
Note: Before proceeding with these instructions please read the PDF document ‘E-Z Instructions’ included with 
this model. A complete list of necessary materials is included in that document.
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1: The church assembles very similar to the other 
buildings. Glue the four wall sections together in a 
line and allow to dry.

2: Fold and glue into a box shape as shown above.

3: Insert the base through the top as shown and glue 
into place, applying pressure from above to ensure 
proper alignment with the bottom of the walls.

4: Allow to fully dry before proceeding, making sure 
all tabs are securely glued.



5: Cut and score the roof pieces as shown. 6: Glue one of the roof sections to the roof center 
section as shown. Make sure you fold the center piece 
before gluing the roof side sections. Also edge the pe-
rimeter of the roof with a gray or black marker where 
it will overhang the building.

7: Glue the other roof section and set aside to dry. 8: Glue the roof to the finished main building.



9: The tower assembles just like the main church 
building. Cut and score as shown above.

10: Glue the four wall sections together in a line and 
allow to dry.

11: Insert the bottom through the completed wall as-
sembly and glue in place.

12: The tower roof assembles in several easy steps. 
Cut, score and fold the four sections first.



13: Glue the peak sections as shown along the UP-
PER tabs and allow to dry.

14: Complete to two pairs as shown above instead of 
gluing all four sections together.

15: Glue these two sections together along their upper 
tabs only and set aside to dry.

16: Glue the lower four tabs and allow to dry. When 
this is done insert the base section as shown.



17: All of the generic buildings build in the same 
manner. Glue four wall sections into a strip.

18: Fold into a square and glue the wall ends together.

19: Flip upside down and insert the upper floor (the piece with the wood planks) 
into the wall assembly. Press against a flat surface to make sure the piece is flush 
with the side walls to ensure proper alignment when stacking levels.

20: When gluing the bottom (plain white piece) into place it helps to glue a single 
flap first, ensuring proper alignment.

21: When the first flap is fully dry flip closed and glue the remaining three tabs.



22: After cutting the roof base piece out, insert 
the alignment tabs through the four square open-
ings in the corners as shown.

23: Select the peak style you want for your 
building (and if it is to be a short or tall peak) 
and glue the end sections to the base piece. 
Glue the supporting brace to the upper portion 
as shown.

24: Before gluing the roof in place, edge the bottom 
(shown in yellow above) with a brown, gray or black 
marker. Glue to the completed base assembly.



25: Fold the alignment posts into tubes and then insert and 
glue into the bottom of the completed upper floor assem-
blies as shown.

26: Cut and score the ground level corner post as shown. 
Glue the bottom two squares so they fully overlap each 
other and allow to dry. Finally, glue the inner corner sec-
tion to the main outer piece as shown.

27: Glue to the ground level tile from below as shown.



28: You can now mix and match ground floors, 
lower levels, multiple upper levels and various 
roofs as required. When you lay out your streets 
and neighborhoods you might want to glue or use 
double sided tape to attach the ground level tile to 
the outdoor ground tiles to prevent shifting during 
play.



29: Cut and score the three dormer pieces as shown.
Glue the side and front piece together and set aside 
to dry. Glue the roof section (remembering to edge 
the bottom edge with a marker as shown in yellow 
to the left) to the bottom two dormer pieces.

30: The chimneys are basic box assemblies. Make 
sure you choose the appropriate one for the style of 
roof you are using (high or low peak.)
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Ready for more 4E adventures? 
Goodman Games is your source! 

Look for these 4E titles at your local game store.

MASTER DUNGEONS M1: 
DRAGORA’S DUNGEON

Some explorers perish in pit traps while 
others found fiefdoms. What sets them 
apart? Master dungeons: heroes are chiseled 
from the challenges they face, and those 
who conquer master dungeons rise to be 
kings. This challenging level 1 adventure 
sends the heroes against the legacy of the 
fabled sorcerer-kings of Parhok. 

HERO’S HANDBOOK: 
DRAGONBORN

“Do not fear death, only the shame of 
defeat.” Born of dragons and steeped in war, 
the greatest warriors have always been the 
dragonborn. Herein, players and DMs alike 
will learn the secrets of the warrior-kings, 
the sinister plots of the Cult of Apophis, 
the mysteries of the Forbidden City, and 
the siren song of long-lost homelands. 
Heroes’ Handbook: Dragonborn is the 
essential dragonborn player’s resource.

DUNGEON CRAWL CLASSICS #54: 
FORGES OF THE MOUNTAIN KING

The DCC line continues in 4E! This level 1 
adventure sends you and your companions 
to explore a forgotten mountain citadel 
and its fabled dwarven horde. Within the 
moldering halls lurk ancient death traps, 
armies of cruel goblins, gnolls and worse, 
and a cursed treasure doomed to bring ruin 
upon any that dare to explore it.

DUNGEON DENIZENS
Tired of facing the same old kobolds? 
Blackdirge’s Dungeon Denizens takes the 
very best original monsters from the pages of 
over 55 Dungeon Crawl Classics adventures, 
converts them to 4th edition, and compiles 
them in one volume. More than 100 
monstrous foes from levels 1 to 30!

www.goodman-games.com

CHARACTER CODEX
Record your rise from apprentice to 
archmage with this character codex! 
Extremely useful for characters of any class, 
this book provides a record of your character 
that can expand as your character does. 


