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For Lonequest components flip this booklet over and see Lonequest rules.

WELCOME TO THE WEIRD WORLD OF VÁLKA, A SAVAGE 

POST-APOCALYPTIC, FANTASY REALM FULL OF GRIZZLED 

FIGHTERS EAGER TO GIVE EVERYTHING FOR THE GLORY OF 

THEIR WARBAND! ASSEMBLE YOUR BATTLE LINES, AND USE 

A VARIETY OF BUFFS AND EVENTS TO BECOME THE REALM’S 

UNDISPUTED CHAMPION!

• 86 VÁLKA cards 
* 42 Fighter cards
* 22 Event cards
* 22 Buff cards

• 5 ten-sided dice (D10)
• 18 Damage tokens
• 6 Boon marker tokens
• VÁLKA multiplayer and 
 Lonequest rule booklet
• First player marker

A casual card and dice game for 1 to 5 players. Plays in 15 to 45 minutes. Ages 12+

COMPONENTS

 Fighter cards

Event cards

Buff cards

Multiplayer & Lonequest
rule booklet

Damage tokens
D10
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BEFORE YOU START

1. Shuffle the VÁLKA Deck, then deal 10 cards to each player. Players may 
discard any number of cards from their opening hand then draw back up to 
10 once. Discarded cards are placed face down at the bottom of the VÁLKA 
Deck.

2. Give a D10 to each player.
3. Place what’s left of the VÁLKA deck within reach of all players. This is the 

Draw Pile. When cards are discarded during the game, place them face up 
next to the Draw pile. This is the Graveyard pile.

3. Each player rolls a D10 and the player with the highest outcome is the first 
player. Give this player the first player marker. Turn order moves clockwise 
around the table starting with the first player. In the case of ties, roll again.

NOTE: Play with lots of friends! Make lots of noise! Describe your attacks! And  don’t 
be afraid to forge alliances with another player to take on a tougher opponent!

For the Lonequest rules, flip this booklet over and begin. For 2 players please 
see the Game Modes section on pg. 14.

1 TO 2 PLAYERS

3 TO 5 PLAYERS

SETTING BATTLE LINES
At the beginning of the game, players select Fighters, Buffs, or Events from 
their hands, and place them facedown (all cards are played facedown at the 
top of the game) into one of two horizontally aligned 4-card rows. The row 
closest to your opponent(s) is the Frontline and the row closest to you is the 
Backline. Each of these rows may contain no more than 4 Fighters, however 
each Fighter may have up to 3 Buffs (1 of each type) equipped. Equipped 
Buffs are played faceup, beneath faceup Fighters, with their values visible. 
Unplayed cards remain in your hand, to be played later. 
When everyone’s Battle Lines are set, all players simultaneously reveal every 
card in their Frontline, then any equipped Fighters and cards that they would 
like to reveal in their Backlines. (“Traps” pg. 6)
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FRONTLINE BACKLINE

FRONTLINE

BACKLINE

• Fighters and Buffs in the Frontline 
cannot be changed unless they are 
defeated, or an Event card moves them.
• If there are no Frontline Fighters, your 
Backline immediately moves up and 
becomes your Frontline.
• Fighters may never have more than 3 
Buffs equipped to them, and each Buff 
must be a different type. 
• Fighters in your front line, attack and 
defend, and if it’s your turn, they must 
attempt to attack. (“Combat” pg. 7)
• When a Fighter is reduced to 0 Health, 
that Fighter, and any Buffs equipped to 
it are moved to the Graveyard.

* If playing Bounty Hunter mode, 
the player who defeated the Fighter 
claims it to their capture pile.

• Fighters in the Backline always have 
full Health. And, if a damaged Fighter 
from your Frontline is sent to the 
Backline, its Health is fully restored
• During your turn you may add new 
fighters and buffs to the back line 
(minding the limit of backline fighters 
and buff restrictions)
• During your turn Buffs and Fighters 
in your Backline can be moved, 
returned to hand, and rearranged as 
you choose.
• In addition to Fighters and Buffs, 
you can set Event cards facedown, 
in any of your available slots. 
These cards are flipped faceup, and 
immediately resolve when your 
Backline becomes your Frontline.

* Fighters may be 
played, facedown, in your 
Backline, but Buffs cannot 
be equipped to facedown 
Fighters. You may flip 
facedown Fighters in 
your Backline faceup, and 
equip them with Buffs 
anytime on your turn.
* Buffs can never be 
equipped to Event cards

If you have no Frontline or Backline you've lost 
VÁLKA and are eliminated from the game.
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• Fighters in the Backline always have 
full Health. And, if a damaged Fighter 
from your Frontline is sent to the 
Backline, its Health is fully restored
• During your turn you may add new 
fighters and buffs to the back line 
(minding the limit of backline fighters 
and buff restrictions)
• During your turn Buffs and Fighters 
in your Backline can be moved, 
returned to hand, and rearranged as 
you choose.
• In addition to Fighters and Buffs, 
you can set Event cards facedown, 
in any of your available slots. 
These cards are flipped faceup, and 
immediately resolve when your 
Backline becomes your Frontline.

* Fighters may be 
played, facedown, in your 
Backline, but Buffs cannot 
be equipped to facedown 
Fighters. You may flip 
facedown Fighters in 
your Backline faceup, and 
equip them with Buffs 
anytime on your turn.
* Buffs can never be 
equipped to Event cards

DRAW 3 CARDS - Begin each turn (including your first turn) by Drawing 3 new 
cards from the VÁLKA Deck. 
There is no limit to the number of cards that can be played from your hand 
during your turn and they do not need to be played in any specific order
You can do any of the following things any number of times:

PUSH YOUR LUCK?/END YOUR TURN. After you’ve finished playing cards and 
attacked you may discard up to 3 cards from your hand, then draw a card for 
each discarded card. Whatever you decide, after this YOUR TURN ENDS. 

With that Turn overview in mind - let’s break down each of the different 
things you’ll be doing on your turn. 

FIGHTER TO THE BACKLINE - Place a fighter from your hand into your backline
(until you have four fighters or face down traps in the Backline). 
BUFF - Equip a Buff card to a Fighter in your Backline, placing both cards faceup.

PLAY EVENTS - Events are powerful cards that have various effects. These 
cards are resolved as soon as they are revealed.  NOTE: These cards can be 
played at various times, e.g. before attacking, after one or more Fighters attack, 
when another player does something, if set as a Trap, or after all Frontline 
Fighters have attacked.
 You could attack with an injured fighter then Retreat them
 into the Backline to heal, or reclaim fallen Fighters using the
 Grave Robber, and even prevent attacks with Divine Aid!

SET TRAPS - Play Events or unbuffed Fighters into your Backline, facedown, 
setting them as “Traps”. Setting Traps will use 1 of the 4 card slots in 
your Backline. When these cards are played as Traps, when your Backline 
becomes your Frontline they are flipped faceup, and immediately resolve. 
This will allow Events to resolve outside your turn.

          With the exception of Divine Aid, Events can only be played during your turn. 

• Fighter to the Backline
• Buff a faceup Backline  
 Fighter
• Play Events

• Set Traps
• Rearrange Backline 
 Fighters/Buffs/Traps
• Attack! (depending on Frontline)

ON YOUR TURN
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REARRANGE - Move a Buff card from one faceup Fighter in your Backline to 
another. Return a Fighter, Buff card, or Trap in the Backline to your hand. 

ATTACK - Each Frontline Fighter must attack once per round. Declare which 
of your Fighters is going to Strike and which Frontline enemy Fighter you’re 
Striking. Then declare if you are performing a True Strike, Team Strike, Reckless 
Strike or a Chance Strike. Strikes deal 1 damage unless otherwise noted.

• TRUE STRIKE - If the Strike score of your Fighter exceeds the target’s Shield 
score the defending Frontline enemy takes 1 damage.

• TEAM STRIKE - You can combine the 
Strike scores of one or more of your 
Fighters and overpower a strong foe. 
All Fighters used in a Team Strike cannot 
strike again until the next round. 

• RECKLESS STRIKE - If a Fighter 
has only 1 Health, you may 
sacrifice it to deal 1 damage to 
any target. Sacrificed Fighters 
go to the Graveyard. 

• CHANCE STRIKE - The Striking and Defending players each roll a D10. If you 
can't land a True, Team or Reckless Strike, take a Chance Strike.

* The Striking Fighter adds their total Strike score to the outcome of their roll
* The defending Fighter adds their total Shield score to the outcome of 

their roll. If either player rolls a 10, they win the combat. If both roll a 10 
or there is a tie of any value, advantage goes to the attacker. 

* The Fighter with the higher total value wins the Combat, and deals 1 
damage to the other Fighter.

• If either player rolls a 1 they automatically fail to strike or fail to defend, 
regardless of their equipped buffs. If both roll a 1, they both deal 1 damage 
to themselves.

This means a 10 in multiplayer.
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KNOW YOUR WARBANDS

KNOW YOUR FIGHTERS
1. INFAMY - Each Fighter in VÁLKA has an 

Infamy Value that can be used to determine 
the winning score after a game has ended.

2. BASE STATS- The 3 scores each Fighter has 
before any Buffs or die roll outcomes are 
added.

• Strike - how much damage it deals
• Health - how much damage it can take
• Shield - How to determine what kind of 

strikes hit
3. NAME - This is exactly what you think it is.
4. WARBAND - This is the specific Warband

that the Fighter belongs to.  This is important because if multiple members of 
the same Warband enter the Frontline together, Warband Boons will trigger. 
(Warband Boon’s pg. 16). Warbands also have an effect on the Lonequest.

Each Fighter is a member of a Warband. This is denoted by the Warband 
Symbol in the bottom left corner of the Fighter card. As soon as you have 2 or 
more Fighters from the same Warband in your Frontline, their Warband Boon 
activates! If a Fighter in the Frontline is not part of a Warband with an active 
Warband Ability, it does not receive benefits of that Warband Ability unless 
otherwise noted. The intensity of the Boon is determined by the number of 
matching Warband Fighters that enter and remain in the Frontline.

DEADLY DYAD (2 Exactly)

If only 2 Fighters from the same Warband enter the Frontline together,  
their Boon will activate once or persist until the start of your next turn.  
(depending on the Boon)

HORRIBLE HORDE (3 or more)

If 3 or more Fighters from the same Warband enter the Frontline together 
OR are still in the Frontline at the start of your turn, their Boon will activate 
at the start of that players turn or persist indefinitely.  

1

2

3
4
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Persisting Warband Boons become inactive when your Frontline is reduced 
to 2 or fewer Fighters from the same Warband. 

If a Warband, Boon is marked with a          It happens as soon as they enter the 
Frontline then ends. If the Warband is Horrible these boons activate again at 
the start of each of their players turns.

BARBARIAN - BERSERKER BARRAGE: True Strikes and Team Strikes deal 
2 Damage. 

THE BROTHERHOOD - WEIRD WARP:          Draw three cards from the draw 
pile or steal three cards from any opponent’s hands at random.

GOBLINS - RAGING RAIDERS: ALL of your Frontline Fighters have a +1 
to Strike.

KNIGHTS - VALIANT COURAGE: ALL of your Frontline Fighters have a +1 
to Shield.

MONSTERS - MONSTROUS ROAR! :          Choose an Enemy Frontline Fighter 
and discard all buffs, then send the Fighter to its owner’s hand.

REPTILIOS - HORDE STRIKE: Each turn, each of your faceup Backline 
Fighters may participate in a Team Strike.

TREE BEASTS - NATURE'S WRATH: Your Frontline Fighters can only be 
targeted by Chance Strikes, even if an enemy Fighter has a higher Strike 
Score than your Fighter’s Defence Score.

WIZARDS - MAGIC STORM:     Deal 3 damage among any Frontline 
enemies.

The Jokers can be used as a “wild” and count as a Fighter of any Warband, 
and receive/activate all Warband Boon benefits.
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Typically, Event Cards will be revealed during your turn, and there is no limit 
to the number of Event cards you can reveal in a single turn. When an Event 
is played/revealed it immediately resolves, then goes to the Graveyard. 
If multiple Event cards are revealed at the same time, the active players 
Events resolve first in the order they prefer, then opponent Events resolve in 
clockwise player order.   

• FEAR - Declare an 
enemy Frontline 
fighter. All buffs 
equipped to that 
fighter go to the 
graveyard, then 
send that fighter 
to its owners hand. 

• POTION - Remove all damage tokens on a Fighter.

• RETREAT - Move one of your Frontline Fighters and 
all buffs equipped to it to your Backline. If your Backline is full return them 
all to your hand.

 

• REINFORCE - Move one of your Backline Fighters and 
all Buffs equipped to it to your Frontline. 

• CHANGELING - Swap a Fighter in your 
hand with a Fighter in yours or an 
opponent’s Frontline. Buff cards do not 
move with the fighter, all equipped buffs 
remain in place and will now affect the 
total scores of the swapped card. Any 
swapped Fighter loses all damage.

EVENTS
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• DIVINE AID - Divine Aid is the only Event that can be played anytime! 
When an opponent does something you want to prevent (including 
playing an Event card), reveal Divine Aid then ignore all effects targeting

you, your Fighters, Frontlines, Backlines, or 
Hand. In the case of a failed Shield Roll, Chance 
Strike or Event roll outcome, reveal Divine Aid 
to; negate the damage, land that Chance Strike, 
resolve that Event etc. (even if your opponent 
rolls a 10) 

• FIREBLAST - Declare any Frontline 
Fighter and make a Chance Strike or 
True Strike against them with +3. If 
you strike the enemy, deal 2 damage 
to it and 1 damage to any other 
Frontline enemies on either side of it.  
 

• LIGHTNING BOLT - Choose an opponent’s Frontline 
then roll a die. Starting with the chosen Frontline, 
deal 1 damage to X enemies where X is the 
outcome of your roll. If you have dealt 1 damage 
to all Fighters in the chosen Frontline, and have 
more damage to deal, continue dealing damage 
to Fighters in the Frontline of the player to your 

target’s left. Continue this until X damage has been dealt. 

Should the order arrive at your Frontline, you must assign 
damage to your own Frontline. All Fighters defeated this 
way go to the Graveyard.
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• THIEF - Steal one Buff from a Fighter in an 
opponent's Backline, and add it to your hand. 

• ASSASSIN - Declare any 
Frontline Fighter and 
make a Chance Strike 
or True Strike against 
them with +6 to Strike. If 
successful, the defending 
card is defeated/claimed. 

• GRAVE ROBBER - Search the Graveyard for any 
Fighter then add it to your hand.
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When a Fighter with more than 1 Health is dealt damage, place a Damage 
token on top of the Fighter card with the 1-side up, or flip a token from the 
1-side to the 2-side. When a Fighter with 1 Health is dealt damage, it is moved 
to the Graveyard (or Claimed).

After you’ve completed all of your actions, you may Push your luck.

• PUSHING YOUR LUCK - Discard up to 3 cards from your hand and 
draw that number of cards. Your turn is over.

EXAMPLE: The Old Gob was played into 
the Backline with a +2 Buff to Health and 
has a Base Health of 3 for a combined 
Health score of 5. The Old Gob gets 
moved to the Frontline and is attacked 
by enemies. The 1st time The Old Gob is 
dealt damage a 1 Damage token is placed 
on the Old Gob card. The 2nd time The 
Old Gob is dealt damage the Damage 
Token would be flipped to the 2 side, the 
3rd time The Old Gob is dealt damage a 1 
Damage token is placed on the Old Gob. 
The 4th time The Old Gob is dealt damage, flip the Damage token to the 2 side. 
The fifth time The Old Gob would be dealt Damage The Old Gob has been slain 
and goes to the Graveyard (or Claimed).
• Health Buffs remain on Fighters until they’re defeated and if they are healed 

or Retreat retains that buff and restored to full health.

TRACKING DAMAGE

ENDING YOUR TURN
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-1 PLAYER-
LONEQUEST (Solo play)- If you’re looking to test your skills in VÁLKA alone, 
flip over this rule booklet and refer to the rules for the VÁLKA Lonequest!

-2 PLAYERS-
DUEL - For a tight head-to-head clash, shuffle the VÁLKA Deck then -
• Reveal 10 cards faceup on the table in a row creating a market.
• Determine the first player by each rolling a die, the highest result wins.
• The First player selects 3 cards from the Market then replaces those 

cards with new ones from the VÁLKA Deck.
• The 2nd player repeats this process.
• This drafting process continues until each player has a personal VÁLKA 

Deck of 18 cards.
• Then play normally using the VÁLKA core rules. 

-3 to 5 PLAYERS-
BOUNTY HUNTER - Defeated fighter cards are placed near the player that 
defeated them in their “Capture” pile and scored based on their Infamy. The 
first player to reach 10 Infamy triggers endgame. Complete one more round. 
When the player who triggered endgame would start their next turn, the 
game is over. Whoever has the highest Infamy wins.

For slightly less math, the first player to capture 6 fighters triggers endgame. 
After one more round whoever has claimed the most fighters wins.

For a longer or shorter duration, change the endgame trigger value to your liking. 

ANNIHILATION - Moving clockwise, play continues until only one player has a 
Frontline in play. The last player standing is the winner. In this mode defeated 
Fighters are sent to the Graveyard pile and are not claimed in player Capture Piles.

IN CASE OF A TIE!! - The player who claimed more Fighters of a matching 
Warband wins. If there is still a tie, add up all Strike Scores of Claimed Fighters 
and the highest total wins. If there is still a tie, wow.

GAME MODES



If you have no Frontline or Backline you've lost 
VÁLKA and are eliminated from the game.
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FRONTLINE - Up to 4 Fighters and any equipped Buffs currently engaged in battle. 
During a player's turn all Fighters in the Frontline must take part in a Strike and 
attempt to deal damage to Fighters in your opponents Frontlines. Once Fighters 
and Buffs equipped to them are in the Frontline, they cannot be altered, and do 
not leave the Frontline unless they are defeated or moved by an Event card.
When your entire Frontline is defeated, your Backline immediately becomes your 
Frontline. If you have any facedown cards in your Backline when it becomes the 
Frontline, flip them faceup, and immediately resolve (in any order) any revealed 
Event cards.

BACKLINE - Up to 4 cards, and any equipped Buffs waiting to join the battle. Any 
cards in your Backline can be rearranged or returned to your hand at any time 
on your turn. Faceup Fighters in your Backline can have Buffs equipped to them 
at any time during your turn. Buffs already equipped to faceup Fighters in the 
Backline can be rearranged, returned to hand, or equipped to newly played 
Fighters at any time on your turn. Anytime a Fighter from your Frontline is sent 
into the Backline it gains full
Health if damaged.

BACKLINE TRAPS - Cards played, facedown, into your Backline. Facedown  cards can 
be flipped faceup anytime on your turn, and all Event cards are resolved immediately 
upon being revealed, either when moving from the Backline to the Frontline or when 
played during a players turn. Fighters can be played, facedown, in your Backline to fool 
your opponent, but Buffs cannot be equipped to facedown Fighters. 

BUFFS - Cards that modify your Strike, Health, or Shield scores.
There are 3 types of Buff cards, with values between 1 and 3. 
These Buffs are equipped to Fighters while in the
Backline, and are added to their corresponding
Base Stat on the Fighter card. When you equip a
Buff card to a Fighter in your backline the Buff is
placed under a fighter with its value visible. A
fighter may only have 1 of each Buff card at a time.

GLOSSARY & EXPLANATION OF CARDS
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TOTAL STRIKE - The force with which you Strike 
an enemy Fighter. When you target an opponent’s 
Fighter, start with your Base Strike score, then add 
the score of an equipped Strike Buff to calculate 
your Total Strike score. If this score is higher than 
the target’s Total Shield score, deal 1 damage to 
that target. If it is lower, add the result of a dice roll 
to determine your Total Strike score (Chance Strike)

TOTAL SHIELD - The tenacity with which you defend against a Strike. When one 
of your Fighters is targeted by an opponent’s strike, calculate your Total Shield 
score by adding the Fighter’s Base Shield score to the score of an equipped 
Shield Buff. If this score is higher than the Striker’s Total Strike score, you do 
not receive damage. If your opponent rolls against you, add this score to the 
result of a dice roll to determine your Total Shield Score.

TOTAL HEALTH - The amount of damage a Fighter can take before it’s moved to 
the Graveyard (or Captured). Start with a Fighter’s Base Health score, then add 
the score of an equipped Health Buff to determine your Total Health score.

FIGHTER - Fighters occupy either your Frontline or Backline and are used to Strike 
and defend in Combat. Fighters belong to one of eight different Warbands.

WARBAND/BOON - Groups of five fighters bearing the same Warband symbol. 
When 2 or more Fighters from the same Warband enter the Frontline together 
their Warband Boon activates. Boons have different durations and frequencies 
based on how many matching Warband members enter and remain in the 
Frontline (pg. 5) and the effect varies based on the Warband.

HAND  - Any cards you wish to conceal or do not want to use yet, can be held in 
your hand.  There is no hand limit.

16



WARBANDS
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BARBARIANS - Living on the glacial plains in the shadow of the great Spine 
Mountains, the Barbarians hunt the woolly aurochs, fight Goblins

and raid the knightly cities for plunder. The Barbarians are a proud people, brutal in 
battle and quick to anger.

THE BROTHERHOOD - The silent members of The Brotherhood, The Weird 
Warriors, come from all over VÁLKA. Accidents of meddling wizards, the lost, the 
unwanted. Their desires are unknown, but their hate can be felt throughout the land.

GOBLINS - The Goblin people are a terrifying mystery to the other 
inhabitants of VÁLKA. From their deep mountain fortress homes, they burst forth in 
well organized but vicious formations to raid and kill. Beware the Goblin.

KNIGHTS - The Knights seek to stretch their realm over all of VÁLKA. Their 
wish is to civilize, though their methods are harsh. Their own people live in fear of 
the attentions of the Queen of Love, while their enemies prepare for war.

MONSTERS - From the darkness. From the forgotten places. They come from 
our nightmares, our mistakes, our worst desires. The Monsters of VÁLKA do not want 
to conquer, do not look to the future. They only wish to feed...

REPTILIOS - Thought to be a myth, existing only as jumbled stories told 
by half-crazed travellers. No one believed their eyes, the great Reptilio wave, the 
Cold Army, is REAL. They will take all that they seek by fire and sword and wake the 
Dragon with blood.

TREE BEASTS -  Great VÁLKA was once a mighty forest  from the mountains 
to the sea. There creatures of peace tended the quiet places in solitude. But years of 
unfettered exploitation has left their home diminished. And now they seek bloody 
retribution.

WIZARDS - The Wizards of VÁLKA stand apart from those they consider 
lesser in might and knowledge. They seek to understand the deep secrets of magic 
and will plumb great depths of arcane learning… whatever the cost.

JOKER - Chaotic mercenaries and assassins, untouched by allegiance they 
disrupt VÁLKA's power and stability, serving their sinister cadre alone.
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• PUSH YOUR LUCK - Your hand is created by the luck of the draw, but you 
don’t have to take what you’re given. Discard weak cards, keep an eye on 
what’s been played and save cards for later if they will help you succeed later 
in the game.

• KEEP SECRETS - Keeping unused Buff, Fighter, and Event cards in your hand 
allows you to protect them, and to play them when it might count the most. 

• PACE YOURSELF - It may be a good move to set up a brutally strong frontline 
at the start of the game, intimidating your opponents and ending the game 
quickly. But it can be advantageous to start with weak Fighters, and save 
some of your best cards for later in the game, when you’ve collected even 
more powerful cards. Games can be won with very limited Fighters and lots 
of powerful buffs, by throwing waves of weaker Fighters at your opponent, 
or by being cautious and saving your Buffs and Events for when they truly 
matter!

• DON'T GET COCKY - The final rounds of the game can sometimes come down 
to one player having a very tough frontline simply smashing away at their 
weaker opponents, but a clever use of Buffs and Team Strikes can thwart a 
seemingly unbeatable Frontline. A well-planned final gambit can always fail, 
if an opponent has held on to tide-turning Buffs and Events until the end. Be 
sneaky and be prepared to change your strategy!

 

• DEPEND ON YOUR ALLIES-True Strikes mean that a well-buffed Fighter can do 
a lot of damage or be very hard to hit. Rolling the dice is a gamble that will 
do more damage, but adding two or more of your weaker Fighters together 
to create a higher Strike score can offset that advantage.

• A GOOD DEFENCE - It’s tempting to favor Strike over Shield or Health, but 
beware of sending out big hitters that are very easy to knock out. It may be 
better to have a higher combined Health score in your frontline and be able 
to last longer than to go out swinging hard and lose all your cards quickly.

TIPS AND TRICKS
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• BEWARE THE THIEF - Having your Backline at full strength, with each card 
buffed leaves you vulnerable to the Thief. It can be a good move to keep 
your Buffs secretly in your hand until the last moment before your Backline 
moves forward. But beware of waiting too long to buff your Backline, you 
might miss your chance!!

• WATCH OUT FOR WARBANDS - Pay attention to your opponent’s Warband 
symbols, because an active Warband Boon can have a major impact on the 
tide of battle. Try to knock out one of their weaker Fighters before they get 
a chance to use their Warband Boon.

• COUNT THOSE CARDS - There are only a few of each Event card, so look 
out for them, and try to remember what’s been played. For instance, once 
both Thieves have been played, it is safer to equip your Backline with Buffs. 
Knowing that someone may be holding a Divine Aid or Fear at the end of 
the battle may change your strategy. Conversely, there is only one of each 
Fighter in the game, so it is important to keep track of what’s been played, if 
you are hoping to activate a Warband Boon.

• ALLIANCES - WE will say it again! This game is intended to be fun. Make 
lots of noise! Describe your attacks! And don’t be afraid to forge alliances 
with another player to take on a tougher opponent. Maybe the two of you 
can kill their most powerful Fighter before they kill you! But beware of the 
doublecross! In VÁLKA there can only be one wixnner!
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VÁLKA   

YOUR WARBAND ELDER HAS BEEN LOST TO THE WILDS AND 

WOE OF VÁLKA AND YOU AND YOUR WARBAND ARE CHARGED 

TO FIND THEM. AS THE RANKING MEMBER OF YOUR 

WARBAND YOU MUST CONQUER THE NORTH BETWEEN THE 

DESERT COAST AND THE SPINE MOUNTAINS, AND BATTLE 

ACCROSS THE FERTILE BUT WILD LANDS!

ARMED AND READY FOR BRUTAL COMBAT, YOU MUST

VANQUISH ROVING MARAUDERS AND WITHSTAND THE 

TESTS TO COME!  MAKE USE OF EVERY RESOURCE YOU 

CAN MUSTER, MANAGE YOUR STAMINA, COLLECT KRONE, 

AND CONQUER THE ENTIRE MAP! 

GATHER YOUR STRENGTH AND LEAD YOUR WARBAND

TO VICTORY!!!

LONEQUEST

GAMEPLAY

A casual card and dice game for 1 to 5 players. Plays in 30 to 60 minutes. Ages 12+
For Multiplayer Core Rules flip this rule booklet over and begin

In VÁLKA Lonequest you will lead a Warband and 
manage resources in an effort to explore and 
conquer the lands of VÁLKA. As you travel to and 
reveal cards in each location you will be faced 
with challenges. Using the VÁLKA Core Battle 
Rules, fight off waves of Marauders, withstand 
unique Quests, gain, spend and lose Krone and 
Stamina and see if you can clear all locations  

of their cards. If all Locations are cleared you have defeated the Lonequest! 
Open the Lonequest Reward envelope then “rescue” the Warband Elder and 
add them to the VÁLKA Multiplayer deck!  
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• 86 VÁLKA cards 
* 42 Fighter cards
* 22 Event cards
* 22 Buff cards

• 5 Lonequest dice (D10)
* 2 gold for Krone
* 1 red for Stamina
* 1 white for Warband/Fate rolls
* 1 black for marauder rolls

• 18 Damage tokens
• VÁLKA multiplayer and 
 Lonequest rule booklet 
• Lonequest world map
• Lonequest player aid
• Lonequest Standee
• 36 Quest cards

COMPONENTS

 Fighter cards Event cards

Buff cardsQuest cards

 World map

Lonequest player aid

Lonequest 
Standee

Multiplayer & Lonequest
rule booklet

Damage tokens

D10
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1. Unfurl the VÁLKA Lonequest Map, setting it flat in front of you.
2. Shuffle the Quest Deck and deal 18 random cards facedown into a stack. 

Place the remaining Quest cards back in the box (they won’t be used in 
this game).

3. Create the Fighter, Warband, and Loot decks -
a.   Sort all Fighter cards (white bordered) into one stack, this is the 
Fighter deck.
b.   Search the Fighter deck for all 5 fighters from a matching Warband 
(matching their warband symbol in the bottom left of the Fighter card). 
Shuffle these Fighters and place them face down in front of you. This is 
your Warband Deck.
c.   Shuffle the remaining Fighter cards and deal out 12 facedown at 
random.
d.   Sort all remaining Buff and Event cards into one stack, this is the 
Loot deck.

* Search the Loot deck for a +1 Health, +1 Strike and +1 Shield 
buff cards and place them in front of you. This is your starting 
equipment.

e.   Place the Loot pile face up within reach above the map. NOTE: Buff 
and Event cards discarded during the game return to the Loot deck.

4. Take the 18 Quest cards and 12 Fighter cards and shuffle them together.
5. Once well shuffled, draw and place five cards from this combined deck, 

face down onto each Map Location in the card sized spaces on the map 
until each Map Location has 5 cards each.

6. Place the remaining cards from the Fighter Deck face down on one side 
of the map.

7. Place the Lonequest player interface board in front of you and set your 
starting resource values.

SETTING UP
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8. For KRONE place 2 gold 10 sided dice on the recessed spaces setting 
their values from left to right to 1 and 2 for 12 total.

9. For STAMINA, place one red die in the recessed space set to 3. 
The remaining dice are used to Test Fate and make battle rolls during 
the Lonequest (more on this shortly).

10. Place the Lonequest “Warlord” standee on either of the southern most 
Map Locations. You’ll move this from location to location as you attempt 
your Lonequest.

Graveyard

Marauders area

STARTING
LOOT

Warband Deck

Loot
Deck

Fighter Deck

Lonequest
Standee

Lonequest Player Interface

Lonequest Map
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Defeat all roving Marauders and endure all Quests in each Location to conquer 
the VÁLKA Lonequest and WIN! Open the Lonequest Rewards envelope and seek 
out the Warband Elder from the matching Warband you defeated the Lonequest 
with and add them to the VÁLKA deck to be included in your multiplayer games!

Before you enter a Location and reveal the top card, you must prepare a 
Warband fighter for whatever may come:
• Reveal the top Fighter from your Warband Deck.
• You may apply buffs to raise their stats. Once a Fighter engages in battle, 

these Buffs are locked and cannot be altered.
• You may spend 2 Stamina to Summon a 2nd Warband Fighter from your 

Warband deck (when not in combat). This can give you a stronger chance of 
winning the upcoming Quest or Battle. Place that fighter to the right of your 
first, creating a Frontline (see page 3 of VÁLKA Multiplayer Core Rules).

Begin to explore the map, starting in either of the southern most Map Locations, 
flip over the first card on the Location stack and either face a Quest, or if it is a 
Marauder, fight!

Once you arrive at a location and reveal its top card, your 
opportunity to prepare is over and you will not get to prepare 
again until you either find yourself in a location that has no cards in 
it or you endure or fight your way through all the cards in a location 
until there are none left so make sure you prepare wisely.

WIN CONDITION!!

PREPARE FOR ADVENTURE
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1. PREPARE! - Turn over a random fighter from your Warband.

2. EQUIP? - Equip them with buffs if desired. 

3. SUMMON? -Spend Stamina to summon an additional Warband fighter if 
desired.

4. MARCH! - Travel between Map Locations, spending 2 Stamina (skip this 
step if you are just starting the Lonequest on your first Map Location) 

5. EXPLORE! - Reveal the Top card of the Map Location you’re visiting.
a. FIGHT!! - If you reveal a Marauder

* Determine Battle advantage
1. You’re victorious! Accrue Krone and stamina
2. You're defeated - Your fighter is lost, draw and set up a new 
fighter (if able). If unable to draw a new fighter, you lose.

b. ENDURE - If you reveal a Quest.
If more cards remain in the location you're in EXPLORE  or MARCH 
otherwise go to step 6. 

6. TEST FATE! - on each BUFF card equipped to your Warband Fighters.
a. EVEN OUTCOME - these items are well made and can be used again!
b. ODD OUTCOME - these items are damaged- return them to the Loot Deck.

7. REGROUP! - Return any surviving fighters to the bottom of your 
WARBAND deck. 

8. PRESS ON! - Repeat starting with step 1, at remaining 
locations until all locations 
are cleared of cards.

ORDER OF PLAY
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• STAMINA is your army’s battle-readiness, general 
morale and strength. Stamina determines your 
Warbands ability to move between locations, to eat 
on the march and to be ready for combat. Stamina is gained when your 
Warband is awarded food, drink and board as they clear menacing Marauders 
from the lands and can be purchased in markets. It is represented by a red die. 
 
You cannot have more than 9 Stamina. You will lose Stamina traveling 
between locations and during Quests. Your Stamina also represents your 
warbands readiness for battle, and a score of 3 or more will mean you get to 
attack first in any combat. 
 
PLEASE NOTE: if your stamina drops to zero, and you cannot leave the 
location you are in, you have failed this Lonequest. 

After emptying a Location of all Marauders and Quests , you receive 10 
Krone and 3 Stamina.

Throughout your Lonequest you will manage 2 resources, in order to survive 
battles and traverse the harsh lands of VÁLKA;

• KRONE is the spoils of war and the funds you will need to keep 
your army powerful. Krone can be spent to buy weapons and 
equipment in markets. It is represented by the two gold dice.

The first position represents the first digit and the second represents the 
second digit. For instance, to show that you have 12 Krone, you would set the 
first dice to 1 and the second to 2. You cannot have more than 99 Krone.

WARBAND RESOURCES
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MAP LOCATIONS AND QUEST CARDS

MARKETS

Each Map Location 
is specific, with their 
own deck of Marauders 
and Quests. These will 
impact your Warband 
in various ways. Quest 
cards will also provide 
effects and story to 
explore and may test 
your ability to survive. 

The outcomes of Map Locations and Quests may change based on what 
Marauders you defeated and which Warband survived the battle. If a Quest 
says “played” that refers to the Warbands fighting for YOU. If a Quest reads 
“faced” it refers to Marauders you have fought. Take note of which cards you 
battle on each Map Location. 

Whenever you reveal a Quest card with a Market you can buy and trade Loot. 
There are a number of ways that Krone and Loot can be purchased, earned 
and traded;

• Krone can be spent to purchase buff cards of each attribute’s 
corresponding color (yellow, pink, blue) at a cost of 5 Krone per point value 
of the purchased Buff card. For example, a player with 30 Krone buys a 
weapon with a +2 STRIKE buff , they spend 10  Krone (2 x 5) and change 
their Krone dice to read 20. 

• Buff cards can be traded at the same cost at Markets

• You may exchange low value buffs plus Krone to purchase high value buffs, 
e.g. a +1 Shield buff and 5 Krone can be traded for a +2 Shield buff card.
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Events can be bought when you’re in a Market (when available) 
at the following costs:

RETREAT / REINFORCE
During a battle you may move a Fighter in battle to the bottom of your Warband 
deck -OR- Draw a new Fighter from your Warband deck and put into your Frontline.

CHANGELING
Swap a current fighting card with the next one facedown in your Warband 
deck, leaving buffs in place

HEALING POTION 
Brings one fighter back to full HEALTH (ignore buffs)

STAMINA
Food and supplies for your warband

EVENTS / STAMINA KRONE

10 Krone

12 Krone

8 Krone

10 Krone

Most event cards work identically to the Core Rules of VÁLKA,  with a few 
minor exceptions.

• The FEAR spell will send one Marauder  back to the bottom of the Fighter 
deck (you will not gain rewards for defeating that fighter). 

• The THIEF card is used to protect you against pickpockets in certain towns 
or can be used in Markets to steal two random cards from the loot deck 
into your hand. 

• The GRAVEROBBER can be used outside of combat to recover a defeated 
fighter in the Graveyard pile. They will be placed at the bottom of your 
Warband deck. 

• DIVINE AID can be used to prevent a single attack or, Ignore one Quest card.

Once the effect of an Event card has resolved, these cards are discarded to the 
Graveyard.
 
If you have all of one type of buff (all of the Stirke, Shield or Health buffs), you 
cannot collect more. For example if you already have all Health buff cards 
when a Map Location tells you to collect another, ignore this instruction.
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TEST FATE

MOVEMENT

RECRUITING 

Throughout your Lonequest you will be asked to Test Fate. To do this you will 
roll a ten-sided die:

• Good fortune! An EVEN outcome (2,4,6,8 or 10). The beneficial outcome 
resolves.

• Unfortunate! An ODD outcome (1,3,5,7 or 9). The heinous outcome 
resolves.  

FAIL A TEST OF FATE? Make an offering to the dragon lord VÁLKA! Once per 
Lonequest, you may spend 20 Krone, then say a prayer to dragon lord Valka 
(actually do it) then that failed test of fate instead goes in your favor. Rejoice!

Spend 2 Stamina to move through Map locations 
• Map arrows indicate where you can travel to next. 
• You can return to any cleared Location, for free.
• While out of combat if you have not cleared a section and wish to return 

to it, you will need to spend 2 stamina. 
• If you are forced to move back to a previously cleared section, this will 

not cost you stamina unless otherwise indicated on the Quest card or by 
Retreating. 

• If you are forced to move back a section and you are at the start of 
the game, ignore any stamina costs. Traveling back into the starting 
Location is always free. 

TOO TIRED TO GO ON?: If you cannot leave the Map Location you are in 
because you do not have enough stamina you failed this Lonequest, try again.

If a market card indicates a recruit is available, you may spend 40 Krone and 
draw a random fighter from the Fighter deck. Place the new fighter face down 
on top of your Warband Deck. These new random fighters are revealed when 
you Summon them to battle.
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Note: Whenever a location is cleared of 
ALL cards, gain 3 Stamina and 10 Krone. 

Once you reveal a Marauder on a Map Location, your Warband is engaged in 
battle! To commence battle Follow these steps:

Ω STRIKE FIRST IF ABLE -  If your Stamina is 3 or Greater at the start of 
the battle you Attack first otherwise skip to the Defend Step. 
• ATTACK! - Using VÁLKA Core Rules, your revealed Warband fighters 

deal damage to revealed Marauders from the Active Map Location. Do 
this with True, Chance, Reckless and Team Strikes (if you control 2 or 
more Fighters). Once all your Fighters have participated in an attack, 
remaining revealed Marauders will strike back!

Ω DEFEND! - If your Stamina is 2 or less at the start of the battle, or you 
failed to defeat all revealed Marauders after attacking with all your 
Frontline Fighters you Defend. 
• STRONG ENUF- If the Marauder(s) strike score(s) exceeds the combined 

Shield Score of your Frontline Fighters, your left most Frontline Fighter 
will take one damage. The Marauders turn is over.  

• NOT ENUF - If the Marauder(s) strike score(s) is equal or lesser than 
the combined Shield Score of your Frontline Fighters, they Test Fate and 
try to call for Reinforcements. 

*  EVEN outcome -Draw and reveal a card from the Fighter deck. This 
Fighter joins the Marauders in battle.  The Marauders turn is over.  

*  ODD outcome - The Marauders turn is over.  
Ω FIGHT ON!! - If you Attacked and there are still Marauders, Defend. If you've 

just Defended and you still have Front Line Fighters attack. Continue this 
until you either defeat all revealed Marauders, Retreat or get defeated. 

Ω REWARD! -  Once battle is over, gain 10 Krone and 1 Stamina for each 
defeated Marauder you faced. Collect that before turning over the next 
card or moving locations. 

BATTLE
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These are desperate actions you may use during a battle before your next 
attack. If you didn't Summon any additional fighters before entering a new 
location and find yourself in a tough spot, try Special Combat Actions to help 
you on your Lonequest:
Ω REINFORCE - Use a Reinforce Event card to bring in a new fighter from your 

Warband to join the fight.
Ω RALLY! - Spend 1 Stamina to call for help! Test Fate:

* EVEN outcome - Draw and reveal a Warband Fighter who joins your Frontline. 
* ODD outcome - Oops, nothing happens (and you lose the Stamina).  

Ω RETREAT! - Pay 4 Stamina. Send all faceup Marauders to the bottom of 
the Fighter Deck, send all your equipment to the Loot pile then move to a 
location you can travel to from your current location.

Ω BRIBE - Pay 10 Krone for each revealed Marauder you're facing. Send 
all face-up Marauders to the bottom of the Fighter deck. Then escape 
to a location you've cleared before and can travel to from your current 
location. If you can't pay 10 Krone per revealed Marauder, or you don't 
have a cleared location to escape to, you can't Bribe.

DEFEAT 
If your Frontline Fighters are killed they are sent to the Graveyard. Any buffs 
they are equipped with are returned to the Loot Deck. If all face-up Warband 
Fighters are defeated in Battle, draw and reveal a new fighter from your 
Warband deck and equip them if able. Special Combat actions can help you 
avoid losing fighters if you can afford it. If you have no Warband Fighters to 
draw or battle with, you have failed this Lonequest. Try again. 

VICTORY! 
Once you have fought through or endured all cards in a location, the battle is 
over for now. Your warband and the Marauders they faced may have an effect 
due to quests or locations. Check for effects. 

Test fate on any equipped buffs. 

When you have cleared a location, collect your reward, and put the fighters 
you used at the bottom of your Warband deck, ready to prepare for the next 
battle, move, and explore the next location. 

SPECIAL COMBAT ACTIONS 
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TRIUMPH!!! You  have won Lonequest if you've cleared the entire map!
Each time you win a Lonequest you will unlock one of 8 additional Fighter 
cards to use in VÁLKA multiplayer battles! These Legendary Elder Warrior 
fighter cards are added to the main deck and add further mayhem and 
strategy to your games of VÁLKA.

FAILURE! If all your Warband Fighters are defeated in battle or your Stamina 
is too low to move to a new location you have failed this Lonequest, try 
again - your Warband Elder needs you!

BATTLE DAMAGE

Before moving to a new map location and revealing a new Fighter from 
your deck, determine how many of your equipped weapon buff cards were 
damaged in the battles you faced (Strike, Health and Shield buffs). Test Fate 
against any equipped buff card:

*  EVEN outcome -Return the buff card to your hand. 
*  ODD outcome - Battle has damaged it beyond repair, and it is 

returned to its Loot deck.  

LET THE LONEQUEST BEGIN!! 
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