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Of Monsters and men 
 

Introduction 

 During the time of the Romans monsters and gods shared the world of men. As time 
went by men cleared the ancient forests and created great cities. Men continue to grow in 
numbers while the mythical creatures of the forest, meadow, mountain and stream slowly 
dwindle to extinction. 

 You are one of the mythical races of ancient Europe, and must somehow survive the 
uprising of mankind. If you can eek out an existence until the land is covered with men then 
you have succeeded in your task. 

Govern the fate of one of the following mythical creatures: 

The Trolls: huge, lumbering creatures who turn to stone in sunlight. Trolls are 
recorded in Nordic and Slavic myth. They are often cruel and callous creatures who 
prefer to be as far away from noise and trouble as possible. 

The Vampires: slim, pale skinned, blood sucking creatures who were once men. They 
prey on men for their survival and live best in their cities. If a man survives being bitten 
by a Vampire they themselves become a creature of the night. Tales of these blood 
suckers can be heard in Romania or even as far away as New Zealand. 

The Dwarves: short, stubby and strong, the Dwarves are said to love the dark 
caverns and tunnels of the Earth. Thus they prefer the mountains where they can dig 
deep for gold which they love. It is said the Swiss struck up a friendship with the 
Dwarves long ago, which has lead to their immense wealth. The Norse too had 
dealings with Dwarves of old. 

The Goblins: scrawny, dirty and slimy creatures of the night. The Goblins are the 
evil brothers of the Dwarves. They love to mine deep for gold and previous 
things too. They also love to trick and capture humans within their devious plans. 
The Germans have complained of the curse of Goblins for centuries. 

The Werewolves: half man, half wolf the Werewolves are a breed of men apart. Their 
bite can turn a man mad, turning them into a beast on the full moon. The Greeks first 
wrote of Werewolves in their time, while in 18th century France there were still 
reports of the blight of the Werewolf kind. 
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The Gnomes: tiny, wise little men who have been known to befriend the odd human. 
The Gnomes prefer the field and heather as their abode, but have been known to live in 
human barns or houses too. The people of modern day Holland and Denmark still 
report the odd sighting of these chirpy little fellows.  

The Pixies: diminutive, blue men with pointy ears and a sharp wit, the Pixies once 
covered much of old Europe, but now prefer the highlands and dells of the mountains 
deep. Their new homes are said to be in the highlands of Scotland and the depths of 
Devon and Cornwall, England. 

The Elves: tall, thin men of the wood. The green Elf is a powerful user of magic and has 
been known to vanish away into mist. There was once a strong presence of Elvish kind 
in all the woods of the world. The dark woods of Sweden and Germany are said to be 
under their magic still. 

The Giants: huge, lumbering men of the hill and dale. The Giants are an off-shoot of 
men, but were shunned by them and driven into the hills. They aren’t the brightest of 
all creatures, but are easily angered, lashing out with little rhyme or reason. It is said 
that many Giants found refuge in the hills of Wales and deep in central Europe. 

The Fairies: these tiny winged beauties used to live close to every stream and lake in 
the land. There are many tales of the trickster fairy kidnapping a youth and whisking 
them away to Fairyland (or Faerie as it was known). Thus they can still move 
between the land of living and the land of shadow, even today. 

The Game 

Of Monsters and Men takes an average of 2 hours to play and can be accommodate 1 
to 10 players (although I’d recommend 3-6 players as preferable). It is a simple game of 
survival. If any of your creatures are alive at the end of the game you have won.  

You see men and monsters don’t usually get on. In the eyes of a mythical beast, men are 
loud, smelly, rude and ignorant of what life is really about. So where men are, monsters 
usually flee from. Monsters on the whole get on with other monsters, so the quiet, remote 
places of the world can get crowded! 

Men don’t like monsters, they fear what they don’t understand and destroying them where-
ever they find them. If men make it to a location where monsters live then the monsters will 
surely perish. 

Luckily each race of monster has a special ability that can help it to survive and they do 
especially well in certain types of terrain. 

The game is based on an old map of Europe from Roman times with crude names referring 
to locations where either a man or monster counters can be placed. In some cases more than 
one man or monster may coexist: such as if the location is the favourite type of terrain for 
that monster; or if there is a city (in clear land) on that location for men; or if the monster has 
the special ability of coexisting with men by some means or other.
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Each monster has two possible starting locations to choose from, their favourite type of 
terrain and a special ability. This is summarised in the chart below: 

Start 
Order Race Start Locations Favourite  

Terrain 
Special A 
bility 

1 Fairies Hibernia, Sicilia Downland Hide 
2 Giants Wallia, Lugia Deep Forest Kill 
3 Elves Suionia, Hermunduria Deep Forest Teleport 
4 Pixies Caledonia, Britannica Mountain Magic 
5 Gnomes Belgica, Anglia Downland Befriend 
6 Werewolves Celtica, Macedonia Downland Turn 
7 Goblins Burgundia, Suebia Deep Forest Mine 
8 Dwarves Gallia Cisalpina, Thule Mountain Mine 
9 Vampires Roxolania, Sarmatia Cities Turn 
10 Trolls Nerigon, Venedia Deep Forest Kill 

 

Start Order:  

 The order that play starts is governed by which race you play. Fairies always play 
first for instance, while Trolls always play last. 

Start Locations: 

 When starting the game, each player may choose to place their first monster counter 
at one of the start locations given. If by some chance another monster is already at that 
location then the other start location will have to do. 

Favourite Terrain: 

 As a rule only one counter can occupy any location, one exception is if that location 
has any of the favourite type of terrain for the race of monster. In this case two monster 
counters can be placed. For example Dwarves prefer mountain terrain. Mountains can be 
found on the following locations (denoted by a darker brown colour) – Caledonia, Nerigon, 
Thule, Nortmannia, Suionia, Eningia, Lugia, Tarraconensis, Gallia Cisalpina, Italia, Dalmatia 
and Macedonia. 

Special Abilities: 

 Each monster race has some advantage to help it survive. These special abilities can 
be used when a Special Ability card is played. The special abilities are listed below: 

• Hide: that monster can hide and not be detected by men. Place one Monster counter 
under a Men counter to show that it has successfully hidden for that turn. 

• Kill: that monster can remove one Men or Monster counter that is on the same or a 
neighbouring location. 
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• Teleport: one Monster counter (and any gold underneath that Monster counter) can 
be moved from one location to any other on the board. 

• Magic: that player can look at the top five cards in the deck and choose one to add to 
their hand. You may re-order the cards and place them back in the order you wish. 
However you MUST take a card even if there is no card that you want. 

• Befriend: one Monster counter can live in the same location as a man or another 
monster for one turn. Place the Monster counter under the Men or Monster counter to 
show that it is safe for that turn. 

• Turn: one Men counter at the same location can be exchanged for one Monster 
counter. This may not be done to monsters of another race. The newly turned 
Monster counter may be placed on that location if there is space, otherwise into a 
neighbouring location which is free. If the player has no more monster counters then 
the man is killed and the Men counter removed from the board. 

• Mine: one Gold counter is taken from that pile of counters and is placed underneath 
one of your Monster counters. When a Men counter is placed there one Gold counter 
is paid to the man, which allows them to coexist. Remove one Gold counter for each 
turn that the monster coexists. 

The Board 

 The Map is divided in to 36 locations where counters may be placed. There are four 
types of terrain: Downland (green), Deep Forest (brown), Plains (fawn) and Mountains (dark 
brown blotches anywhere in a location. Some locations have more than one type of terrain 
such as the Macedonia location, which has all the terrain types; or Gallia Cisalpina, Italia and 
Dalmatia which have Downland and Mountains. 

 For the purposes of the game the Belgica and Britannica locations are connected. The 
same is also true for the Anglia and Herulia locations. Just to be clear the Nortmannia and 
Eningia locations are also connected. 
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The Cards 

 A player may only have 5 cards in their hand at the beginning of their turn. Once a 
card is used it is placed in the discard pile. Once the discard pile is full reshuffle the deck. 

• Men Growth: during a turn a player MUST play all their Men Growth cards. A Men 
Growth card means that the population of humans has increased. A new Man 
counter is taken from the Man counter pile and placed on the board. Man counters 
can ONLY be placed on a Plains location or a location that has been Deforested (has a 
Deforested counter on it already). Two Men counters are allowed on the same 
location if there is City symbol (again – only if that city location is in the Plains or 
Deforested). Men counters are allowed to be placed on locations where Monster 
counters are located. If at the end of a round there are any Monster counters in the 
same location as Men counters, and that have not been placed underneath a Men 
counter (using a special ability) then those Monsters are removed. The Game ends 
when there are no free locations for a Men counter to go. 

• Deforested: during a turn a player MUST play all their Deforest cards. A Deforest 
card means that a patch of forest (Downland or Deep Forest) has been cleared and is 
now habitable by humans. A player draws a Deforest counter from the Deforest 
counter pile and places it on the board. Deforest counters may only be placed on 
Downland or Deep Forest locations where there is a Men counter or adjacent to a 
location where a Men counter exists. If there are no free locations of this sort the 
player MUST keep their Deforest card(s) until the next turn.  

• Monster Growth: a player may use as many Monster Growth cards as they wish 
during a turn or keep them for the next turn. A Monster Growth card means that 
their population of monsters has grown; they may place one of Monster counters on 
the board. A new Monster counter may only be placed next to an existing Monster 
counter of the same race, or if it is the favoured terrain of their race then into the same 
location as one of their Monster counters. 

• Special Ability: a player may use as many Special Ability cards as they wish during 
their turn or keep them until their next turn. A Special Ability card allows one 
Monster counter to use the special ability of their race. 

• Specials: a player may use as many Special cards as they wish during their turn or 
keep them until their next turn. A Special card allows one Monster counter to use the 
special ability that is written on the card. 

• Movement: a player may move one of their Monster counters to a neighbouring 
location, but only if they can fit there. A player may play a Special Ability or Special 
card allowing them to exist in that new location along with a Movement card. 
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Game Play 

To start the game everyone may choose a mythical creature. If more than one person wants 
to play the same creature the decision goes to the youngest player. 

The order of play is governed by the starting order. For example in a four player game with 
Elves, Gnomes, Goblins and Vampires they will be played in that order. 

1. At the beginning of each round: 

• Pick up enough cards to make 5 in your hand. 

• Take any of your Monster counters out from underneath Men counters. 

2. Turns are then taken playing one card at a time. The following rules apply during a 
turn:  

• You must then play all your Men Growth and Deforest cards. Men counters can 
only be placed on Plains or Deforested locations. Two Men counters can be placed 
on a City in the Plains or a City, but only in a Deforested location. Deforest counters 
can only be placed on Downland or Deep Forest locations (which haven’t already 
got a Deforest counter) next to or where there is a Men counter. If you cannot play 
your Deforest card you must keep it until the next turn. If by some unhappy chance 
your hand is full of Deforests you may discard your entire hand! 

• You may play as many other cards (Monster Growth, Special Ability and Specials) as 
you wish. 

• The maximum number of Monster counters in a location is 2. Thus monsters of two 
different races may be in the same location. The maximum number of Men counters 
in a location is 2 also. Thus the most counters one could conceivably have at a 
location is 2 Monsters AND 2 Men counters. 

• You may discard and keep as many other cards as you like, however once you stop 
wanting to play cards or if you discard cards your turn ends. 

3. If a player has stopped playing cards they must wait for others to play their cards 
until every player is ready to refresh their hand again. 

4. At the end of the round any Monster counters in the same location as a Men counter 
which are not underneath a Men counter must be removed. 

5. The game ends when all Men counters have been played (or no more Men counters 
will fit on the board) or if there is one race left alive, in which case they are the 
winner. There can be more than one winner or worse yet no winner at all (if all the 
races got wiped out!). 
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How to build the game 

The following pages are provided so you can piece together the game: 

• Pages 9-12: The Map Board 

• Pages 13-15: The Game Cards 

• Pages 16-17: The Game counters 

Instructions: 

Once you’ve printed all the pages I suggest the following: 

1. Cut out the Map Board pages and glue them onto a large (A2 sized) piece of card-board. 
Line each page up as best you can so they make one big map. The pages are arranged from 
top to bottom, left to right. I suggest gluing the top left page first (page 9), then page to the 
right of that until the top row is done, then move on to the row below that. 

2. Glue each Card page onto its own cardboard (A4 sized) page. Using a guillotine cut the 
cards out, once all 3 card pages have been cut out shuffle them into a working card deck.  

3. Do the same as above for the Counter pages. I suggest keeping the Men counters in a 
separate bag, as well as having a bag for the Gold and Deforested counters and separate bags 
for each Monster race. 

Once all the pieces are nice and dry you’re ready to play! J 

Yes it can be a bit demoralising to see all your creatures disappearing as Men counters 
advance across the board. Take heart, it’s a game of survival, with a bit of cunning and luck 
you can make it right to the end. 
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