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By Dan Verssen 
 
Twas the night before Christmas… 
 
The North Pole is always cold this time of year. Not the kind of cold you think of, but really 
cold. If you knew about this kind of cold you wouldn’t own a computer. You’d be living in an 
icehouse and having Whale Blubber Helper for dinner three nights a week. 
 
From Santa’s darkened workshop, bright shiny eyes looked out a frosty window across the snow 
swept landscape to Santa’s brightly lit house. You could almost smell the warm cookies that 
Mrs. Clause would be taking out of the oven for Santa’s midnight snack. 
 
The elves sat silently in front of a crate. It looked like all the other boxes in the workshop. It was 
made of wood and was about four feet on a side. Like all the other boxes, it held toys to be given 
out by Santa the next night. Only one thing made this box different, the label on the side read, 
“Ultimate Zombie Carnage 1.0”. This box of games was not made at the North Pole. It had 
recently arrived from the dark jungles of Brazil. The only return address was “The Brotherhood 
of the Code”. Getting boxes of toys from ‘down south’ was nothing new; many companies sent 
their toys north every year to get Santa’s seal of approval, not to mention free distribution, but 
this box was different. The elves had not shown the box to Santa. Even without opening it, they 
knew this was not something Santa would approve of. The box itself had a ‘feel’ to it that didn’t 
jive with the North Pole. 
 
One small hand reached toward the box’s latch and slowly lifted it as a hushed silence swept 
over the crowd. With a groaning creak the lid opened as if by itself and neon green glow sprang 
forth from the inside of the box. Some elves sucked in breath, others were struck silent, and not a 
few whimpered. 
 
With trembling hands the brave elf reached into the box, fumbled around, and found what he was 
looking for. The cellophane package was cool and slick and seemed to pulse with a life of its 
own. When the elf raised the package for all to see it pulsed with neon green light and the elves 
took a step back in awe. The packaging promised action, violence, carnage, graphics, sounds, an 
immersion never before seen in any video game ever made, and the elves could tell that was an 
understatement. The elves had been making toys for many years, and they could tell quality 
when they saw it. In one hushed, awestruck voice, only one word escaped their mouths in unison, 
“Brazilians…” 



 
The elves had the computers up, running, and networked within minutes. They would have been 
the envy of any IT department anywhere in the world, including India. The operating system was 
installed (including all the Service Packs), drivers were patched, and the networking software 
was stabilized. With loving care, the brave elf inserted the DVD into the network server’s drive 
and loaded the game. The network hummed to life, the eerie neon green glow erupted from every 
monitor… and the elves sat down to play. 
 
In their haste, the elves did not see the small slip of paper that quietly fell from the crate. If they 
had seen it, things might have turned out differently. The note read… “This video game is rated 
‘D’ and is intended for Desensitized players only. If you have not spent years of your life playing 
ultra-violent video games, this game will turn you into a mindless zombie bent on ripping a 
destructive path through your community.” 
 
Many hours later the elves burst forth from the workshop. In that time they had forever changed. 
The smiles were gone. The happy tunes were gone. The joyful chatter was gone. In their place 
were feral gleams in blood-red beady little eyes, long strands of sticky drool, twitching limbs, 
and a low moan that seemed to say, “…destroy…destroy…” with every crackling gasp of air. 
 
Inside their distant stalls, the reindeer stirred to life. 
 
A Couple Weeks Later… 
In the background the young reindeer could hear the sounds of battle and shifted nervously. A 
tree stump poked out of the snow in front of them, and a flag was draped from a nearby tree 
limb. A grizzled old reindeer moved to the front of the raw recruits, stepped up on the stump, and 
began to speak in a loud clear voice... 

“Now, I want you to remember that no reindeer ever won a war by dying for Santa. He won it by 
making the other poor dumb elf die for his workshop. Reindeer, all this stuff you’ve heard about 
deer not wanting to fight, wanting to stay out of the war, is a lot of dung. Reindeer traditionally 
love to fight. All real reindeer love the sting of battle. When you were young bucks, you all 
admired the champion snowball thrower, the fastest runner, the toughest stomper. Reindeer love 
a winner and will not tolerate a loser. Reindeer play to win all the time. I wouldn’t give a hoot in 
heck for a deer who lost and laughed. That’s why reindeer have never lost and will never lose a 
war. Because the very thought of losing is hateful to reindeer. 

We have the finest food and equipment, the best spirit and the best deer in the world. You know, 
by Santa I actually pity those poor elves we’re going up against. By Santa, I do. We’re not just 
going to shoot the elves, we’re going to cut out their living innards and use them to grease the 
runners of our sleighs. We’re going to stomp those lousy elves by the bushel. 

Now there’s another thing I want you to remember. I don’t want to get any messages saying that 
we are holding our snow banks. We’re not holding anything. Let the elves do that. We are 
advancing constantly and we’re not interested in holding onto anything except the enemy. We're 
going to hold onto him by the nose and we're going to kick him in the toy box. We're going to 
kick the stuffing out of him all the time and we're gonna go through him like dinner through a 
goose. 

There’s one thing that you deer will be able to say when you get back to the stalls. And you may 
thank Santa for it. Thirty years from now when you’re sitting around your feeder with your 



grandson and he asks you what did you do in the great Elf War, you won’t have to say, "Well, I 
shoveled dung at the North Pole."  

Alright now, you sons-of-does, you know how I feel. Oh, and I will be proud to lead you 
wonderful deer into battle – anytime, anywhere. 

That’s all.” 

Set-Up 
To prepare the game for play, print the component counters, map, and player sheet. Cut out the 
counter blocks and glue them back-to-back. Use a good heavy card stock and glue an extra sheet 
of cardstock in between to give the counters some thickness. Thick counters are easier to move 
around. 
 
This is a solitaire game, which means you get to do everything and as fast as you like! No more 
waiting for slow or half-witted opponents to make up their minds or wander off to the bathroom. 
 
In Elves Under Hoof, you will be controlling the heroic reindeer as they attempt to eradicate the 
video game crazed zombified elves. Good luck! (you’ll need it, they have sharp little teeth) 
 
Pick one of the four scenarios included and start playing! 

The Sequence of Play 
Each turn of the game go through each of these steps. 

1) Reindeer Actions 
2) Elf Movement 
3) Elf Attacks 

The Rules 
Reindeer Actions 
Each of your reindeer get to move and attack. Perform all the actions for one reindeer 
before moving on to the next. You’ll note that each reindeer has a backside (as they 
do in real life) with an “Acted” notation. This way you can flip over a reindeer (not 
recommended in real life) to see which of your reindeer have acted each turn. 
 
During a reindeer’s turn it can move up to 2 hexes. If it enters the hex of an elf, it 
automatically disembowels the elf with a hoof attack. Remove the elf from the map. 
It’s cool to be a reindeer. 
 

Once a reindeer has stopped moving, it can perform one attack. It always has its built-in antlers 
and it might have also picked up a weapon at some point in the game. Keep all items on the 
expensive player aid sheet by each reindeer’s name. 
 
A reindeer can freely pick up any item when it enters the item’s hex. A reindeer can also freely 
drop an item in its hex at any time. 
 
To attack, count the number of hexes from your reindeer to the targeted elf. Do not count the hex 
your reindeer is in. This gives you the range to the elf. Roll one six-sided die. If the roll is equal 



to the number on the EXPENSIVE player aid sheet or higher for that weapon the elf is toast. 
Remove him. If the number is lower, the elf lives and raises one mighty finger in your reindeer’s 
direction. If you roll really low, your weapon might even be out of ammo and is discarded (fancy 
word for removing it from the game). 
 
Here’s an example. After all, this is a highly serious game and we can’t have people playing it 
improperly… 
 

nd 
l). 

Example of an attack typed in with great effort for your benefit… 
Let’s say your reindeer is 5 hexes away from a particularly plump juicy elf. Your 
reindeer happens to be holding an M1 Rifle (just how a reindeer is holding a rifle a
how he’s pulling the trigger is explained somewhere else in the rules in great detai

He takes careful aim at the elf’s head and pulls the trigger. The die roll is a… 
 
“6” – SPLAT! Down goes the elf. Check for a present. 
“3” – ZING! You missed. Up comes the finger. 
“1” – CLICK! You missed because you are out of bullets. Discard the rifle counter. Up comes 
the finger. 
 
Sometimes the roll needed to hit and the Discard roll are the same. For example, rolling a “2” to 
hit with a Grenade at range 1. This means the attack is successful –and- the weapon must be 
discarded. It was your last shot. 
 
For all you rules lawyers out there, YES the Eggnog bonus to the die roll does apply for 
purposes of checking for being out of ammo. 
 

Elf Movement 
You now get to move each of the elf counters on the map. The speed of each elf is 
shown on its counter (the guide for elf counters are on the player help sheet which 
was created for your use at great expense). Each elf will move toward the closest 
reindeer. If more than one reindeer is equally close, you can choose any of the closest 

to move toward. Elves will move around obstacles as needed. 
 
An elf will stop moving when it comes within its attack range (see expensive player aid sheet) of 
a reindeer. 
 
Elf Attacks 
If an elf is within its attack range (yes, the very expensive sheet again) the elf can attack one 
reindeer. If more than one reindeer is within its range, you get to choose whose chestnuts are in 
peril. Roll a die for the attack. If the roll is equal to or higher than the elf’s attack number, the 
reindeer dies. If the roll is lower, the reindeer lives and children around the world breathe a sigh 
of relief. 
 
When a reindeer dies, place all the items it was carrying in its hex. 
 
Elf Death 
When an elf is killed it might drop a Present. Flip over the elf (in real life use caution when 
flipping over elves) and see if there is a present on the elf’s backside (no joke needed, yucky to 
even think about). If there is a present, leave it in that hex. A reindeer can pick up the present at a 
later time. 



 
Obstacles 
The light blue hexes on the map are obstacles. Reindeer and elves cannot enter these hexes. 
 

tems 

These hexes can be used to hide behind. You cannot attack through an 
obstacle hex.  
 
Stacking 
Only one reindeer or elf can be in a hex. An unlimited number of i
can be in each hex. 
 

Area of Effect Attacks 
Grenades and Bazookas are dangerous. If you successfully hit a hex with an elf in it, the elf dies. 
If there are elves or reindeer standing next to that hex, they die too. 
 
Line of Sight 
You cannot attack through an obstacle hex. If a targeted hex is completely blocked by the 
obstacle hex, you cannot hit that hex. If you can target any unobstructed part of a hex however, 
you can attack that hex. 

The Scenarios 
Because we spared no expense we have also included 4 (yes 4!) scenarios with this game. 
 
An Igloo Too Far 
In a bold attempt to gain ground, the reindeer airdrop a small force to capture and hold the 
igloos. The force must hold out until reinforcements can arrive. 
 
You get any 3 reindeer for this mission, but you can’t choose Rudolph. Place them all within 1 
hex of the three igloo hexes. The reindeer begin with the following items, you can assign them to 
the reindeer however you like: 2 M1 Rifles, 1 Thompson, 2 Grenades, 2 Cookies. 
 
Grab 10 elves at random (be careful were you grab them, elves have some slimy spots) and place 
them outside the workshop within 2 hexes of it. 
 
At the end of each turn, add 2 more elves within 2 hexes of the workshop. Feel free to recycle the 
dead elf counters for this, what else are you gonna do with them? If you don’t have any elf 
counters available to add because they are all on the map, don’t add any, and don’t worry about 
it, the battle will be over soon enough if there are that many elves running around. 
 
During the battle, each of your reindeer must stay within 1 hex of the igloos. 
 
You must hold the igloos for a slightly unknown number of turns. Starting at the end of the 4th 
turn, roll a die. If it is a “6” the reinforcements have arrived and you win. If you do not roll a 6, 
the battle continues. For each turn after the 4th, you get to add +1 to the roll, so +1 on turn 5, +2 
on turn 6, +3 on turn 7, etc. 
 
Victory: You win when the reinforcements arrive. You achieve a Prancing Victory if you have 3 
surviving reindeer. You get a Spoiled Meat Victory if you have 1 surviving reindeer. You lose if 
all your reindeer are killed defending the igloos. 



 
E-Day 
The time has come for a direct assault on the Elves’ workshop. The bad news is they know 
you’re coming and have built up the defenses and emplaced some artillery. Best of luck, see you 
on the beach, er, snowbank! 
 
You get 8 reindeer for this mission, but you can’t choose Rudolph. The reindeer must all start 
within 2 hexes of the reindeer stalls. The reindeer begin with the following items, you can assign 
them to the reindeer however you like: 2 M1 Rifles, 2 M1911 Pistols, 1 Thompson, 2 Grenades, 
1 Eggnog, and 2 Cookies. 
 
Grab 20 elves at random (be careful were you grab them, elves have some slimy spots, yeah, still 
funny) and place them within two hexes of the workshop. 
 
The elves have also rigged up some artillery that will fire on the reindeer that are more than 3 
hexes from the workshop. Roll a die at the start of each turn for each reindeer that is more than 3 
hexes from a workshop hex. On a roll of a ‘1’ the reindeer dies. 
 
Victory: You win when the last elf is dead. You achieve a Prancing Victory if you have 5 or 
more surviving reindeer. You get a Spoiled Meat Victory if you have 2 or less surviving 
reindeer. You lose if all your reindeer are killed and left to rot in the snow. 
 
Saving Private Rudolph 
A young reindeer has become lost in the battle and Santa has placed top priority on getting him 
back safely. You must take your team of reindeer and bring him home before he is killed by the 
elves. 
 
Place the Rudolph counter in the hex in the lower-left corner of the map. Equip Rudolph with an 
M1 Rifle. 
 
Select 4 reindeer and place them within 1 hex of Santa’s House. The reindeer begin with the 
following items, you can assign them to the reindeer however you like: 1 M1 Rifle, 1 M1911 
Pistol, 1 Thompson, 2 Grenades, and 1 Bazooka. 
 
Grab 6 elves at random and place them outside the workshop within 2 hexes of it. Grab 8 more 
elves at random and place them within 2 hexes of the igloos. 
 
At the end of each turn, add 2 more elves within 2 hexes of the workshop. Recycle as needed. 
 
Victory: You win when Rudolph moves adjacent to Santa’s House. You achieve a Prancing 
Victory if you have 3 or more surviving reindeer (not counting Rudolph). You get a Spoiled 
Meat Victory if you have 1 surviving reindeer (not counting Rudolph). You lose if Rudolph dies. 
 
The Big Red One 
You can only play this scenario after you have achieved a Prancing Victory with the “Saving 
Private Rudolph” scenario. 
 
Rudolph went on to become a great leader following his adventure when he was trapped behind 
the elf lines. When the day came that Santa needed an important mission to be run, he of course 



chose Rudolph to lead it. The elves are holding vital ground and Santa has asked you to assemble 
a team and clear them out. 
 
Select Rudolph and 4 more reindeer and place them within 1 hex of Santa’s House. The reindeer 
begin with the following items, you can assign them to the reindeer however you like: 3 M1 
Rifles, 2 M1911 Pistols, 1 Thompson, 2 Grenades, 2 Eggnogs, 2 Cookies, and 1 Bazooka. 
 
Grab 6 elves at random and place them within 1 hex of the igloos. First, your team must 
eliminate theses elves. 
 
Next, grab 8 elves at random and place 2 at random next to each of the 4 Christmas Trees. Your 
team must now eliminate these elves. 
 
Finally, grab 6 elves at random and place them within 2 hexes of the workshop. Your team must 
now eliminate these elves. 
 
You have 6 turns to eliminate all the elves or you lose. Also, if Rudolph dies, you lose. 
 
Rudolph can move up to 3 hexes per turn and gets +1 on his attack die rolls. 
 
Victory: You win when the last elf is killed. You achieve a Prancing Victory if you have 4 
surviving reindeer (not counting Rudolph). You get a Spoiled Meat Victory if you have 1 
surviving reindeer (not counting Rudolph). 

The Credits 
Game Design Dan Verssen 
Game Development Holly Verssen 
Feedback Chris Richardson 
Playtesting Kevin Verssen. Kira Verssen 
Introduction Text: The text used in the second part of the back-story started life as the speech 

General Patton gave at the start of the movie “Patton”. 
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