(WitH GObLiNs> if you're a Goblin...

So what do you do on boring
afternoons? How about dumping
a clowder of yowling cats into a
den of embittered Owlbedillos and ~ payers
seeing who can wrangle the most? Herding Cats (with Goblins)
At the very least, it's a sound plan

Let the cat herding commence!
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12x Action cards

4x Goblin cards
12x Shards

Unique
Ability

Shuflle all the cards, then deal them out face up in a tight 4x4 grid.

Mark the four outside corners of the grid with a few coins or whatever
you have laying around. This defines the Arena.

All cards with a Shard Symbol are replaced with a matching Shard. Place
the Shard (Not Prone) as centred as possible in the space left behind by
the card.

Starting with the smallest, most annoying player and continuing

anti-clockwise, all players select a Goblin card and place it face up
in front of them. This card represents the player and the matching
Shard shows where they are in the Arena.

Set aside any remaining Goblin cards and
their matching Shards. You will not need
them in this game.

Shuffle all Action cards into a deck then
deal out 3 to each player. Place the rest
of the deck outside of the Arena, leaving
space for a face up discard pile.

Note: In a 4 player game there will be no
cards left to make a deck. That’s okay. You
will be able to make a deck from discarded
cards soon enough.

The first player to have at least 4 Points of Cats on their
Goblin card at the start of their turn or 3 cards tucked under
their Goblin card is the cat herding champion! The game
immediately ends and everyone else loses.

Short/Long Move Bash
Use any card to measure how far you can move

a Critter or Goblin. A Short Move uses the
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A Goblin being Bashed picks up all their Cat
Shards, shakes them in their hand, and then

Starting with the last player to chose a Goblin, players take turns in
clockwise order.

1) Get Readgr Phase

You may discard any number of cards then draw cards until you have
exactly three cards in hand.

Note: If the deck ever runs out, shuffle the discard pile to make a new
deck.

2) Herding Phase
Play a card from your hand and choose either a Short Move or a Long

Move. Make the move, use the Action directly under the move you
chose, then discard the card.

Note: This may even allow you to move again!

At any point during your turn you may also:

- Discard a card to flip your Shard from Prone to Not Prone.

- Once per turn you may discard a card to pick up a Cat you are Touching
or moved over during your move. Take the Cat out of the Arena and put it
on top of your Goblin card.

If this brings you above 4 points of Cats, tuck the discarded card under
your Goblin card.

3) Critter Chaos Phase

You may Short Move any two different Critters, (Critters are Cats and
Owlbedillos).

Instead of moving, a Prone Critter may instead be flipped Not Prone.

Owlbedillos Bash all Goblins and Critters they are Touching or moved
over during their move. This includes when they are moved during the
Herding Phase.

Team Games Variant (2v2)

It is also possible to play in teams of 2. Players 1 and 3 are a team,
and players 2 and 4 are a team. At the start of a player’s turn,
their team wins if they collectively hold at least 4 Points of cats.

Rush
Cards with Rush can be discarded to make an
Action outside of the normal sequence (further

short edge of the card and a Long Move uses
the long edge of the card.

Measure from outside edge to opposite outside
edge of the Shard. To be within a move the
distance between the two Shards must be less
than the designated length of the card.
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You may freely move over other Shards but
cannot finish a move on top of another Shard.

You must move in a straight line. You do not
need to move the full distance of the card
and you may pre-measure your move before
committing to it.

You may not move outside of the Arena.

drops them on the table.

All Cats that fall Prone are placed back in the
Arena a Short Move away from the Goblin
that dropped them, (the player whose turn it is
places the cat/s, which are placed Not Prone).
All other Cats are placed back on the Goblin
card.

If no Cats fall Prone (which is always the case
if a Goblin has no Cats), then the Goblin being
Bashed is flipped Prone.

If the Goblin is already Prone, then they
automatically lose all their Cats. If the Goblin is
Prone and has no Cats, then the player causing
the Bash may Short Move the Prone Goblin.

A Critter that is Bashed is flipped Prone. If it is
already Prone you may Short Move
it instead.

details are described on the card). Rush cards
cannot be used when Prone.
Note: Rush cards do not have an associated move.

Touching

Goblins and Critters are considered Touching
if there is contact between one Shard and
another. A single Shard may be Touching
several other Shards at once.

Note: Shards may never overlap each other.

Prone/Not Prone

All Shards have a Prone side and a
Not Prone side. All Shards start the
game Not Prone.

Shards that are Prone cannot do
anything until they become Not
Prone.

During the Herding Phase you may discard
a card to flip your Shard from Prone to Not
Prone.




