Troll Treasures

A game by Jason Newell, for 1-4 players

A band of Elven adventurers have got it into their heads to have a competition, to see who is the most talented Treasure Hunter of the lot. To this end, they decide to infiltrate the nearby troll caves, known for the ample treasures within, and filch the treasures.

Completely unaware of the competition, the trolls are obviously surprised by the band of elven intruders swanning about in their caves, and understandably they are a little miffed.

It is a race against time to amass enough treasure and get out before the trolls clobber you into oblivion!

Components

1 playing piece and stat card for each elf

1 playing piece and stat card for each troll

1D8

49 wound tokens

24 arrow tokens

24 mana tokens

6 wall pieces

2 magic door pieces

3 sorcerer markers

3 quiver of arrows marker

3 magic potion markers

The Search Deck

The Board (The board should consist of at least 10 irregular sized rooms, a minimum of 4x4 spaces, connected by corridors 1 space wide. Eight of the rooms have a number in them, 1-8, in the centre space of the room, or in a space as near to it as possible. On each board edge there should be an entrance/exit that does not have a clear line of sight to a room. Each space should ideally be 1”x1”)

Object
To be the first player to find five treasures and get out before the trolls pummel you into a pulp.

Set Up

Each player chooses one of the four elven adventurers: Tanlya, Argis, Lightfingers or Zephyr. They take their elf’s stat card, 6 arrow, wound and magic tokens, and put their playing piece at one of the entrances of the board. Then players roll a D8 for each troll, placing them on the number in the rolled room, and take it in turns to place the wall pieces. A wall piece cannot be placed so that it blocks a player’s path into a room at the start of the game. Players then roll to determine who goes first (whoever rolls the highest).

The Turn

Each player takes it in turn to move their elf and make their actions, going clockwise around the board. After each player has had a turn, it becomes the Trolls’ turn. Once the trolls have acted, then the turn goes back to the first player, and so on.

Each elf has a stat card, which lists their different statistics:

Wounds: How much damage the elf can take before its player is out of the game.

Arrows: How many times an elf can shoot its bow

Mana: How many times an elf can use its magic

Speed: How many spaces an elf may move in its turn

Magic: What an elf needs to roll equal to or over to use magic

Bow: What an elf needs to roll equal to or over to fire its bow

Find: What an elf needs to roll equal to or over to successfully search a room

An Elf may move any number of spaces in its turn up to its Speed rating. It may fire its bow or use its magic at any point in its move. Searching is the last thing an elf does in its turn. Wall pieces cannot be moved through. You cannot move through a space occupied by a troll or another elf.

Firing a Bow

An elf can shoot its bow at any troll it can draw a clear line of sight to. Corners block line of sight. The bow cannot be used if the elf is in a space adjacent to a troll. The player rolls the dice. If the score is equal or greater than their Bow rating, then they hit the troll, who discards a wound token. If they roll lower, then they have missed. Either way, that player must discard an arrow token. If a player has no arrow tokens, then they cannot use the bow.

Using Magic

Magic can be used in two ways: stunning a troll, or moving a wall piece.

Stunning a troll: An elf can use its magic on any troll it can draw a clear line of sight to. Corners block line of sight. The player rolls the dice. If the score is equal or greater than their Magic rating, then they hit the troll, who is stunned (taking no action in the next troll phase). If they roll lower, then nothing happens. Either way, that player must discard a mana token. 

Moving a wall piece: If the player’s elf is adjacent to a wall piece they can use magic to move it. The player rolls the dice. If the score is equal or greater than their Magic rating, then they can move the wall piece to any other viable space. If they roll lower, then nothing happens. Either way, that player must discard a mana token.

If a player has no mana tokens, then they cannot use magic.

Searching

At the end of their move, an elf may search. Searching can only be done if the elf ends its move in a room, not a corridor, and if there is no troll in a line of sight. An elf cannot search the same room twice in a row, whether they find something or not.

The player rolls the dice. If the score is equal or greater than their Find rating, then they draw a card from the search deck. If it is a treasure card, add it to your stack. Otherwise, do what the card says, discarding it afterwards. If there are no cards left in the search deck, reshuffle and re-use the discard pile. If they roll lower, then nothing happens.

Once an elf has five treasure cards, they must try to escape by moving to the entrance space they started in.

The Troll Phase

Once every player has had a turn, it becomes the troll phase. The trolls act in this turn order: Grall, Tibor, Vries, Brion.

Each troll has a stat card which lists their different statistics:

Wounds: How many wounds a troll can take before being removed from the game

Thump: What a troll needs to roll equal to or over to hit an elf

Brains: What a troll needs to roll equal to or over to pass a stupidity test

Speed: How many spaces a troll can move in their turn

At the beginning of their turn, a troll must make a stupidity test. If they can draw a line of sight to an elf, then they DO NOT take a test, they instead move towards that elf by the most direct route. If there is more than one, then the troll moves towards the closest. If there is more than one the same distance away, then determine randomly which one the troll will move towards.

Roll a dice for the troll. If the score is equal or greater than their Brains rating, then they move towards the nearest elf. If there is more than one the same distance away, then determine randomly which one the troll will move towards. If they roll less, then roll on the Stupidity Table:

1-2: 
Move troll away from nearest elf

3-5: 
Dawdle: troll does nothing this turn

6-7: 
Move troll towards the nearest elf at half their speed, rounding down.

8: 
Uses Tunnels: The troll gets bored and uses their secret tunnels. Roll the dice and place the troll in the space rolled.

If a troll lands in a space adjacent to an elf, at any time, then they will try to thump that elf. If they land next to more than one elf, then they try to thump both of them. Roll once for each elf they are trying to thump. If the score is equal or greater than their Thump rating, then they hit the elf, who must discard 1 wound token and 1 treasure card, if they have any. If they roll lower, then nothing happens.

Once every troll has had a turn, it goes back to the elves turns.

Moving Wall Pieces

Wall pieces are moved by using magic, if they are hit by the mine cart, or by drawing a Move Wall card. A wall piece can be moved to ay space so long as there is a wall on either side of the wall piece. Basically, this means that wall pieces cannot be placed in rooms, intersections or corners.

Magic Doors

At a cost of 1 movement, an elf may move on to a magic door and move instantly to the other magic door. An elf cannot end its movement on a magic door.

Trolls will not use the magic door, as they are scared of it/too dumb to use it.

If the Magic Door card is redrawn, then that player may move the doors to different locations.

Mine Cart

Any troll hit by an elf in the mine cart loses 1 wound. Elves are unaffected by being hit by the cart as they are nimble enough to jump out of the way. The mine cart can move through wall pieces, which are replaced as the player chooses. The mine cart cannot go through the magic door.

Sorcerers, Magic Potions and Quivers of Arrows

If an elf draws a Sorcerer, Magic Potion or Quiver of Arrows card, but has a full supply of the specific token, then place a Sorcerer, Magic Potion or Quiver of Arrows marker in a space adjacent to that elf. Any player who lands on that space can replenish their supply as if they had drawn the appropriate card. Discard the token if this happens.

Elf Stats

	Elf
	Wounds
	Arrows
	Mana
	Speed
	Bow
	Magic
	Find

	Tanlya
	6
	6
	6
	6
	4
	6
	5

	Argis
	6
	6
	6
	6
	6
	4
	5

	Lightfingers
	6
	6
	6
	6
	5
	5
	4

	Zephyr
	6
	6
	6
	8
	5
	5
	5


Troll Stats

	Troll
	Wounds
	Thump
	Brains
	Speed

	Grall
	6
	4
	6
	5

	Tibor
	6
	5
	5
	6

	Vries
	7
	5
	5
	5

	Brion
	6
	6
	4
	5


Search Deck

	Card
	#
	Text
	Rules

	Move Wall
	6
	There is a rumble as the walls shift
	Take one wall piece and place it where you wish

	Nothing!
	5
	You find nothing
	-

	Trap!
	4
	You have set off one of the troll’s traps!
	Make a Find test. If you fail, lose 2 wounds. If you succeed, keep this card. If a troll tries to thump you, play this card. The troll does not thump this turn, in addition the troll loses 2 wounds and becomes stunned

	Magic Potion
	3
	You find an old bottle full of magic potion
	Restore your wounds to its starting amount

	Quiver of Arrows
	3
	You find a quiver full of arrows
	Restore your arrows to its starting amount

	Sorcerer
	3
	You stumble across an old sorcerer in the caves
	Restore your mana to its starting amount

	Move Troll
	2
	You manage to distract a troll with a thrown rock
	Move a single troll up to its full movement any way you like

	Trapdoor
	2
	You find a small compartment for trollish possessions
	Draw 2 more cards

	Mine Cart
	1
	You fall into a rickety old mine cart which flies off in a bumpy ride around the mine
	Roll the dice three times. You must move that many spaces in any direction, ignoring obstacles.

	Magic Door
	1
	You come across a doorway that glows with magic
	Take a magic door piece and place it adjacent to you. Place the other piece anywhere on the board. By moving on one door, you get transported to the other.

	Treasure
	1
	You find a solid gold statue
	

	Treasure
	1
	You find a gold crown with a large ruby in the front
	

	Treasure
	1
	You find a silver sceptre with a mounted ruby
	

	Treasure
	1
	You find a bunch of toadstools that glow with magic
	

	Treasure
	1
	You find a large sparkling gem
	

	Treasure
	1
	You find a large silver urn
	

	Treasure
	1
	You find a gold and silver armlet
	

	Treasure
	1
	You find a masterfully crafted sword
	

	Treasure
	1
	You find a beautiful golden goblet
	

	Treasure
	1
	You find a gold necklace encrusted with gemstones
	

	Treasure
	1
	You find a golden bowl
	

	Treasure
	1
	You find a bag full of gold
	

	Treasure
	1
	You find a gem studded ring
	

	Treasure
	1
	You find an engraved silver harp
	

	Treasure
	1
	You find a solid gold candelabra 
	

	Treasure
	1
	You find a column of sparkling green crystal
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