Hunt The Wumpus

A board game for 2-4 players

Components:

Play Deck

49 terrain squares (10 Clear, 10 Forest, 10 Swamp, 10 Rocky, 5 Lair, 4 Camps of red, green, yellow and blue.)

A playing piece for each Hunter in green, red, blue and yellow

A playing Piece for the Wumpus

1D6

Set Up

The terrain pieces are set up in a 7x7 square, with one lair in the centre, a camp in each corner, and the remaining pieces set up randomly.

The Wumpus is set up in the central Lair.

Each player chooses one of the hunters and places them in the corresponding camp.

Roll 1d6 to determine who goes first in the hunt phase, play proceeding clockwise around the board.

Decide which board edge is North

Each player draws 5 cards

The aim of the game is to kill the Wumpus whilst trying to stop the other players from doing so

Rules

The game is divided into 3 phases:

Wumpus Phase

Hunt Phase

Reconcile Phase

Wumpus Phase

Roll 1d6 and refer to the Wumpus Movement table:

1: Move 1 space North

2: Move 1 space East

3: Move 1 space South

4: Move 1 space West

5: Wumpus does nothing this turn

6: Wumpus moves immediately to the nearest Lair space

If the Wumpus ends its move on the same space as a hunter, then that hunter is attacked. They must discard all cards in their hand and move immediately to their respective Camp. A hunter’s hand size is reduced by 1 each time that they are attacked by the Wumpus. If their hand size reaches zero, they are out of the game. If all other players are removed from the game in this manner, then the remaining player wins.

If more than one player is in the space The Wumpus moves to, then they all suffer the attack.

A Wumpus cannot enter a Camp space nor can they leave the board. If the Wumpus is unable to move in a certain direction, then it moves in the next clockwise compass direction.

The Wumpus cannot move diagonally.

Hunt Phase

Each player performs their actions in turn order.

Each Hunter may move 1 space per turn in any direction. Hunters may not leave the board.

If a Hunter ends its turn on the same space as the Wumpus, they may try to kill it. They may play any number of attack cards from their hand. All other players, clockwise around the board, take turns to play any number of evade cards. Calculate the total values for attack and evade. Each hunter has a bonus when using a particular attack. Each type of evade card has a bonus in a particular terrain. All evade cards count double in a Lair space.

If the Evade total is higher, the Wumpus retreats to the nearest unoccupied lair, and the hunter suffers as if they were attacked by the Wumpus.

If the Attack total was higher, then the Wumpus is killed and the killing player wins.

Reconcile Phase

Each player in turn order may discard 1 card from their hand and draw up to their full hand.

Starting hand size is 5, minus 1 for each time they have been attacked by the Wumpus.

If a hunter is on a Camp space, then they may discard and redraw their entire hand.

Hunters

Ulf (Red): +1 to the value of Traps and Snares cards played by this hunter

Bear Claw (Blue): +1 to the value of Bow cards played by this hunter

Actaeon (Yellow): +1 to the value of Net cards played by this hunter

Ningawe (Green): +1 to the value of Spear cards played by this hunter

Cards

	Card
	#
	Description

	Attack: Bow
	4
	Attack Value: 1

	Attack: Nets
	4
	Attack Value: 1

	Attack: Spear
	4
	Attack Value: 1

	Attack: Traps and Snares
	4
	Attack Value: 1

	Evade: Run
	4
	Evade Value: 1 (+1 in Clear terrain)

	Evade: Submerge
	4
	Evade Value: 1 (+1 in Swamp terrain)

	Evade: Camouflage
	4
	Evade Value: 1 (+1 in Forest terrain)

	Evade: Cover
	4
	Evade Value: 1 (+1 in Rocky terrain)

	Ambush
	2
	Play after you move your Hunter. They may move another 2 spaces

	Scent in the Air
	2
	Play before the Wumpus’ movement is rolled. Move Wumpus 2 spaces in any direction, obeying normal move restrictions, instead of rolling.

	Retreat
	2
	Move target player to their respective camp. May be played before or after movement. Alternately, a player may use this card to avoid the Wumpus’ attack. Play when you are attacked, but only retreat to your camp, do not discard your hand or reduce your hand size.

	Hazards
	2
	Play before target player acts. Target player may not act this turn and does not draw during the Reconcile Phase.
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