
 

 

 

Northern Lights:  
The Unofficial Board Game for the St Hilda’s 2020 

Garden Party by Madeleine Perham 
 

2+ players 

‘Lyra and her 
daemon turned 
away from the 

world they 
were born in, 
and walked 
into the sky’ 

 
FINISH 

 

You found an 
armoured bear 

(Iorek) to join your 
team! Move two 
spaces to start 

searching for the 
children 

You’ve been 
kidnapped and 

brought to 
Bolvangar, where 
the stolen children 

are kept!   

The Gyptians 
found a cowboy 

with a hot air 
balloon. Your 
bear is better 

You’ve found 
Roger! Move 

three spaces to 
escape with the 
other children 

The kidnappers try 
to separate you and 
Pan! Mrs Coulter 
saves you. Miss a 
turn while you 

recover 

While travelling 
north, you fall 

out of the hot air 
balloon!   

You’re captured by 
enemy polar bears 
and taken to their 

new king. Go back 
to your last 
kidnapping 

You persuade the 
new bear king to 
fight Iorek. Roll 
again; if you get 

4+ move forwards 
one space; if you 
get 1-3 go back 

Iorek wins! You’ve 
restored him to his 
throne and made a 

lifelong friend 

You’ve found Lord Asriel, but he’s not 
happy to see you – he says if you separate a 

child and their daemon, it causes an 
explosion of Dust so big it makes a hole in 
the universe! And who knows what’s on the 

other side …    

You escape with the 
other children while 

the Gyptians 
destroy Bolvangar! 

Move one space in 
celebration 

Lord Asriel stops 
you saving Roger, 

and with the 
explosion he makes 
a bridge to another 
world! If you follow 
him you’ll find out 
what Dust is and 
stop his next plan  

Mrs Coulter’s 
working with the 

evil Magisterium to 
track you down! 

Miss a turn while 
hiding    

Lord Asriel’s 
betrayed you and 

stolen Roger for his 
experiment! Go 

back to the 
beginning   



 

 

 

START 
 

Jordan College, 
Oxford  

The mysterious 
Mrs Coulter asks 

you to be her 
personal 

assistant. Move 
three spaces to 

London! 

Someone’s 
kidnapping 
children in 

Oxford – best be 
careful 

Your best friend 
Roger’s been 

kidnapped! Miss 
a turn to look 

for him 

Jordan College gives 
you an aleithometer, 

a device that tells 
you the truth. You 

have to hide it from 
Mrs Coulter though 

Rules: 
 

The youngest 
player starts 
 
Start in the 
bottom right 
corner 
(Oxford) 
 
Roll one die 
to travel 
across the 
board 
 
Two or more 
players can 
be on the 
same space. 
 
Play until 
each player 
has travelled 
out of Lyra’s 
world! 
 

Save your uncle 
Lord Asriel from 

poison! Move 
two spaces for 
more mysteries 

Lord Asriel’s 
investigating 

‘Dust’ – what’s 
that?  

Win a fight 
against the 

Gyptian kids 
from the river!   

Mrs Coulter’s in 
charge of the 

kidnappers! Fall 
back two spaces 

in surprise 

You’re lost in 
London! Miss a 
turn looking for 
somewhere to 

stay 

You found the 
Gyptians! Move 

four spaces to the 
Arctic to find the 

lost children 

Lord Asriel and Mrs 
Coulter are your 

parents! No wonder 
Mrs Coulter’s so 

keen to find you … 

London is 
amazing, and Mrs 
Coulter’s full of 
brilliant stories 

 


