
 

The Goblin Revolution!

I don’t know about you, but I had enough! We Goblins are always treated poorly by every other race. We 
are seen as nothing more than dumb monsters, incapable of anything worthwhile. But they are all wrong, and 

now is our time to take back what’s rightfully ours. We have the strength and the will to conquered their 
territories and build our empire upon their ruins. Get ready, because this is the Goblin Revolution!

Overview 
In The Goblin Revolution! 1 to 4 players will try to create the biggest empire for their goblin 
clan, in games that typically last around 30 minutes. This is an engine building game, in which 
you have to manage only one resource, your Goblins! Goblins start as plain, and during the 
game you can train them into different types. You can then send them to conquer and exploit 
different territories, all in order to gain Fame. The territories have limited uses though, so your 
engine will constantly change and evolve. As soon as a player reaches 27 Fame they win!
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— 27 Villages

Conquer cost

Ability

Destruction track

Destruction bonus

— 24 Towns

Passive Ability

— 8 Camps - Scoring

Abilities

Extra Storage

— 60 cubes

— 27 Metropolis

Scoring Ability
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Setup 
1. Give to each player a set of Camp-Scoring cards, placing one card on the its Camp side, and the other on its 
Scoring side. Take and place one cube on the “0” spot of your Scoring card. 
2. Create a deck with each type of Territory. Place the 3 decks in the middle of the table and reveal 3 cards next 
to each deck, creating rows. 
3. Place next to the Territories all the cubes. This is the main supply. 
4. The youngest player will begin the game. They receive 1 Plain Goblin. The next player in clockwise order 
receives 2 Plain Goblins, the 3rd player 3 Plain Goblins and the 4th player 4 Plain Goblins.
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Gameplay  
This game isn’t broken down in rounds. Instead you will keep taking turns until a player reaches the “27” spot 
on their Scoring card. 

During your turn you can do up to 2 actions. The available actions are :  
   — Conquer: Take one new Territory from the available ones in the middle, paying its conquer cost. 
   — Scout: Draw 2 Territories from a single deck. You may conquer one or both of them, paying the conquer 
cost. 
   — Exploit: Use an ability from a Territory you have conquered or your Camp, paying its activation cost if any. 

You can do different actions or the same action twice, and you can do your actions in any order you wish. 

When Conquering a Territory, you must immediately pay the cost found in its top left corner, spending Goblins 
you already have. Place the Territory somewhere in your play area, and immediately refill the empty spot in the 
corresponding row. As soon as you Conquer a Territory, take a cube from the supply and place it in top most 
spot of the Destruction track.  

When Exploiting a conquered Territory, you must immediately pay the activation cost, spending Goblins you 
already have. The type of the Goblin is denoted by the spot it’s placed on. 
Important: When paying Goblins return the cubes to the supply, and when training new Goblins take the cubes 
from the supply. 
Important: You can always move Goblins from a Territory to another Territory, as long as their spots match. For 
example, you can move an Archer from a Territory to another Territory that has an empty Archer spot. 

Every time you Exploit a Territory, slide down the cube on its Destruction track. Each Territory has a limited 
number of uses and if reached, the Territory is destroyed and discarded at the end of your current turn. You 
can’t Exploit it any further and any Goblins still left on the Territory at the end of your turn will be lost. 
Territories also give you a small bonus when they are destroyed, that you can take at any point until the end of 
your turn. 

Towns have passive abilities. These abilities are triggered automatically, and you don’t spend actions in order to 
do them. But again, you must slide down the cube on their Destruction track every time they are triggered. 
They can be triggered multiple times during the same turn. 

After you Scout, place the Territories you didn’t conquer on the bottom of their corresponding deck.
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Example

2. You have also conquered this Village, and you can pay any trained 
Goblin to take a Thief and a plain Goblin. If you also pay an Archer 
you will train another Thief and a Mage, as well. So for your second 
action, you choose to give your two Archers and entirely fill the 
Territory with new Goblins. Now, you have to slide down the cube on 
the Destruction track, reaching the end. You immediately gain 1 
Fame, and at the end of your turn this Territory will be discarded.

3. This already conquered Town gives you a passive 
ability: every time you train a Mage you get a bonus 
Action. So slide down the cube on the Destruction track, 
again reaching the end, and gaining another 1 Fame.

4. So for your bonus action, you will send the two Thieves and 
one of your Leaders into this Metropolis, and gain 4 Fame. 
Again, slide down the cube on the Destruction track.

5. Lastly, you can move the plain Goblin from the 
destroyed Village to your Camp, before discarding the 
card. Unfortunately, you don’t have an empty spot 
for the Mage, so you have to discard him. Discard all  
of your destroyed Territories and end your turn.

1. It’s your turn and you have two actions. You already have 2 
Leaders and 3 plain Goblins. Your first action will be to train 2 
plain Goblins into Archers, through this Village. Now you have to 
slide down the cube on the Destruction track.
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Game End 
The game immediately ends when a player reaches 27 Fame on their scoring card.  

Congratulations, you win, having the most dominant Goblin clan!
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Glossary

: Give any Goblin with a white background to get an Archer and a plain Goblin. If 
you also give a Mage, you will get another Archer and a Warrior.

: Every time you get at least 1 Thief by an action or bonus, also get a 1 Warrior.

: Every time you get at least 1 plain Goblin by an action or bonus, also get 1 Mage.

: Every time you conquer a Metropolis, get 2 plain Goblins.

: Every time you destroy a Territory, get 1 Fame.

?

: plain Goblins, used mainly to conquer new Territories or to be trained.

: any Goblin with white background, meaning any Thief, Mage, Warrior or Archer Goblin.

: Thief

: Mage

: Warrior

: Archer

: Leader

: Give an Archer and a Thief to get 3 Fame. If you also give a Leader, you will get 2 extra 
Fame.

: Give a plain Goblin to either get a Thief or a Warrior.

: Give any 3 Goblin with a white background (Thief, Mage, Archer, Warrior).  
Get 3 Fame, and gain 2 extra Fame if all three Goblins are of a different type.

: Give 1 plain Goblin and move the cube on the Destruction track of another Territory, 
either one spot up or one spot down.

: Give any 3 Goblin with a white background (Thief, Mage, Archer, Warrior).  
Get 4 Fame, but lose 1 Fame for every Mage you gave.

    A : Get an extra Action.

: Give a Plain Goblin to get 1 Warrior. If you have another Action, you can spend 
it to also get another Warrior and a Mage.

Solo 
In the solo mode you will try to reach 27 Fame before the available Territories run out, and humans fight back!  
Setup the game as a normal multiplayer game, starting with 1 Plain Goblin. Then, discard 3 Territories from 
each deck. 
Play a normal multiplayer game. At the end of each of your turns discard the leftmost Territory from each row, 
slide all cards to the left and lastly refill each row. If you reach 27 Fame you immediately win, but if any of the 
decks run out before you reach 27 Fame you immediately lose. 
For an easier game, don’t discard any Territories before starting the game. And for a harder game, remove 6 
Territories from each deck, at the start of the game.


