
The Winds of Chaos expansion to Ragnarocks introduces new 
mythology cards and custom components to add a new twist 
to your games and embrace the spirit of chaos. The core rules 
remain the same. Everything you need to know to play is featured 
on the mythology cards themselves (with slightly more detailed 
descriptions found in these rules). You must be playing the 
Advanced Game in order to use this expansion.

components

mythology cards

9 Mythology 
Cards

6 Viking
Cards

10 Mountain
Figures

Art Coming Soon

Trickster god
Loki

AT THE START OF YOUR TURN:

Roll the direction die. You may move one  

or more of your Vikings one hex in the 

direction indicated.

2 Custom
Direction Dice

Art Coming Soon

mother of monsters

Angrboda

AT THE END OF YOUR OPPONENT’S TURN:

Roll the direction die. If possible, place 

a Runestone adjacent to the opponent’s 

selected Viking in the indicated direction 

(even if the targeted hex is inside a 
settled region).

The myriad beings of The norse panTheon appear in poems, myThs, 
and legends ThaT chronicle Their deeds. They are sTories of 
heroism and bravery, love and beTrayal, madness and chaos. 

Angrboda
At the End of Your Opponent’s Turn: Roll a direction die. If 
possible, place a Runestone adjacent to the opponent’s 
selected Viking in the indicated direction (even if the 
target hex in inside a settled region).

Fossegrim
Setup: Place a mountain on a space that cannot be 
reached by any Viking on its first turn. This acts as a 4th 
immovable Viking for you. 
Incompatible with: Fenrir.

Gullveig
When Summoning: The target hex for your Runestone is not 
blocked by Vikings of Runestones. The target hex must be 
unoccupied and in a contested region.
At the End of Your Turn: If there is an opponent’s Viking 
adjacent to your chosen Viking, roll the direction die. You 
may move the opponent’s Viking 1 hex in the indicated 
direction. (If there is more than 1 opposing Viking adjacent 
to your chosen Viking, you choose which one to move.)

Kari
Setup: Roll the direction die. The indicated direction is the 
direction of The Gale.
Instead of a Normal Turn: You may move one or more Vikings 
(yours or your opponents) in the direction of The Gale as far 
as possible. You may move the Vikings in any order.
End of Your Turn: You may roll the direction die to change 
the direction of The Gale.

winds of chaos



Nidhoggr
During Setup: Take a set of Viking cards. Secretly select one 
and place it under this card.
When Scoring: The opponent’s Viking matching the card you 
selected is replaced by a Runestone before scoring.
Incompatible with: Orn

Sigyn
At the End of Your Opponent’s Turn: Roll the direction die. 
Move 1 opposing Viking as far as you like in the indicated 
direction.
Incompatible with: Ask & Embla, Fjorgyn & Fjorgynn, 
Fenrir, Vili & Ve, Ullr, Huginn & Muninn

Orn
During Setup: Take a set of Viking cards. Secretly select 
one and place it under this card.
When Scoring: The region containing your Viking 
matching the card you selected scores double.
Incompatible with: Nidhoggr

Skadi
When Summoning: Your first 5 summons must 
summon a mountain instead. Mountains behave 
identically to Runestones. 
When Moving: Your Vikings may move through your 
mountains. They must still end their moves in a  
contested hex.
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Loki
At the Start of Your Turn: Roll the direction die. You may 
move one or more of your Vikings one space in the 
direction indicated.


