SANTA’S GRAVEYARD
INTRODUCTION

After discovering the location of the secret burial ground at the top of the world, a bunch of anthropology students struggle to be the first to return with the intact skeleton of an elf.  Will ruthless ambition carry the day, or will Santa’s ten-legged polar bear snack on the intruders?

COMPONENTS

1 Map of Santa’s graveyard

1 Six-sided die

4 Anthropology student tokens
1 Qupqugiaq token
A bunch of unmolested grave tokens

A bunch of burial tokens

Each grave contains a single chunk of long-dead elf or other object, represented by a burial token.  The possible contents are:  

Skull

Rib cage

Arm bones

Leg bones

Pelvis

Santantic ritual object (broken toy)

Reindeer bones

Elf midden (candy cane wrappers and cigarette butts)

Elf coprolite

Mummified child

SET UP

Place an unmolested grave token on each grave.  Place the burial tokens face down in a convenient random pile.  Players place their anthropology student on any space at the edge of the board.  
HOW TO WIN

The goal is to collect a complete, intact elf skeleton.  The first player to collect one each of arms, legs, ribs, pelvis and skull tokens immediately wins.  The other stuff is just useless garbage slowing you down.

SEQUENCE OF PLAY

Youngest player goes first; play proceeds clockwise.  
ACTIONS

On your turn, you may perform two actions, in any combination:  Dig, move, and fuxor.  Thus, you could move two spaces, move one space and dig, dig and fuxor, fuxor twice, or any other combination.  You may also pass, abandoning one or both actions, if you choose.  

MOVE

You can always move, horizontally or diagonally, to an adjacent space in the graveyard.  This space can be occupied; any number of anthropology students can squeeze into a single space.  If your move takes you to a space that contains a grave on your first action, you can also dig.  

DIG

If you are on top of an unmolested grave, you can elect to dig it up.  Remove the unmolested grave token and draw a burial token, announcing the contents of the grave.  If you draw garbage, immediately throw it on the garbage pile.  Your anthropology student can carry around up to five elf-part tokens, which you display face-down in front of you.  These can include multiples of the same elf body part, although you will have to discard these eventually in order to obtain a complete set and win the game.  You might want to do this if you happen to run across several of the rarer body parts, like skulls, in order to keep them out of the hands of your competitors.  It can also be useful when you fuxor your opponents.
FUXOR
If you occupy the same space as a competing anthropology student, you can fuxor them.  You do this by swapping a token you are carrying for one of theirs, which you choose randomly from the face-down tokens they have before them.  If they have no tokens, fuxoring them is obviously not an option.    
QUPQUGAIK

Qupqugiak is Santa’s ten-legged polar bear, who devours the flesh of both the living and the dead, and guards the graveyard at the top of the world.  As soon as the fifth piece of garbage is added to the garbage pile, Qupqugiak awakens in his den.  He moves randomly every turn from then on, taking his turn before the youngest player.  Roll the die:

1:  Does not move

2:  Moves 1 space north

3:  Moves 1 space east

4:  Moves 1 space south

5:  Moves 1 space west

6:  Moves 2 spaces toward the nearest anthropology student, or, in the event of a tie, the oldest player.

If Qupqugiak passes through or lands on a space containing an anthropology student, he eats the student.  Everything the unfortunate student was carrying is returned to the burial token pile.  The game is over for that player – so watch out for qupqugiak!
