
The objective for each player is to get the 
most victory points   . Victory points are 
obtained mainly through Jewelry cards      .
Mining       for resources       is the best way 
to buy Jewelry cards. Each turn you’ll use 
Actions in order to get treasures or foil your 
competitors’ plans!

48 Start cards

Objective of the Game
Components
Setup 
Gameplay 
Performing an Action 
Revealing Resource cards 
Buying a Jewelry card 
Crafting an Action card 
The Camp 
List of all Actions 
Event cards 
End of Game and Victory Points
List of all Event cards
Traits (variant)

1
1

2­3
4
4
5
5
5
5

6­7
8
8

9­10
10

The card deck 
symbols are 

primarily 
relevant for 
setup and 
teardown. 

TabLE of COnTenTs

4 Dwarf  meeples

80 Mining cards

ComPOneNtS

Mining cards can either be a 

resource       or a rubble card      . 

Silver      , gold       , rubies       ,

diamonds       and emeralds are 

Resource cards. Most cards are 

worth coins        .

4 Player Boards

26 Jewelry cards

18 Mineshaft tiles

36 Action cards

Card Effect
(Coins, Resource, Action, Victory Points, Event)

27 Event cards
and 3 extra

Rubble cards

ObJecTIve Of The GAme

Card type

Deck symbol

Image

Resource costs

Coin costs

Crafting costs

8 Trait cards

DIg DeEpeR dWarF - RulES! Die deutschen Regeln 
starten auf Seite 11!



Shuffle the Mining cards     and place them face down next to the 
board. This is the Mining card draw pile. For each placed Event card, 
draw 5 Mining cards and place them on it face down, with the Event 
card still visible.

For Beginners 

If this is your first game, you can 

play without Action   A   and 

Event  E   cards.

Ignore steps  5   and   8  .

If you’re playing without Action 

cards, use only half of the 

Mining cards in step   7  . 

Each player gets a Player Board and a starting pile, consisting of 12 
Starting cards. The symbols for the Starting cards are      ­      . Player 
one gets all      cards, player two gets all      cards and so on. Each 
player shuffles their starting pile to form a draw pile and draws 5 
cards. 

Shuffle the Action cards (A) and separate them into 3 piles. Place 
them face down next to the board. Reveal the top card of each pile.

Shuffle the Jewelry cards      and separate them into two piles of 
equal size. Place them face down next to the board. Reveal the top 
card of each pile.

Each player takes the Dwarf in the color of their player board and 
places it on the Mine Entrance tile. The player who was last 
underground goes first (mine, cellar, tunnel, etc.)! 

Shuffle the Event cards (E) and place them next to the board. Draw 
one Event card for each open side of the Mineshaft tiles without an 
Event card and place it face up next to the opening. Should the open 
sides from multiple Mineshaft tiles face toward the same space, 
always put a maximum of one Event card there. Place the 3 extra 
Rubble cards        face up next to the Event card pile. 

Shuffle the Mineshaft tiles and place them face down next to the 
board. Draw three Mineshaft tiles and place them face up at the three 
open sides of the Mine Entrance tile. 

Place the two start tiles (two tiles with no back) in the center of the 
table. Connect them as shown on the right side. One tile is the Mine 
Entrance tile, the other is the Camp tile.

SetUP

Glück auf! variant

To play with surprise­events 

(greater element of luck), don't 

place the Event cards in step 6. 

Instead draw them from the 

bottom of the Event card pile, 

whenever all the Mining cards in 

a given pile have been removed.

Traits

You can use the Trait cards for a 

game with more variation. (see 

page 10). Before the start of the 

game each player gets 2 Trait 

cards, picks one of them and 

puts it in their play area.

GamE VarIaNtS
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Example of a Setup:
The bottom Mineshaft tile has one 
open side, so you need to place 
an Event card next to the opening 
(blue lines). The leftmost 
Mineshaft tile has two open sides. 
Place one Event card next to 
each opening (red lines). The 
upper Mineshaft tile also has two 
open sides. There is already an 
Event card on the left side, so no 
additional Event Card is placed 
there (yellow line). Place an Event 
card next to the opening on the 
right side, because there isn’t a 
card there yet (green). Then place 
5 Mining cards face down on 
each Event card.

SetUP

Event cards are placed 
face up. During the 
game players may 
always look at those 
cards. The event on the 
card triggers im­
mediately, when the 
corresponding Mining 
card pile is removed. 
For more details see 
Events (page 8).
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1. AcTivITy PhaSE
In the Activity phase you can play cards from your hand. In 
this phase, the following four activities can be performed in 
any order:

• Performing actions
• Revealing Resource cards
• Buy one Jewelry card      at the Camp (once per turn)
• Craft one Action card     at the Camp or at a Work­

bench (once per turn)

On your turn you can play as many Action cards and 
perform as many different basic actions as you wish. See 
“Performing an Action” for details and constraints. You can 
reveal as many Resource cards as you want, but you can 
only buy one Jewelry card per turn and craft one Action 
card per turn.

Actions     can be performed either by playing Action cards 
or as a basic action.
When playing an Action card, place it face up in front of you 
and perform some or all of its displayed actions in any order. 
You must complete a played action before being able to 
perform the next activity. Any unused card actions are lost 
and have no effect. 
To perform a basic action, you must pay for it by discarding 
as many cards as the action’s indicated cost from your hand 
(see below). You may only perform each basic action once 

2. EnD pHasE 
If you no longer wish to or aren’t able to perform anymore 
activities, put your remaining hand cards on your discard. 
You may choose to keep one card from your hand for the 
next turn.
Put all Action cards    which were used this turn in the 
Discard pile. Revealed Resource cards      remain in front of 
you and are not discarded.
Draw cards until you have 5 cards in hand. If your Draw pile 
is empty when you need to draw a card, shuffle the Discard 
pile to form a new Draw pile. Pass the turn to the player on 
your left. 

GamEPlaY

At the end of your turn, discard your hand cards. 
You may keep one card. Draw cards until you have 5 

cards in hand, unless an effect says otherwise.

PerFOrMinG An aCtIoN

Move

Mine

Steal a Resource

Thwart Plans

Drive a Companion away 

Remove a Card

­ 1x

­ 2x

­ 2x

­ 2x

­ 3x

­ 2x

Each basic action can only 
be used once per turn! 

You can find a short description of 
each action on the player board. A 
more detailed description can be 

found on pages 6 ­ 7.

Possible basic actions Discard any X cards

Players take turns in clockwise order. The starting player begins.
Each turn is divided into two phases: 
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You are 
safe within 
the camp, 

but will 
have to pay 
a fee if  you 
stay there 
too long! 

The Camp is the starting tile adjacent to the Mine Entrance. 
While on the Camp tile, you are able to buy a Jewelry card 
and craft an Action card. Players can’t steal from you, as 
long as you are at the Camp. 
You need to pay a fee, should you have started AND ended 
the same turn on the Camp tile. To do this, remove one 
Resource card      of your choice from the game, either from 
your hand or your revealed Resources. Should you not be 
able to do so, only draw cards until you have 3 cards in 
hand in the End Phase. Rubble cards can never be placed 
on the Camp tile.

Workbench

Discard 
3 cards

Example play area

Reveal a Resource card     from your hand and place it in 
front of you. Each time you reveal a Resource Card, you 
may draw a card from your draw pile. Should your draw pile 
be empty, shuffle your discard pile before drawing. The 
game’s resources are Silver     , Gold     , Ruby  r  , 
Diamond       and Emerald.

Once per turn, if you are standing on the Camp tile, you can 
buy one Jewelry card      from one of the Jewelry card piles. 
To do this, either pay the coin cost   . indicated at the 
bottom right of the card or the alternate cost indicated on 
the left side. Any excess coins spent over the Jewelry card’s 
costs are lost. You can use both cards from your hand and 
revealed Resource cards to buy Jewelry cards. The 
Resource cards you used are removed from the game. The 
purchased card is placed in your discard pile. After the 
purchase, reveal the top card of the used Jewelry card pile 
again. 

You want to buy the "Silver 

Ruby" ring (1) . To do this, 

either pay with one Silver

and one Ruby       card  (2)   or 

cards with a coin value of at 

least 7 coins     . For example 

by paying two Gold      and 

one Diamond                . 

Revealed 
Resource cards 

can be used to buy 
Jewelry Cards. 

They are not 
discarded during 

the End Phase, but 
can be stolen by 
other players. 

RevEaLInG reSOurCE caRdS

Remove every 
card which was 

used to buy a 
Jewelry card 

from the game! 

If you are standing on a Mineshaft tile 
with a Workbench or the Camp, you 
can once per turn craft an Action
card     . To do this, discard the number 
of cards indicated on the bottom left 
corner of the Action card you wish to 
craft. Should you not have enough

CraFtINg aN AcTiOn CarD

Action card. The purchased card is placed 
in your discard pile. Then, flip the top card 
of the used Action card pile.3
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Camp tile

BuyINg a JEweLrY caRd 

The CAmP

cards in your hand to pay the price, you cannot craft that



Should you draw the last Mining card from a pile, 
use the effect of the Event card under that pile 
immediately     (see page 8). Then, draw a new 
Mineshaft tile from the Mineshaft tile pile (2) and 
place it by connecting one of its open sides to the 
side of your current tile, where the Mining pile 
has been mined dry (3) . Place an Event card 
and 5 face­down Mining cards on each open side 
of the new tile    (should there not be a Mining 
pile with an Event card there yet). 

PlaCInG miNEsHafT tiLEs 

These are 
open sides.

The Mining pile is empty. 
Trigger the event (page 8).

Draw a new 
Mineshaft tile. 

Place a Mineshaft tile 
by connecting one of its 
open sides to the open 
side of your current tile.

MovE
Move your Dwarf to an adjacent Mineshaft 
tile. A Mineshaft tile is adjacent if there are 
two open sides directly facing each other. You 
can't move if a Rubble     card is on your 
current or your target Mineshaft tile.

MinE
Take one Mining card or face­up Rubble card 
from your current tile, an adjacent Mineshaft 
tile or from an adjacent Mining pile and place 
it in your discard pile. You may look at the 
card. A Mining pile is adjacent if an open side 
of your current tile faces it directly. Should you 
draw the last Mining card from a pile, 
immediately use the effect of the Event card 
under the pile (page 8), then place a new 
Mineshaft tile (see below).

RemOVe A CarD
Remove one card from your hand from the 
game. Should you remove a Rubble        card, 
you may place it on an adjacent tile, as long 
as there is no Dwarf there. You can't place it 
on the Camp tile. 

GivE RubBlE

DraW A CarD
Take one card from your draw pile to your 
hand. Should your draw pile be empty, shuffle 
your discard pile and then draw the card. 
Don’t forget that played Action cards are only 
put on your discard pile during the End 
Phase; you can’t draw cards, if both your 
draw and discard pile are empty.
Should you use the action “Draw a Card”, you 
can’t use “Steal a Resource” if it’s on the 
same card.

DisCArD a CArD tHen DraW A CarD
Put a card from your hand in your discard 
pile, then draw one card from your draw pile. 

Remove one card from your hand from the 
game. Should you remove a Rubble        card, 
you may place it on an adjacent tile, as long 
as there is no Dwarf there or you may put the 
card on the discard pile of another player. 

Place an Event 
card and 5 Mining 

cards on each 
open side without 

a Mining pile.
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LisT Of aLl ACtiONs 
ThWarT pLanS

Cancel the last action   which was played. 
Use this action after another player has 
played an action (with an Action card    , a 
basic action, a Companion    or a Trait
unless stated otherwise) to prevent that 
action. This action can be played during

InVesTIgaTE
Look at the top three cards of any pile (e.g. 
Jewelry pile or Mining pile). You can place one 
of the three cards on top or put all three cards 
back under the pile (keep their order intact). 
Should you have chosen a Jewelry or Action 
card pile, turn the top card face up.

CopY An aCtIoN cARd
Use this Action after an Action card     has 
been played to copy its actions. Use the copied 
actions immediately. This action can be played 
during another player’s turn. Basic actions 
cannot be copied. 

DriVE a COmPanIoN AwaY
Remove a companion     (page 8) belonging 
to an adjacent Dwarf from the game. You 
can't drive away your own companions 
(except when entering the Camp).

Example: Player A wants to “Mine” and then “Move”. Player B 
cancels the Mining Action with “Thwart Plans” and “Give Rubble”. 
Player A cancels Player B's cancellation with the Basic Action, 
allowing them to use “Mine” again. However, Player C also wants 
to cancel and plays an Action Card with the “Thwart Plans” and 
“Mine” Actions. Player A’s Mining Action is thus canceled. Next, 
Player C can “Mine”, then Player B can “Give Rubble”, and 
finally, Player A can “Move”.

SteAL a REsoURce
Steal a revealed Resource card       at random 
from an adjacent Dwarf and place it on your 
discard pile.
Should you use the action “Steal a Resource”, 
you can’t use “Draw a Card” if it’s on the same 
card.

another player’s turn (regardless if it’s a card action or basic 
action).
The cancelled action can’t be used. “Thwart Plans” can itself 
be canceled. If “Thwart Plans” is canceled, the original 
action can be executed but may be canceled again. Should 
an action that requires a player to discard a card be 
canceled, the player can not discard a card (e.g. the 
“Remove a card” action). 
Should the Action card used for “Thwart Plans” include 
additional actions, those actions are resolved in reverse 
order, after the canceling has resolved (the last played 
Action card is resolved first, then the one played second to 
last, etc.); see example.
“Thwart Plans” can only cancel one action, even if the 
canceled action is one of multiple actions on the same 
Action card. 
Should a Basic Action be canceled, the player can't perform 
that Basic Action again during this round.
“Thwart Plans” can only cancel Actions. It is not able to 
cancel Activities. 

Adjacent
A Mineshaft tile is adjacent if there are two open sides directly 
facing each other. A Mining pile is adjacent if an open side of 
your current tile faces it directly.
Two Dwarves are adjacent, if they are both on the same tile or if 
the tiles they stand on are directly connected to each other.
Example: The red Dwarf is currently adjacent to the yellow and 
green Dwarves, but not to the blue ones.

Player A Player CPlayer APlayer B
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can happen that a 
tile’s open side is 

facing towards 
another tile’s closed 
side. This is totally 

fine, although these 
tiles are not adjacent 

or connected.



1. Add up all (positive and negative) victory points       from your cards (play area, discard 
pile and deck pile). 

2. Add up the coins      from all your Resource cards      . You get one additional victory point 
for every 5 coins.  

3. The player with the most Rubble cards        receives two additional victory points. If 
several players are tied for the most Rubble cards, they each get two victory points.

The player with the most victory points wins the game. In the case of a tie, the player with 
more coins not converted into victory points wins. If there is still a tie, the player with the 
most cards in his deck wins.

Some Event cards provide victory points       or can be used 
as Resource cards. Place these cards in front of you, like 
you would a revealed Resource card. These cards cannot 
be stolen.

VicTOrY poINt aNd ResOuRcE CarDs       
InStaNt EVenTs

ComPAniON caRdS      

Should you draw the last Mining card from a pile, use the effect of the Event card 
under that pile immediately. Events are divided into these categories: 

EveNt CarDs

Companions allow you to perform additional actions. 
Companions are placed in front of you and can be driven 
away by other players. You can have a maximum of two 
Companions at a time. You must discard one of your 
existing companions if you draw a third one. All your 
Companions are removed from the game whenever you 
enter the Camp (they are bashful creatures).
You can only perform one Companion action per turn. To 
activate your Companion action, discard one card from your 
hand. Companion actions can also be negated by “Thwart 
Plans”. 

DelAYed EVenTs
Delayed Events remain active for a certain period of time or 
can be kept until you want to activate their effect. Each 
effect specifies when it ends. Once an effect ends, it is 
removed from play. These effects can be placed either on 
the game board or in the play area of a player. Some 
Delayed Events may disadvantage the player, while others 
can be used to their benefit. Unless stated otherwise, 
Delayed Events can only be activated during your Activity 
Phase

Instant Effects are resolved immediately when the Event is 
triggered. 

The game ends immediately if you would need to create a new Mining pile, but don’t have enough 
Mining cards in the draw pile to do so. The game also ends if there are no Mining cards left in the mine.

VicTOrY poINtS

EnD of GAme
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ComPAniONs   

BOokLInG 
Action: Look at the top three cards of your own draw pile and 
put up to two of them on your discard pile and the rest on top 
of your draw pile (keep the order of the cards intact)

CrUNcHy MUnChY
Action: Remove one Rubble card       in your hand from the 
game.

DIgGy 
Action: "Mine"

FlYInG agARic 
Action:  2x "Move"

LOnGfiNgERliNg
Action: "Steal a Resource"

MyCOluS mAXimUS
Once per round (the round starts at the starting player), 
action: "Thwart plans"
You can use this action outside of your own turn, but may only 
use it to cancel actions which target you or cards in front of 
you.

PEekYcILliUM 
Action: "Investigate"
You may only look at adjacent Mining piles with this action.

ShUFfLe tRUfFle
Action: “Draw a Card" + “Discard a Card then Draw a Card”

StINkHorN
Action: "Drive a Companion away"
When you get “Stinkhorn" as a companion, discard all other 
companions. You cannot get any new companions as long as 
you have “Stinkhorn”.

VicTOrY poINt aNd ResOuRcE CarDs      

   TrEaSUre (there are 4 different “treasure” cards)
         Each “Treasure” is worth one Victory point       at the
      end of the game. They may also be used as
          their respective Resource     to buy a Jewelry
                 card      (in that case it gets removed from the
          game as usual and doesn’t get you any
                         points.
                         Treasures can’t be stolen.

DelAYed EVenTs
CAlL of NAtuRE 

When you have to go, you have to go… 
As long as you own this card, discard an additional card each time 
you play an Action card without a “Move” Action and each time you 
play a basic action other than “Move”. Remove "Call of Nature" the 
next time you enter the Camp. Phew, that was close.

CAnaRy
When an Event card is triggered or a Delayed Event is used by 
another player, you can cancel the effect of the (Delayed) Event. 
Remove “Canary” and the cancelled card from the game.

CAve OTteR
Put it on the newly placed Mineshaft tile. During your turn, if you are 
on the same Mineshaft tile as the Otter, you may remove 3 Rubble 
cards       from your hand to take the Jewelry card      worth fewer 
victory points     from the Jewelry card piles. Then, remove "Cave 
Otter" from the game. 

DwARf VAmPirE BatS 
As long as they flutter around you, you may only draw cards until 
you have 4 cards in hand during your End phase. Remove "Dwarf 
Vampire Bats" the next time you enter the Camp.

FOol’S gOLd 
The next time you would reveal a Gold card        or use a Gold card 
from your hand to buy something, remove the Gold card and “Fool’s 
Gold” from the game and take a Rubble card       and place it on 
your discard pile instead. Should you not pay another Gold card, the 
purchase is cancelled (discard other Resource cards that were 
used).

HEarTy StEW
You may use this card once during your turn to draw 3 cards. Then 
remove it from the game. This can’t be thwarted as it isn’t an action.

POp-uP cAVe mERcHanT 
Place it on the newly placed Mineshaft tile. During your turn, if you 
are on the same Mineshaft tile as the Merchant, you may buy a
Jewelry card     as if you were in the Camp. Then, remove the 
Merchant from the game.

TrANsPorT tUNneL 
You may use this card once during your turn to place one      
Dwarf on a rubble­free Mineshaft tile within 5 moves of their 
current tile.

TElePOrTer 
You may use this card once during your turn to swap the 
positions of any two Dwarves. The two Dwarves need 
to be within 5 moves of each other.
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ThIeVInG gOBliNs! 
Goblins steal your revealed Resource card       with the highest coin    . 
value (in case of a tie you decide). Remove that card from the game. 
Should you have no revealed Resource cards, discard all remaining 
cards from your hand.

TrUStY tOoLs!
You may immediately take a face up Action card      from one of the 
Action card piles without paying its cost.

ProMO - BirThDay PArTy!
It’s the 20th anniversary for Hiveworld + Spieldurst, let’s celebrate!
When you reveal this card, each player chooses a Resource or Rubble 
card from their hand or play area and puts it in the middle.
Look at the cards and gift each player one of the cards.
Should someone have no Resource or Rubble card in their hand or 
play area, they pick one from their discard pile. If there is none either, 
they pick one from their draw pile and shuffle afterwards.
Not included, but available from your local retailer – while supplies last!

ORdeRlY
Remove two Rubble cards       from your hand and draw 
one card      .

SmOoTh-TAlKinG
When buying a Jewelry card     , ignore one type of required 
Resource       in its cost.

StROnG
Remove one Rubble card    from your hand, from an 
adjacent tile or your current tile. You may place the Rubble 
card on a tile up to three steps away (even if there’s a Dwarf 
on the tile). Then, draw a card.

WElL-pREpaREd
Use “Thwart Plans”    and immediately perform a   
basic action of your choice. This Trait can be used at       
any time and can’t be canceled with “Thwart Plans”.

AGilE
Use “Move”      up to 2x. You may move between two tiles 
even if they are not connected by two open shafts. You may 
move through tiles that contain Rubble       , as long as you 
do not end your movement on Rubble.

ClEVer
Use 4x “Draw a card”

INduStRIoUS
Use “Mine”      up to 2x. You may immediately remove each 
Rubble       card drawn with this Trait from the game instead 
of placing them on your discard pile.

INveNtIVe
 When you craft an Action card      at a workbench, you may
    take one additional Action card of your choice after
           the new one is revealed without paying its cost. 

You can use the Trait cards     for a game with more variation. Before the game begins, each player 
draws two Trait cards and chooses one of them. Unless stated otherwise, you may activate your Trait 
either at any point during your own turn or in another player’s endphase.
If the Trait includes regular actions, they can be canceled with “Thwart Plans”, unless otherwise 
specified. Once you use your Trait, its card is removed from the game.
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TraITs (VarIaNt)

InStaNt EVenTs
CAve-IN! 

When you reveal this card, place 1 Rubble card       each on the 
newly placed Mineshaft tile and on your current Mineshaft tile. 

FlOoDEd TunNEl!
You must discard all remaining cards in your hand. Then move 3 
times towards the Camp (shortest distance; in case of multiple 
equal­length paths you decide). If you do not reach the Camp this 
way, you can draw only 3 cards at the end of your turn. All Dwarves 
standing in your way, must discard 3 cards from their hand and 
follow you for your remaining moves.

MOnSteR!
What a scary lookin’ fella! Every player within three steps must 
discard three cards.


