
Hello!Hello!Hello!Hello!

Welcome to the digital Forge War tutorial! I’m just gonna quickly go over 
the basics of  operating the program here. I’m assuming you already know 
the rules of  the game. If  you don’t, you should check out the manual first. 
I know, I know, it’s pretty long, but trust me: once you get the hang of  it, 
this game is super-rewarding, so take your time and learn how to play!

Once you create a game room and enter it from the lobby, you’ll be 
greeted by this beautiful screen:

To take a seat in the 
game, press the “Join 
game” button.

Then, once the desired number of  players  
(2-4) have seats, press “Start game” to 
start the adventure! 

You can monkey about with those other grey buttons if  you want, but they 
don’t actually do anything yet.



Once the game is started, the board will populate with all sorts of  
exciting bits! Before you go madly clicking on everything, though, let me 
point out a few important things:

QuestsQuestsQuestsQuests

MarketMarketMarketMarket
MineMineMineMine

First of  all, we’ve got these really 
nifty player tabs with all sorts of  
useful information. That handy 
purple arrow lets you know whose 
turn it is. Then you’ve got the 
names of  all the players and all their 
pertinent stats: how many market 
cards, quest cards, inactive 
adventurers, resources, quest tokens, 
gold and points they have. That last 
one is especially important.

You can also click between your market and quest tabs depending on what 
you want to look at, and can click on other players’ tabs to see their market 
and quest cards.



Next we’ve got the turn info. This is important 
because it lets you know what turn it is and 
what the player order for that turn is. The 
purple arrow there is another reminder of  what 
chump you are waiting on to move.

You should also pay attention to this guy in the 
bottom left of  your screen. He’ll tell you what 
you need to do if  it’s your turn. If  you’re still not 
sure, keep an eye out for red flashy borders. Those 
will usually indicate things you can click on.

And lastly! Everything you do needs to be 
confirmed, so after you make your move, be sure to 
direct your attention to the bottom center of  the 
board to either confirm your move or take it back.

On with the game!On with the game!On with the game!On with the game!

The first thing you’ll 
do is place overseers in 
the mine. This is pretty 
simple – just click on 
an empty mine hex to 
place the guy.



Next you’ll wanna start 
moving overseers. Just 
click on the overseer 
you want to move…

Then click on the 
place to which you 
wish to move your 
overseer. Don’t worry, 
the game will only give 
you legal moves as 
options.

And that’s all there is to the mine!



“What about the market,” you ask? 

Well, if  it’s your turn to start buy a 
card, you’ll want to click on the one 
you’re after and hit “Confirm,” or 
just click “Pass” if  none of  them 
excite you.

Before moving on to quests, let’s touch on a couple other things you can 
do at any time during a turn:

First of  all, you can interact 
with the merchant by 
clicking on that card and 
then selecting one of  his 
wares (red flashy borders 
are things you can do). If  
you want the big card to go 
away, just click the small 
card again.

You can also interact with market 
stalls you own. You can access them by 
going to your own market card tab. 
Click on them and some blue arrows 
might show up depending on if  you 
have the resources to exchange. Click 
on the arrows to make the exchange.



Okay, so now 
you’re ready to 
select a quest.

Again, pretty 
simple: just click 
on a quest that 
you want (the 
rows are 
highlighted if  
you have enough 
tokens), or click 
“Pass” if  you 
don’t want a 
quest this turn.

Then, you 
know… hit 
“Confirm.”

…if  you want. 
No pressure.



All right, I think we’re ready for 
quest management. This is the 
real meat of  the game, but I 
tried to make it as simple as 
possible for you.

For the most part, what you’re 
going to be doing here is giving 
adventurers weapons and 
putting them on quests. You’ll 
know which quests are in 
danger of  failing and in need 
of  adventurers because they 
will be red.

This will give you a quick 
indication of  how many guys 
you’ve got on the quest, their 
total attack power and any 
weapon types.

Okay, so just click on an 
adventurer…

Click on the weapon you want 
to give him…

And then click on the quest 
you want to put him on.

See? That’s simple, right?
Just remember:

adventurer adventurer adventurer adventurer –––– weapon weapon weapon weapon –––– questquestquestquest



So now you’ve got that adventurer on there, what if  you want to take him 
off, or you want quit the quest altogether? Ha ha, okay, well, you’re the 
boss. Just click on the quest. A nice “Quit” button will pop up for your 
clicking pleasure, and any adventurer on the quest will also be 
highlighted for you to click on and remove.

Once all quests have been managed appropriately and all quest rewards have 
been doled out, players have one more opportunity to interact with the 
merchant and their market stalls before the turn officially ends. Once you’re 
done doing that, click “Done.”



Wait, wait, what was that about quest rewards?

Right, well, a number of  other special actions may be required based on 
finished quests or acquired market cards. Let’s go over those. (We’re almost 
done!)

First of  all, sometimes your 
adventurers will get a chance to level 
up. A number next to your 
adventurers will tell you how many 
levels you have to distribute and 
adventurers who are eligible will be 
highlighted.

If  you level up an adventurer to 4, another 
window will pop up asking you to choose a 
title. Quick descriptions of  the titles will 
appear when you hover over them. For more 
complete descriptions, consult the manual.

Some quest rewards will 
let you take a card from 
the market discard pile. 
Just click the discard 
deck…

Then select the card you 
want.



The last thing you may 
need to do is move a 
worker. Just click on a 
worker in the mine (any 
color)…

Then click on the empty 
hex you want the worker 
to move to.

And that’s it! Have fun!And that’s it! Have fun!And that’s it! Have fun!And that’s it! Have fun!
Just remember that it would be supersupersupersuper----helpfulhelpfulhelpfulhelpful if  you describe any bugs you find in the 
comments of  the webpage and also please e-mail me (cephalofair@gmail.com) if  you 
have any ideas on what would make the game more awesome. Thank you so much!


