
Introduction-
Wake up your goblins and work to build the most impressive civilization in the scrap heap! Get
bored and blow up everyone else's hard work!

Setup-
To play this game you will need:
-4 players
-A printed copy of the board
-2 6-sided dice for each player.
-Erasable writing implements
Draw the numbers 1, 2, 3, and 4 in the corners of the board. These will be the Town Halls for
each player. Then, after turn order is determined, each player is assigned a number based on
turn order. The first player is 1, and the last player is 4.
Once each player has a number, they are distributed 2 dice and the game may begin.

Objective-
To win Goblin Problem, you must gain 20 points! This is done by constructing buildings to mark
your territory and show your superiority.

Overview-
Each player's turn is made up of 3 phases:
-Roll Phase: Determine how many Goblins you have to use on your turn.
-Build Phase: Spend Goblins to use buildings and perform other actions.
-Upkeep Phase: Tally number of points that you have.

How to play-
At the start of each player's turn, they start their Roll Phase and roll their two dice. The number
they have is the number of Goblins that player has for that turn.

Most of the action in the game happens during the Building Phase. During this phase, players
can spend Goblins to build Buildings or take Actions. Buildings have a predetermined shape, of
which there are three:

-Small: Building only takes up one tile.



-Long: Building takes 2 cardinally adjacent tiles.

L: Building takes a center tile and two adjacent tiles: one vertical and one horizontal.

Buildings can be built at any 90 degree rotation, but cannot be built outside of the grid or on top
of other buildings, and must be adjacent to another building you own. To build a building, draw
the symbol in a square and your number somewhere on that square to denote ownership. Then
denote any connected tiles that the building also occupies, in the case of Long or L shaped
buildings.



Above is a diagram displaying valid building placements for player 4.

A list of buildings is as follows:

Town Hall: Small, cannot be built, gives no points.
This building cannot be targeted by Bombardments. It represents the starting point of each
player.

Fire: Small, cannot be built, gives no Points.
Fire has no owner.

Statue: Small, Costs 4 Goblins, gives 3 Points.
This building has no special properties.

Scaffold: Small, Costs 1 Goblin, gives no Points.



At the start of your turn, before the roll phase, any scaffolding you own vanishes.

Target: Small, Costs 3 Goblins, gives no Points.
If a player would use Bombardment on any square adjacent to a target and not occupied by
another target, that player must use it on the square occupied by the target instead.

Catapult: Long, Costs 5 Goblins, gives 3 Points.
Allows players to use Bombardment.

Alarm Bell: Long, Costs 5 Goblins, gives 3 Points.
During the roll phase, you may reroll one die for each Alarm Bell you own.

Feasting Hall: L Shaped, Costs 7 Goblins, gives 3 Points.
At the start of your turn, after your roll phase, you gain 3 Goblins.

Command Center: L shaped, Costs 7 Goblins, gives 3 Points.
Whenever you use Bombard, add 1 Permanent Point for each fire created by that
Bombardment.

Spy: Small, Costs 4 Goblins, gives no Points.
This building can be built on tiles that are not adjacent to buildings you own. Any building
adjacent to a Spy gives no points and does not have any special properties.
At the start of your turn, before the roll phase, any spies you own vanish.



Bonfire: Small, Costs 2 Goblins, gives 2 Points.
This building can only be built on top of fire that is adjacent to a building you own. Doing so
converts the fire into a Bonfire owned by you.

In addition, a player can do several Actions on their turn:

Extinguish Fire: Costs 1 Goblin.
Destroys a fire tile.

Bombard: Costs 2 Goblins.
The player picks a square occupied by a building with any shape besides L. For 1 extra Goblin
they may pick an L shaped building instead. After they do this the building is destroyed, and all
squares associated with the building on that square are converted into fire.

An example of Bombardment being used. It is used on the tile marked by a red X.

After the player elects to end their Build Phase, they enter the Upkeep Phase. During this
phase, they set the number of goblins they have to zero, then they tally up their number of
points. To do so, they add up the number of Points each building they have constructed grants
and then add any permanent points they might have gained.



Victory Conditions-

If a player has 20 Points at the end of their Upkeep Phase, they win the game!




