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7 Peasant miniatures 1 The Void card

3 Cottage miniatures 36 Action cards

2 Knight miniatures 52 Movement cards
1 Troghammer miniature 25 Map tiles

1 Archer miniature 12.XKeeper cards

1 Flame Helmet mini \Z!XItem cards

1 Trogdor miniature 1 Rulebook

I
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Players: 1 to 6

Format: Cooperative Destruction
Playing Time: 30 Minutes
Difficulty: Moderate

Fun: Yes

Players take turns controlling Trogdor as he burninates the countryside and dodges
the wrath of his adversaries. To win the game, you must accomplish all of the
following:

Burwinate the couvx’fvgs'\o\e!
Burminate all the Peasants!

t the Hhotched-roo} (o’f’mqes!

Burninate all 0

In so doing, you shall bring joy and satisfaction to your fellow Keepers of Trogdor,
as well as the mysterious wingaling dragon hisself. But beware, for if Trogdor takes
too much damage before achieving victory, the players lose the game.

-and Trogdor RAGE GUITS which is almost s awesome s winwing!

If this sounds like fun, turn to page 3.

1| thi does not souvw\?ike fun, turn 1o page S16-




bl SETUP [ g

‘ 7
Below are all the game components and brief instructions for setting up. More details on
each component are given later.

1. TROGDOR 7. Movement Discard
2. Archer 8. Action Deck

3. Knights 9. Action Deck Discard
4. Cottage 10. Void

5. Peasant 11, Troghammer

6. Movement Deck 12. Flame Helmet

1. Place the map tiles unburninated side up in the 5x5 grid shown above.
More map examples are on page 14.

2. Place 3 Peasants, 2 Knights, and the Archer on the map. Place 3 Cottages
unburninated side up on the Cottage tiles. Ain't no PCASM{' like a ﬂﬂW\iV\q PMS&V\“
3. Place the Trog-Meter. Put the Troghammer, 4 Peasants, and Flame Helmet on it.

4. Set aside the 7 Troghammer cards for now, then shuffle the remaining
29 Action cards to form the Action Deck.

5. Shuffle the Movement cards to form the Movement Deck.
6. Place the Void. This [l card i§ where Peasants 90 to die.

7. Place the mighty Trogdor miniature on the center tile. Now you can play!




Before starting the first turn, give each player one Keeper,
one Item, and one Action card.

d
a

KEEPERS OF TROGDOR give
you a unique special ability, as
well as a sense of belonging.

le. Do

Your ro
Put on a robe and

Your Keeper an

Keeper powers are always active,
but are effective on your turn only
unless otherwise stated. Give each
player one randomly or let players
choose their favorites.

) OWK
el

out have

Y

Item combo
fake horns/ Annoy everyloooly!

Once
dumb voic

ITeEmMs oF THE KEEPERS OF TROGDOR give
you an additional special ability. Unlike the Keeper
abilities which are always active, item abilities must
be recharged before they can be used again. Unless
your item says otherwise, it can be used only once on
each of your turns and recharged only on your turn.
When you use your item, turn it sideways to show that
it can’t be used until it is recharged. To recharge the
item, you must satisfy the recharge condition on the
item on your turn, then you may turn the item back to
its original position.

Distribute these the same way as the Keepers.

TROGDOR AcTION CARDS
give you Action Points (AP) and
a special ability that you can
use for this turn. These special
abilities may break the rules as
you understand them, so do what
the card says over any other rule in
this book.

After playing it, discard that Action
card, and keep any others you have.
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Determine randomly who will go first. You can do this alphabetically by Keeper,
or by drawing straws, throwing darts, or pitching pennies.

You can also determine who goes first by longest nose hair,

brownest thoes, or coolest consonamt cluster in their name.
Your turn consists of two phases. In the first phase, you control Trogdor and wreak
havoc upon the lands. In the second phase, the lands fight back, and all the board
elements do their thing.

L PHASE ONE: TROGDOR’S ACTIONS

STeP 1: Draw AN AcTiON CARD

Start by drawing an Action card from the Action Deck and placing it
beside your current one. If it is a Troghammer card (See Troghammer
on page 10), then draw another Action card. If the Action Deck runs
out of cards, don't reshuffle it.

STEP 2: PLaY AN AcTioN CARD

Choose one of your two Action cards and play it, then discard it. If you don’t like
either of your Action cards, discard one to gain 5 AP with no special ability.

Step 3: Usk Your AcTioN PoINTS .
Spend an Action Point to Move, Chomp, Burrow, or Hide. 0Of BWV\IVM{'C,I

@ MOVE: Trogdor takes one step onto an adjacent tile.
Normally, Trogdor can only move North, South, East, or
West, and he can’t wrap around the edges of the board.

If Trogdor moves onto a Knight’s tile, Trogdor takes one
point of damage. (See Trogdor Takes Damage on page 11.)

@ CHOMP: Trogdor can gain health by chomping a Peasant who is on the same tile
as Trogdor. The Peasant goes onto the Trog-Meter.

@ BURROW: Trogdor can move from one Tunnel tile to the other
Tunnel tile.

¢ HIDE: Trogdor can hide on a Mountain tile to become impervious
to Knight and Archer damage in the next phase. Lay Trogdor
down for the rest of the turn to show that he is hiding.

@ PAss: Trogdor can give up Action Points he doesn’t nee‘ii(.)o\(.\ ‘\' ‘\'»\0\‘\' V\W\'W_“\ |
el Invisiole




BURNINATING

Trogdor can pend an Action Point 1o burninate an unburvinated Tile Cottage, or Peasant
on the tile where he s urrently standing,

BURNINATING A TiLE

Any wnburvinated tile can be burninated, except the Lake, which can't be burminated
wnless all adjacen’r tiles fo the North, Somrh, East, and West are burminated.
When a tile i burninated, fip it to ity burninated side.

BURNINATING A CoTTA4E
A (o’n‘nge an onl? be burninated i
l

itg own tile and a Surrounding tiles
includin Aiagomlly adjacen’r tiles, are
loumim?ed. lip the Cottage roof over
to ity burninated side.

LONG-RAN4E BURNINATION

Action cards that (et you burninate a tile other than
the ome where Trogdor i s’mndina] iqnore the usual
bumimﬁnq restrictions (Jor examp?e, the Lake tile
can be burninated regavles; of the condition of
ity neighbors). However, these cards apply

only 1o tiley (not Cotlages or Pea&anhf

unless they say otherwise.




BURNEVATINVATEIGANT

Tmé“ rca nh“'“‘”X‘ ‘éa eg ﬁmli é&‘ﬂ@u”v’ﬂ'k‘m Ol'qe, Ikﬁ%{
I

mngtab YMINA ed (o Pea&an wul immediately cafc h Ye an

around igniting things, but wil ’fken 40 info the Void/
BURNINATING A Tilthen a Peasant burninates,
A wnbod av’( PH( Wi bh| with ’g{ha Flame,{H‘ghmi e which

Y WnbunnaTe e A Joe DUrAInaTed, eRce ake whic
can't bd B ANAMBRRTANTARART qﬁJHE FRREMRNYouth,
East, and West are burninktedNOThSK RubFrmated, fiip the tile over

to WnMVth{l*deke Movement Deck and use the
movement path on the right (not the Peasant

BVMW/) WM&WM&M moves along that

A athychusningling mer i elangothe oy i
nll”&%ﬁ%‘o\m\ léts ?tmm 'Jﬁqf ona lly o\d)acem’r “
wETHEPELMM&EAMWv Ké run
ovduhtgtiths ms’nwm e Rty Bhe Pasones (iwwf&’fma}slw\s, and he

Survives/ (Tke flaniing Peasan doesn't ignite m\ wnburninated Lake tile

b’ﬁﬂﬁpﬁm !\]2'4 %m)m kl?m Myﬂwﬁ %th 4 k{hf'm?‘ek}lebwmm’res the tile, and

Zﬂl‘la [Ymmg& m raw aﬁmﬂﬁgﬁmzwmﬂmme 1
el W% p%&n+m%mmwan?ﬁm%m+bagwbea(

’rhe e% l"W o W Wﬁoﬂ\ tarted on the same tile. Turn amz

Wwinates! Thisis e s
subsequen’flg bwmm’feo\ Peasant on hls sw\e When the previous Peasant i dowe wit
hig Spree of burination, pop the other back up and crown him with the Flame Helmet.
Draw a dilferent movement path or each flaming Peasant, and

finish Aealmg with the first burninated Peasant be{ove the next

one ftarty ruing.

AFTER BURNINATING, wnless saved log the Lake,
a burninated Peasant goes 1o the Void.




L PHASE TWO: BOARD ACTIONS 71

The denizens of Peasantry will not go
down without a fight, and Trogdor would
have it no other way. In the second phase
of the turn, various board elements will
take automatic actions, as described by
a single card. If you controlled Trogdor
in Phase One, it is still your turn, so
all the rules in Phase Two apply to you.

STer 1: Draw A
MoveMENT CARD
To begin Phase Two,
draw a card from the
Movement Deck.

STEP &: SPAWN THE PEASANTS
Sometimes the board wants more Peasants.
Count the in the upper left corner of
the Movement card. If the board already
has at least this many Peasants, then it
is satisfied. If not, move Peasants from
the Trog-Meter to unburninated Cottages
until the board is satisfied.

Each unburninated Cottage on a tile
without a Peasant can spawn one Peasant.
Therefore, the number of unburninated
Cottages without Peasants on them is the
upper limit of Peasants that can be spawned
on a single turn. If multiple unburninated
Cottages can spawn a Peasant, you decide
which one spawns the new Peasant.

ing is diflerent Lyom damaael
SP‘:I:\ O?AY a{jevx’fs! (o page 11 ?

IMPORTANT

All enemies have “‘wraparound”’ movement,
which means that if they move off the
board, they return on the opposite side.

/FOR EXAMPLE:

Suppose two tiles have unburninated
Cottages and a third tile has a Peasant.
Here are the results of drawing cards
with various numbers of Peasants.

ZERO PEASANTS:

This card is satisfied, so no
new Peasants spawn.

ONE PEASANT:
This card is satisfied, so
no new Peasants spawn.

Two PeasanTs:

+ The board wants one more
Peasant. You decide where
it spawns.

THREE PEASANTS:

The board wants two more
Peasants. Each unburninated
Cottage produces one.

Four PEasanTs:

The board wants three more
Peasants, but only two can
spawn: one Peasant at each
unburninated Cottage.

—‘_




Every Peasant wants fo travel, and a

St 68 WG e s +W”§ WJ(/ ﬂ\ey all want to 40 in the
{ame direction. Weirdos.

The Peasants arrow in the lower left of the Movement card shows a
compass direction. Move all Peasants one step in that direction.

PeasaNTs REpAIR TILES: If the Peasants arrow says “Move & Repair,” then
the Peasants also unburninate any burninated tiles they stop on.

STeP 4: Move THE KNIGHTS
MOVE EXAMPLE:

| -~

The Knights (including the Troghammer, if he is in play) use the movement path
on the right side of the card. They all technically move at the same time, but move
them one at a time to keep it simple.

KniGHTS REPAIR COTTAGES: If a Knight starts on, moves through, or stops on a tile
with a burninated Cottage, the Knight repairs that Cottage to its unburninated state.

Yany!

KnigHTS DAMAGE TRroGDOR: If a Knight enters Trogdor’s tile, or vice versa,
Trogdor takes one point of damage. Move one Peasant from the Trog-Meter onto
the Void. If the Trog-Meter has no Peasants left when you try to remove a Peasant,
the damage defeats him. (See Trogdor Takes Damage on page 11.) TWi(EAo\V\q.,

If a Knight starts on the same tile as Trogdor, the damage was already done when
they met, so it doesn’t happen again.

If Trogdor is hiding or has some sort of damage prevention against Knights,
he takes no damage from the Knights.




STEP O: MOVE THE ARCHER

Next, the Archer moves and shoots, using the
same movement path as the Knights. The Archer
doesn’t damage Trogdor by entering his tile, but
instead fires arrows, forward and backward, in the
direction of the Archer’s last step. For example,
if the Archer’s last step is East, then the Archer
fires arrows East and West, and Trogdor takes one
point of damage if he’s in that path. The arrows’
path does not include the Archer’s tile.

If Trogdor is hiding or has some sort of damage prevention against the Archer,
he takes no damage from the Archer.

Step 6: END Your TURN When the Archer Shoof
The turn passes to the player on your left. eVEVybody ye” I%RROWED/”

b TROGHAMMER 1\

N\ THE TROGHAMMER is a third knight, way cooler looking than the
first two, who has the ability to move during BOTH phases of your turn. /1/4
The Troghammer cards should be removed from the 9 /6’/;( y
Action Deck at the start of the game. Shuffle them :
into the deck the FIRST TIME Trogdor takes damage
after getting hit by a Knight or Archer.

DrAWING A TROGHAMMER CARD:
If the Troghammer is not on the board yet when you
_ draw a Troghammer card, place him in the center tile
from the Trog-Meter. If the Troghammer is already
in play when you draw a Troghammer card, you move him. If you draw more than
one Troghammer card on the same turn, you move the Troghammer each time.

MoVING THE TROGHAMMER:

The Troghammer moves any time his card is drawn from the Action Deck and ALSO
whenever the other Knights do. To move the Troghammer, draw a card from the
Movement Deck and use its movement path, then ignore the rest of this card and discard it.

IF HE SPAWNS ON OR STOPS ON A TILE WITH A KNIGHT OR ARCHER, MOVE HIM AGAIN!

uie only b Troghammer carots




L TROGDOR TAKES DAMAGE 1
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Trogdor starts with four Peasants on his Trog-Meter, representing his health.
If Trogdor chomps a Peasant, he gains health! Move that Peasant from the board to
the Trog-Meter.

When Trogdor takes damage, move one Peasant from the Trog-Meter to the Void.
If the Troghammer cards are still set aside, shuffle them in. Losing a Peasant
when it spawns onto the board is not damage, so the effects that are triggered by
damage (such as shuffling the Troghammer cards into the deck) are not triggered
when a Peasant spawns.

g

If Trogdor’s health drops to zero, he’s not quite defeated, but if he takes another
point of damage while already at zero, then it’s over!

Flip the page o learn about Tvoqo\ov's final heroic ad.

’ ENDING THE GAME 1
— Fiery RAGE! .
The game can end either in triumph or Thbeet, That’s because even if he is
defeated, Trogdor gets one last chance to snatch victory from the jaws of defeat.

Trogdor’s Keepers are victorious if the following conditions are ever met at the
same time:

All 25 tiles are burninated,

All three Cottages are burninated,
No Peasants are on the board, and
Trogdor is not defeated.

Trogdor is defeated if he takes damage from a Knight or Archer when he is already
at zero health, or all players have no Action cards. Then the game is gy ll

Heating up! Fiery RAGEIIIII




, .
Trogdor s Fiery Rage!
Even in defeat; Trogdor rages out with maguilicent glory, laying waste

to every’fhinq he can before s’(ow\pimj of{ the board in [rustration.
Troggie doesn't lose gamey, he mge-qui’(s!

If Trogdor is defeated, draw five Movement cards for Trogdor, and

move him along those ive movement paths in order, burninating his

s’w’rinq tile and evevy’rkimg he fouches!

During his Spree of Liery rage, Trogdor gaing wraparound movement ag
he burninates Cottages, Peasants, and tileg jus’r by walking outo them.

EXAMPLE: ,

Cottages and the Lake do not have to qunli{y, and Peasants are erased

upon impact without bwnima’finq amy’(kim) elie. Heck, o are Knigh’fs.
(But the Archer lives!)

fhould Trogdor's Fiery Rage succeed in burninating all the tiles,
Cottages; and Peasants; you gain a total table-Hip victory, which is

more Spectacular than a reqular victory by a factor o‘;\’ren.
No matter the outcome, every qame should end with

everyone shouting a rousing NIT'S oVERI™ in wnison.
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CoTTAGE TILES: Cottage tiles contain Cottages.

Trogdor can burninate the tile like any other tile, but the
Cottage can’t be burninated unless every surrounding tile is
burninated, including diagonally adjacent tiles and the Cottage
tile itself. This requirement does not “wrap around,” so a
Cottage at the edge of the board is easier to burn than one in
the center.

If a tile next to a burninated Cottage becomes unburninated,
this doesn’t repair the Cottage, but it does make it harder to
re-ignite.

MOUNTAINS: Mountains give Trogdor the ability to hide. As
his last Action in a phase, Trogdor can hide in a Mountain and
become invulnerable to Knight and Archer damage for the rest
of the turn. Lay Trogdor down to show that he is hiding.

TUNNELS: Tunnels give Trogdor the ability to move from one
Tunnel to the other for one Action Point. (When designing
your own boards, place the Tunnels far apart!)

LAKE: The Lake is harder to burn than other tiles. Trogdor
cannot burninate the Lake unless all the tiles it shares an edge
with are burninated. This doesn’t include the diagonal tiles, so
it requires the burnination of up to four adjacent tiles (fewer if
it is on an edge).

The Lake can also prevent a Peasant from burninating to death.
It has this power whether or not the Lake itself is burninated.

FLowERs, FORESTS, STUMPS, AND TREES: These typically don’t do anything,
but some cards might refer to them.

EMPTY TILES: Some cards talk about “empty” tiles. These are tiles that contain
no pieces (Knights, Troghammer, Archer, Peasants, Cottages, and Trogdor).

ALL TILES RETAIN THEIR ABILITIES EVEN WHEN BURNINATED.




MAP EXAMPLES
=K

babies, play where the Lake tile
Easy F;:’rsusv:ivra?gd like all the rest.

NorMAL

once you've got the hang of the qame, make up your own

map§ for fun and profit! (fend all prolits to me.)




SOUNDBOARD & RULEBOOK

Enchance your gameplay with the official Trogdor Soundboard featuring music, sound effects, and
quotes. Works on all devices! And learn the rules with a whole mini-album of hilarious songs that
teach you how to play. Just head to: trogdorboardgame.homestarrunner.com
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GAME DESIGN: The Brothers Chaps and James Ernest

DEVELOPMENT AND EDITING: Mike Selinker, Chad Brown, and Aviva Schecterson
PRODUCER: Missy Palmer MINIATURE SCULPTOR: Rick Van Velsor
Box ART, KEEPER CARDS, AND TERRAIN TILES: Chris Schweizer

GRAPHIC DESIGN: Liz Spain and Skylar Woodies ADDITIONAL ARTWORK: Mike Chapman

KICKSTARTER THANKS: Everyone at Kickstarter! Anya Combs, Luke Crane, Trin Garritano. Everyone who
helped with the Kickstarter! Maya Coleman, Carol Monahan, Cassidy Werner, Lane Skye. Everyone who supported
the Kickstarter! Best fans in the world!!

SPECIAL THANKS: Our patient and supportive families, Pat Rothfuss, Cheapass Games, Greater Than
Games, Lay Waste Games, Lone Shark Games, Rooster Teeth, Jonathan Ritter, Tommy Maranges, Max
Temkin, Karlee Esmailli, Lucky Yates, Shane Steed, Sean Molley, Keith Richmond, Gaby Weidling, Jef
Sewell, Paul & Storm, Pen Ward, Henry Linnell, Daniel Charanis and everyone at 3d-printingtech.com for 3D
prototyping help, Allen Kim at Edwin Jarvis, Hugh Connelly, Panda Game Manufacturing, and Derek Guder
& Tom Croom at Gen Con.

PLAYTESTING THANKS: Cheapass Games, David Cornwell, Will & Charles, Kate Stark, Christopher Badell, Alex
Hirsch, Ryan North, Burnie Burns, Matt Hullum, Chris Schweizer, Maya Coleman, Brian Friedrich, David Kiker,
Jenny Ross, Rival Guy, Blue Island Gamers and Slackers Society, The Old Birch Tree, and everyone who played at

PAX East and Gen Con! .
‘ There. Rulebook fixed.
You're welcome. — §B

©2019 Harmless Junk, Inc. All rights reserved. No part of this product may be reproduced without specific permission.
Trogdor, Trogdor!! The Board Game, Trogdor the Burninator, and Strong Bad are trademarks of Harmless Junk, Inc.
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1. Draw aN AcTioN Carp. If you draw a Troghammer card, do what it
says, then draw another Action card.

L PHASE ONE: TROGDOR ACTIONS (PAGE 5) 1

2. PLay AN AcTioN CARD to gain Action Points (AP).

3. Use Your AP to perform actions. Move, Chomp, Burrow, or Hide. of BWNV\W\'@.

L PHASE TWO: BOARD ACTIONS (PAGE 8) 1
— _—

1. Draw A MoveMENT CARD. (page 8)

2. SeawN THE PEAsanTs. Count the number of ~ on the Movement
card. Place as many Peasants until there are at least that many on
the same tile as an unburninated Cottage. (page 8)

3. Move THE PeasanTs. All Peasants move one tile in the direction of
the arrow on the lower left of the Movement card. If it says to
repair, then the Peasant unburninates any tiles they stop on. (page 9)

4. Move THE KniGHTs. All Knights (including the Troghammer) move
using the Movement Path (page 9). If a Knight starts on, moves
through, or stops on a burninated Cottage, the Cottage is repaired.
If the Knight enters Trogdor’s tile, damage Trogdor. (page 11)

5. Move THE ARcHER. The Archer moves according to the
Movement Path. Then the Archer fires arrows
forward and backward in the direction of the
archer’s last step. If Trogdor is along the
same path (not including the Archer’s tile)
as the Archer, damage Trogdor. (page 10)

6. ENp Your TurN.




