adventurer does not have to challenge the Ghost). 
If combat is lost, the turn continues as normal. If 
successful, the Adventurer receives a Nisi Emuq 
Card and is immediately Caravaned to any 
discovered Tile square on the Adventure Board 
that matches the Tile of the Ghost including that 
Ghost's Tile. Ending the turn and forfeiting an extra 
turn from a roll of two.

Example: Balfarg is 

on the starting Oasis 

and can move to the 

undiscovered 

squares at Tile 60, 

72, 74, and 86.

Example: Balfarg 

decides to move to Tile 

86, the Gala places a 

random Tile from the 

Tileset Bag and 

Balfarg discovered 

Water, ending the 

Movement for that 

turn. If a 2 was rolled 

Balfarg takes another 

turn.

Lapis Lazuli is used as currency to 

purchase Map Cards from the 

Ziggurats. This Polished Gem Card  

has a Lapis Lazuli value of 5.

Example: Balfarg has 
defeated the Ghost of 
Enki, he receives a Nisi 
Emuq Card, and is 
Caravaned to any of the 
Water Tiles highlighted 
in red, ending his turn 
and forfeiting an extra 
turn from a roll of 2.
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Standing Stones: When Adventurer starts 
a turn or moves onto a Standing Stone Tile, they 
may Teleport to any other discovered Standing 
Stone using normal movement.

Combat

Combat is fought to gain Nisi Emuq Cards from the 
Kish, Akkadian, and Ghosts of Ur. Combat between 
Adventurers allows the winning Adventurer to 
gain all of the losing Adventurers Cards except for 
Map Cards. 

The combat dice roll is a roll of a pair of the color-
matched 1-100 (0-9 and 00-90) dice, a roll of 0 and 
00 is equal to 100.

Combat is always between 2 people, an attacking 
Adventurer and a defending Adventurer. During 
AVE combat, the Defending Adventurer can be 
anyone other than the attacking Adventurer and 
will roll for the defending Kish, Akkadian, Ghosts 
of Ur, and Nanna.

If an Adventurer discovers a Tile with Kish, The 
Gala places the number of Kish tokens on the Tile 
with the Adventurer. Kish and Akkadians must be 
fought as soon as an Adventurer discovers or 
moves onto a Tile with them, this is considered 
attacking. Adventurers cannot ever end a turn 
sharing the same Tile as a Kish or Akkadian.

* An Adventurer cannot move on or through any 
Tile, that Kish or Akkadians reside on without 
battling them.

Example 1: The Adventurer playing Balfarg rolls a 3 on the Ur Dice, 

the Adventurer decides the first move will be to the Water Standing 

Stone labeled 1. On the second move, the Adventurer decides to use 

the Standing Stone and Teleport to the discovered Mountain 

Standing Stone labeled 2. With the ability to move through 

Mountain Tiles, The Adventurer's third move could be to any 

adjacent Tile (Highlighted in Blue).

Example 2: The Adventurer playing Westhey rolls a 3 on the Ur Dice, 

with the ability to move diagonal, the Adventurer decides the first 

move be to the Mountain Standing Stone labeled 2. On the second 

move, the Adventurer decides to use the Standing Stone and Teleport 

to the Discovered Water Standing Stone labeled 1, ending their 

movement for that current turn as they are on water.

*Moving onto a Water or Mountain Standing Stone does not stop 

the movement of the turn if you use them to teleport to another 

Standing Stone.

Manx discovers a Mountain 
Tile with Two Kish and 
immediately goes into 
combat.

Example: Manx moves up one 
square to Tile 61.

Manx won the first battle 
with the Kish, removing the 
one Kish Token. The second 
battle was lost and sent 
Manx into retreat. Allowing 
any Adventurer to battle any 
remaining Kish to gain Nisi 
Emuq Cards.
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The Attacker always rolls first. After rolling the 
combat dice, Attackers can add Equipment values 
from their Nisi Emuq cards, to add value to their 
combat roll.

During AVE combat, the Kish, Akkadian, Ghosts of 
Ur, and Nanna cannot use any Nisi Emuq or 
Discover Cards. The defending Adventurer adds or 
subtracts for Kish, Akkadian, Ghosts of Ur, and 
Nanna. They also add the +10 bonus if the defender 
is on an Emmer Field.

An Adventurer cannot move onto or through a Tile 
with another Adventurer without battling them. 
Ziggurats and Oasis are AVA neutral and cannot 
have battles between Adventurers.

During AVA combat, the defending Adventurer can 
use a Vanish Powder Card, Sandstorm, or add 
Equipment values from their Nisi Emuq Cards to 
the combat roll before rolling the combat dice. A 
defender cannot use Vanish Powder, Sandstorm, 
or Nisi Emuq Cards once they have rolled the 
combat dice.

Each Adventurer adds any Bonuses. (Example: 
Anglean's +15 to all AVE rolls)

The totals are compared, and whoever has the 
highest roll is the winner. 

If an Adventurer losses to the Kish or Akkadians 
place the Adventurer into Retreat. 

If an Adventurer wins against the Kish or 
Akkadians, remove the Token from the Game 
Board. Combat continues for each Kish or 
Akkadian on the Tile until the Tile is cleared or the 
Adventurer is placed in Retreat.

The Adventurer receives a Nisi Emuq Card once 
the Tile is cleared of all Kish or Akkadians. 

The Adventurer that loses AVA Combat must hand 
over all Discovery Cards, Nisi Emuq Cards, and 
Player Token(s) (Player Card). The losing 
Adventurer is placed in Retreat. Map Cards are 
never surrendered.

Kish:
Receive a negative 20 to all combat rolls.

Akkadians:
Have no modifiers to their combat rolls.

Ghosts of Ur:
Gilgamesh, Nisaba, Enki receive 

a +25 to their combat rolls.
Nanna God of Ur:

Receives a +45 to his combat roll.

*Defender always wins on a tied combat roll.

Retreat: All Adventurers that have lost any 
combat roll must retreat immediately to any other 
adjacent discovered square and ends movement 
for the current turn. Adventurers can move into 
AVA fights, AVE fights, Neutral spaces, and 
Ziggurats. Adventurers cannot roll for Ziggurats, 
Ghosts of Ur, or Nanna unless it is their turn. 
Adventurers cannot expose undiscovered squares 
in retreat. Adventurers cannot gain Discovery 
Cards at the end of any turn that they were in 
retreat. Adventurers cannot retreat into a fight 
they have already lost on retreat a second time 
and cannot move into a square on the Adventure 
Board that might force them to do so. If the 
Adventurer is forced to retreat with no discovered 
Tiles adjacent, the Adventurer must move back to 
where the turn started.

Nisi Emuq Cards can also have an 

Equipment value, which is used to 

add value to a combat roll, during 

any AVA or AVE fight. This Jeweled 

Sandals Card has an Equipment value 

of +10. Example: If you roll a 42, if 

you use this Jeweled Sandals Card, 

your roll would be a total of 52. *The higher the Equipment value, the lower 
the Lapis Lazuli value.

If Anglean is on Retreat, he could Retreat 

to any adjacent discovered square other 

than tile 87. If he loses to the Kish on tile 

87, he would be forced to Retreat back to 

the fight he just lost. If the Adventurer 

was Westhey, they would be able to 

Retreat to tile 87 as they could Retreat to 

tile 99 if they lost.

KISH AKKADIAN

COPYR
IG

H
T

GHOSTS
 O

F

UR L
LC

COPYR
IG

H
T

GHOSTS
 O

F

UR L
LC



Attrition: If an Adventurer attacks and rolls a 
combat score that they can add Nisi Emuq Cards 
to go over 100 by a number higher than the 
defender can achieve even if they rolled a clean 
100, then the attacker automatically wins without 
having to use their Nisi Emuq Cards. The defender 
must use a Vanish Powder Card, or Sandstorm 
Card, or give all their cards to the attacker and go 
into Retreat. The defender does not need to prove 
they can beat the roll, but they must at least have 
the ability to win either through Equipment Values, 
Vanish Powder Card, or Sandstorm Card.

Nisi Emuq Cards 

Nisi Emuq cards are gained whenever a Tile is 
cleared of defenders, or another Nisi Emuq 
holding Adventurer is defeated. Nisi Emuq cards 
have two functions; They are combat bonuses that 
can be stacked numerically, and they have a Lapis 
Lazuli value as well. Equipment values attached to 
each card cannot be stacked if they are of the 
same kind. Example: An Adventurer cannot wear 2 
chest pieces at the same time in any fight.

The Nisi Emuq Cards Curse of Enlil, Stare of Enlil, 
Gaze of Enlil, and Blink of Enlil are Event Cards 
and must be placed under the Adventurer as soon 
as they receive them, on the Adventurer's next 
combat roll they apply.

Discovery Cards

Discovery Cards are received at the end of any 
Adventurer's turn that does not involve retreat and 
the Adventurer discovered a previously unseen 
Tile. Any Discovery Event Card must be played 
immediately when received. All Discovery Cards 
are returned to the Gala once played and placed in 
a discard pile. The Gala reshuffles the discard pile 
when all cards have been played. 

Ambush: Roll 4 Ur Dice to determine the number 
of Kish you are ambushed by. If all combat is won 
or a zero is rolled receive a Nisi Emuq card.

Hovel 1 Kish: Place 1 Kish on your current Tile 
and start combat. Receive a Nisi Emuq card if 
combat is won.

Hovel 1 Kish 1 Akkadian: Place 1 Kish and 1 
Akkadian on your current Tile and start combat 
with the Kish first. Receive a Nisi Emuq card for 
each combat won.

* Adventure MUST take a Nisi Emuq Card if they 
won against the Kish, before combat with the 
Akkadian, in case it is an Event Card.

Boat: May be used at any time to move 
unrestricted through water for the rest of the 
current turn.

Caravan: May be used after your Ur Dice roll to 
transport you to any discovered Tile on the 
Adventure Board, except for an Ur Mountain or 
Nanna. You forfeit your extra turn if a 2 was rolled 
when the Caravan Card was used. Can be used on 
a roll of zero.

Night Vision: The Adventurer with Night Vision 
draws tiles for each adjacent undiscovered square. 
The Tiles are revealed only to the Adventurer and 
then placed face down. If the Adventurer is 
Westhey, they also draw for each diagonal 
undiscovered square. The Adventure that places 
the Tiles does not receive a Discovery Card if they 
flip them over.

Clear Day: All adjacent undiscovered squares 
are discovered. The Gala places a new Tile for each 
undiscovered square. Westhey also discovers all 
diagonal undiscovered squares.

Rope and Hook: May be used at 
any time to move unrestricted 
through mountains for the rest of 
the current turn.
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Quicksand: The Adventurer loses their next 
turn. Place face-up under the Adventurer when it 
is received.

Theft: The Adventurer can move 5 squares, in 
any regular movement direction including over 
undiscovered squares. Only one Tile is discovered 
if stopping on an undiscovered square. You then 
receive a Nisi Emuq card. Can be used on a roll of 
zero.

Vanish Powder: Used by the defender to 
enter Retreat without being defeated. The defender 
gets to keep all of their current cards.

Sandstorm: Used by the defender to enter 
Retreat without being defeated. The defender gets 
to keep all of their current cards and is Caravaned 
to the nearest Oasis.

Notes on Nisi Emuq/Discovery Cards: 
Cards can be traded among Adventurers for their 
values in movement, AVA mechanics, Lapis Lazuli 
values, Equipment values, or any other reason that 
two or more Adventurers deem fit, at any time. No 
Adventurers' turn can end with more than 6 cards 
for both Nisi Emuq and Discovery Cards. Event 
Cards face-up, Quicksand, Curse of Enlil, Stare of 
Enlil, Gaze of Enlil, and Blink of Enlil do not count 
toward these limits. In team games, a team cannot 
end any turn with more than 6 of either Discovery 
or Nisi Emuq cards. The extra cards can be traded, 
given away, or returned to the Gala.

Winning the Game

Option 1: Adventurers gather all 4 Map Cards 
from the Ziggurats; They can then make their way 
to Nanna who resides under the lost City of Ur and 
battle him.

Option 2: An Adventurer wins all of the other 
Adventurers Player Tokens (Player Cards) through 
AVA combat. All Ur Mountains are discovered, and 
the Adventurer is Caravaned to Nanna and must 
battle him immediately. If there is another 
Adventurer on the Tile, combat must be resolved 
with that Adventurer, and then Nanna before any 
other Retreat mechanics.

Option 3: Nanna Wins! Each Adventurer has 
ONLY 3 attempts to battle Nanna before they must 
exit the game. All other Adventurers continue the 
game.

*Any Adventurer that loses combat with Nanna Caravans 
to the nearest Oasis of their choice if 2 Oasis are the same 
distance away. If a 2 was rolled you forfeit your extra 
turn.

continuing the 
adventure

Ghosts of Ur is an Adventure meant to be 
experienced in many different ways involving the 
same mechanics. Try some of our interesting 
variants, or simply make up your own!

Nanna
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Interesting Varients

Draft Varients

Blind Draft

     Shuffle without looking and place all of the Player Cards back into the burlap bag, and each player 
draws an Adventurer.

Eliminated Draft

     Shuffle without looking and place all of the Player Cards back into the burlap bag, draw the 
remainder of cards of the number of players subtracted from 6. Example: If there are 4 players, you 
would remove 2 Player Cards. Place the rest of the cards face up and draft as normal.

Gala Master

The Gala Master (GM) assumes the role of the Gala as in core rules but doesn't play an 
Adventurer. The GM rolls combat against all Adventures and receives a Nisi Emuq Card upon every win 
with Kish, Akkadians, Ghosts of Ur, and Nanna. The GM has a card limit of 6 just as the Adventurers do. 
The GM can use Nisi Emuq Cards from their hand during combat before their defense roll. The GM can 
also sell Nisi Emuq Cards to the Adventures for twice the value of Lapis Lazuli in Equipment Value. 
Example: A Polished Gem is worth 5 Lapis Lazuli, an Adventurer can buy it with a total Equipment Value 
of 10 or more. The GM can win the game by defeating all Adventures as Nanna 3 times each.

Team Play

Adventures play cooperatively or with multiple Adventurers each. The highest roll on the combat dice is 
still the Gala. In cooperative play, each team consists of 2 or more players. You draft as normal after 
picking teams. With multiple Adventurers, each player drafts one Adventurer, then you repeat the 
process. Each team is still limited to 6 cards for both the Nisi Emuq and Discovery Cards, shared 
between all team members.

Ambush

Every third consecutive roll of 2, you must roll for an Ambush, if you clear the Ambush you move your 
two as normal and continue to roll your 2's. If you fail to clear the ambush your turn is over.

Brodgar Vision

Brodgar can pot shot into all surrounding tiles including the diagonal tiles.

Dust Devil

After moving into AvA combat you may use a Sandstorm and a Vanish Powder to force the defender to 
retreat.
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Contact US

website: ghostsofur.com
email: info@ghostsofur.com

Follow Us

twitter: 

https://twitter.com/ghostsofur

twitch: 

http://twitch.tv/ghostsofur

instagram: 

https://www.instagram.com/ghostsofur

facebook: 

https://www.facebook.com/Ghostsofur

tiktok: 

https://www.tiktok.com/@ghostsofur

Youtube: 

https://www.youtube.com

Search for Ghosts of Ur
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