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A game for 1-4 players a e: 50-140 minutes

that was adopted in all German states in the 19th century. Not only di
the sales price of beer. Today, the Hallertau region south of Ingm‘stm:’;’;,_
Germany, priding itself upon being the first place in Middle Europe.fo;
1850—the time that made the Hallertau region what it is today. Immers
village in the Hallertau region. Provide the local craftsmen with

crops, breeding sheep, and literally playing your cards right

oped their village wins. \
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g Components

General Components

28 Field tiles ‘g

40 Tool tokens

1 first player token
(+3 extra)

1 action board (folded)

l-scofing pad

336 Cards

i
6 Quadrant cards 4 decks of T 1 dekck of :
{o;.‘;g; ufed wi)th 30 Gateway cards each: 35 Farmyard cards each 45 Bonus cards 25 Point cards
-3 players y L. . ' 4
(2] i, &

Wooden Components

. 80 Worker cubes %
' ‘ 20 Barley indicators

20iFlax indicators

' =% /30Sheep tokeps

N

_ . 16 Clay indicators,

20 Hops indicators

~ 12 Meat indicators

)

\ f 20 Rye.indicators

12 Milk indicators

' J-ZH:T@Tndicators .'\“-. ,: 12 Wool indicators

Player Components _
One set per.player comprising:

1 Community Center board (folded)

: e
2 #16

B I@.\ SilE
Sdifferent Craft [ ———
Building tiles

1 Jewel Box tile

1 Jewelry
token
. J (ring-shaped)

10 Boulder
i/ tokens

1 overview tile

>
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1 Community Center tile



Before you dive into the rules, have a look at the core mechanics and what you will be doing to achieve victory.
You may choose to skip this section—all of the information on this page will be explained later.

Your goal is to score as many pornts as possrb!e over the course of six Rounds. Most of your score will come from the following two sources.

e ——
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Moving the Community Center Plaving Cards

A lot of effort will go into developing your little village by investing in the local crafts. - You start the game
Providing the Goods they need (1), you can move the crafts to the right. The Commu- with a small hand of
nity Center will follow when all Craft Buildings have moved, opening the view on the five cards. Some cards
developed village. At the start, this will increase your supply of Workers; later, it will be require you just have
worth Victory Points [2]. The investments required in- i something (1;

crease as the game progresses (3) and, to make things others have a cost to

ay them (2]. Some
prowde resources or
j pne-time effects

more difficult, the game puts literal obstacles in your
way [(8]! Jewelry (5] helps dealing with the former;
Tools (6) help dealing with the latter problem.

and Victor
The mostgtirious thing
abdlt Cards in this

I game is that you can
play them literally at
any time!

T A T

Breedlng Sheep
An efficient way to a
breeding Sheep: th
them for Wool, or exi

every Round; YC
Meat and Hides. The im-
it that each player has an

fallow will increase it (4). The more
¢ have on your Field board, the better

gk for it: after three Rounds,
the Sheep will die of natural

prolong a Sheep’s life
once it is in the Stables

i e
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Worker Placement

The action board features 20
particular action space, ther
start, your workforce compris
Beside taking actions on the actié

:_‘. fhich let you place 1-3 Workers (1) there to use them. The more players are interested ina -
it action will get—even in future Rounds, as action spaces are not cleared completely. At the
but, by progressing your Community Center, you can increase that number up to 12 Workers.

1 AT AR T



& Setup N - | ‘EJ’

Common Display

Place the action board in the center of the playing area. Only in games with 1-3 players: Shuffle the Quadrant cards and
place them in a face-down stack next to the action board. (In a
Prepare the cards: 4-player game, leave the Quadrant cards in the game box—you will

e Select one of the four decks of Gateway cards and also one of not need them.)

the four decks of Farmyard cards. (You can tell the decks apart
by the nuances in the illustration on the reverse side and also by
the card number on the front. The first digit of the card number

Place 1 Worker in the bottom row of each action space on the
action board.

is also the deck number: Gateway cards have deck numbers 0-3; Tip: You should combine this step with Phase 1 of Round 1:
Farmyard cards have deck numbers 4-7.) 4 In a 4-player game, do not place any Workers on the action
Tip: For your first game, we recommend you use the Beginner board at aII,

deck (numbered 001-030) and the Hops deck (numbered 401- & With 188 players, draw a Quadrant card and place Workers only
435), respectively. in th

adrants not listed on the drawn Quadrant card. (After-
| i adrant card from play.)

1 of Round 1.

* Shuffle the Bonus and Point cards as well as the selected Gate-
way and Farmyard cards separately and place the individual Then, Yaeithe
decks face down on the designated spaces of the action board '
(one in each corner): Gateway cards—top left, Farmyard cards—
top right, Bonus cards—bottom left, Point cards—bottom right.

Sheep, Tools, and the remaining Workers
§ is considered the general supply.

’ ¥

Quadrant Card
8 {only used In games
with |3 players).



Personal Display
Each player carries out the following steps:

. Take one set of player components and place the Community

Center board, Field board, Stable board, Jewel Box tile, and over-
view tile in front of you. (It does not matter how you arrange these.
During the course of the game, you will be handling the Field board
the most.)

Place the Community Center tile on top of your Community Center
board so that the number “6” is visible in the little window.

Place the Craft Buildings immediately to the right of the Commu-
nity Center tile—one in each row. The order of Craft Buildings does
not matter but we recommend you place them as follows (from
top to bottom): Carpentry, Brewhouse, Cooling House, Bakehouse,
Manufacture.

In each row of Craft Buildings, place 2 Boulders as follows: one
Boulder 2 spaces to the right and another Boulder 4 spaces to the
right of the Craft Building. (In other words, in each row, there is
exactly one empty space between the Craft Building and the first
Boulder and exactly one empty space between the two Boulders.)

Take 3 Fields from the general supply and place them
on the marked spaces of your Field board.

I Y

] Fields, goods, {{l72})

Take 1 Barley, 1 Flax, and 1 Rye indicator from the general supply
and place them on the “1” supply space of your Field board (i.e.,
the large space at the bottom of the Field board).

. Draw 6 Farmyard cards from the deck on the action board and,

without looking at them, place them face down on the six spaces
of your Stable board—one in each space. (Do not worry that the
cards cover useful information. They will be removed one by one
from the Stable board during the course of the game, revealing the
relevant information when it is needed.)

token on the “0” space of your Jewel Box ftile.

42 Point card from the respective decks
ke them into your hand.
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Note: Most of this game revolves around gaining and spending resources.
You will have a better understanding of what is going on in this game, if

you learn about the different types of resources first. This is not just an
overview—these are the actual rules governing resources.

“Resource” is the collective term for everything you can gain in this
game: cards, Fields, Goods, Jewelry, Sheep, and Tools. There are nine
types of Goods: Barley, Flax, Hops, and Rye, collectively called “Crops”
(because you can plant them in Fields); Hides, Meat, Milk, and Wool,
collectively called “Animal Products” (because you can gain these from
the action board and add it to

your hand. There is no limit to

the number of cards you can

Aside from the supply spaces for Goods (see below), the Field board also
features eight columns for Fields, each spanning over four ro

4, and 5, as indicated by the numbers on the supply spaces.

does not matter which empty column you

more than 1 Field in a column; consequé
8 Fields at the same time.

breeding Sheep); and Clay.
Cards g —
When gaining a card, draw it
from the appropriate deck on
") - Eme ry
have in hand.
When spending a card, remove it from play. (Do not return it to the
action board.)
Fields
never contain Fields.)
When gaining a new Field, take it from the general supj
in an empty column of your Field board (i.e., a columni
Field), in the row specified by the action or card '

Supply space

Note: A common mistake is to
spectively. For instance, row
place Fields (because you ca
but it is still considered row 3,

ed on the supply spaces. '

When spending a Field, take it from anywhere
return it to the general supply. If the Field to
“Sow Action” on page 8), you must also
general supply (without compensation).

Goods
Use the Goods indicators to keep track of your supply of Goods:

e When gaining a Good, take a corresponding Goods indicator from the
general supply and place it on the supply space of your Field board
matching the amount you got. Alternatively, you can move an existing
Goods indicator of that type up by an according number of spaces (see
also “Reorganizing Goods” on page 11). If you have more than 5 units
of any particular Good, simply use multiple Goods indicators of that

type.

our Field board and
moved is planted (see
rn the planted Good to the

* When spending a Good, move the corresponding Goods indicator
down accordingly or remove it from your Field board altogether (re-
turning it to the general supply).

There is no limit to the number of Goods you can have.

Example: You have 4 Clay in your
supply already when gaining
another 3 Clay from an action.
You can simply place another Clay
indicator on the “3” supply space,
or you can move the existing Clay
indicator to “5” and place a new
one on “2”. In any case, you now
have 7 Clay total.

p arrow be-
Wween the Round
spaces reminds
you that Sheep
gained in Round 1
go onto the card
of Round 4.

Example:

The arrow be-
tween the Round
space and the
Stables reminds
you that Sheep
gained in Round 4
go into the Sta-
bles.

pm the general
supply and place them in
e Stables. Sheep that are
in the Stables will not die
of natural causes (for the
rest of the game).

When spending Sheep, take
them from anywhere on your
Stable board—from a Farm-
yard card or from the Sta-
bles—and return them to the
general supply.

Tools

When gaining Tools, take them from the general supply '
and place them in front of you, preferably below the

Community Center board. ‘ 9%% )
AN

When spending Tools, return them to the general supply. -

® |tis not allowed to simply discard a resource, i.e., return it to the
general supply of your own volition. (There are some cards that
require you have a maximum amount of something—which might
make you want to discard resources, but you may not.)

e Fields, Goods, Sheep, and Tools are supposed to be in unlimited
supply. If you ever run out of any of these, please improvise. When
a deck runs out of cards, you cannot draw any more of these cards.
(You may not instead take cards from a different deck.)




x Course of Pléy - ﬁ'

The game is played over the course of 6 Rounds, each comprising
10 Phases played in the following order:

L f % & 4%

1. Remove Workers 6. Fallow Fields

2. New Workers 7. Harvest
3. Income 8. Milking

' 4. Actions 9. Progress
5. New Card 10. Boulders

Almost all Phases can be played simultaneously because they constitute
just maintenance. The two highlighted Phases (Actions and Progress) are
the ones in which you will be making meaningful decisions.

Phase 1: Remove Workers

& In a 4-player game, remove only the topmost row of Workers from
each action space on the entire action board.

& In games with 1-3 players, draw a Quadrant card from the stack, turn
it face up, and find the information relevant to your player count.
Then remove only the topmost row of Workers from each actiop
space in the Quadrant(s) listed on the Quadrant card. Finally, repiove
that Quadrant card from play.

Note: In solo and 3-player games, you may need to determi
affected Quadrant randomly (indicated by a question mgrk),
by tossing a coin or rolling a die (not included).

In either case, return the removed Workers to the gengral supply.

3. Finally, take a number of
Workers from the general
supply equal to the num-
ber shown in the window
of your Community Center
and place the Workers on
the Farmyard card you just
moved off the Stable board.
This is considered your -
supply of Workers for this  Example: You start the game with
Round. 6 Workers.

Phase 3: Income

Note: Skip this Phg
in play yet. '

Activate thél

gin Round 1, because no player has any Bonus cards

Example:
With these
Bonus cards in
play, you could
o first take a

E new Field and
'from the
neral supply
and then sow
Bthe Flax in the 4

ediately benefit from
effects also!l (See als

age 11 for details.)

Note: If you are unsure wh
dix on pages 23-24 foragle

1. Move the Fa
current Round space off to the
side of the Stable board, keeping
it face down. (From left to right,
the top row contains Round spaces
1-3, the bottom row 4-6.) This
reveal the current Round n
along with essential infor|
for Phase 9. (You can alwaystellir . -
which Round you are by the hig =l the first Round,
est uncovered Round number on Soe A Farmyard card on

your Stable boord.) feft space.

2.If that Farmyard card con-
tains any Sheep, return those
Sheep to the general supply.
(They die of natural causes.
You do not get any compen-
sation. Normally, this step is
only relevant in Round 4 or
later.)

Example: At the start of these two Rounds, you will lose one Sheep
each. (You will see shortly that there are ways to prevent this.)

Jose the same or the other option,) Continue
until all players run out of Workers, skipping

If the bottom row is empty, place If the bottom row is occupied,
1 Worker in the bottom row. place 2 Workers in the second row.

If the bottom two rows are If an action space is fully occu-
occupied, place 3 Workers in the pied, i.e., all of its rows contain
top row. Workers, you cannot use it.

Ay

Note: The card action spaces in the corners of the
action board feature only two rows of Workers each:

It goes without saying that, if you do not have enough
Workers to place on an action space, you cannot use it.



After placing the required number of Workers, immediately carry out
the actions depicted on the action space, from top to bottom. You may
take each action only once, regardless of how many workers you placed.

* Gain Actions  —

: Example:
h{lost action spalxce:_; pro- You get 1 Sheep
vide resources, indicated
= and 1 Meat.
by a plus sign.
» Exchange Actions
Example:

Some action spaces have
a cost depicted above an
arrow pointing down.
You must first cover the
cost before you can gain
the resources shown be-
low the arrow.

Remove 1 Field
to get 1 Jewelry
and 3 Clay.

1 Crop indicator (Barley, Flax Hops, or Rye) from the ”1”5upplvsp '
your Field board onto an emptv Field. The row of the Fleld indicate

Example Ybﬁ are sawiﬂg" Rye in the
emptyshigld in mw3 You canpot

@ sow in the Freid i W.d, becaise it
. already containg Flash Juging har-

' west, you will get'8 Rye ‘ond 4 Flax.

that Crop to sow just one Crop). To  doity properlv, mcwe thé oﬁdsjg;lﬁk
cator down 1 space, take a new, oods indicator of tfg\? respéthve type
from the general su pply, and plaqe itonthe Freld (see ai"sq #Reorganizing

» First Player Action

When using one of the four card action spaces in the corners
of the action board, immediately take the first player marker
as well as a card from the respective deck (see “Resources”
on page 6 for details on the latter). Taking the first player marker does
not change anything for the current Phase; it indicates who will go first

the next Phase it matters. Because there are four of these action spac-
es, which can each be used up to two times, the first player marker can
change hands multiple times during this Phase. Only the last player to
hold it at the end of this Phase will be first player.

« Life-Sustaining Action

The “Sheep Shearing” and “Small Trade” action spaces both feature an
action to save Sheep from natural death. When taking this action, move
exactly 1 Sheep on your Stable board from its current Farmyard card to
the next Farmyard card (on the next highest Round space) or from the
Farmyard card of Round 6 into the Stables (where it will be safe until the
end of the game).

Example: You move the
Sheep from the Farmyard
card of Round 4 to the Farm-
yard card of Round 5.

"1 sheep gains
' +1 round

7 &7

y 4 );:.,-

/, you caﬁ carry out all actions prq@@ﬁ}ﬁe action space, ex-

uf‘or.’f’or a slash is used. In thl?:ﬁ&%&@ﬁm choose one or
' hes are used with |ndlv1duaig%5a g pr” is used wﬂh

special j?f that
'",nfﬁj}ou must

nost and gain part 8@{\ jon.

regarm as you can only choosgl the left or the r@h
éhaose the same side in bo;&i'_‘

, fﬂ'mpl’e. \'Sheep Breeﬂrng” action
spm:e Iets you ekchangé’2 Milk for 1 Sheep
o.r 4 Mflkﬁ)f‘? Sheep.

e
mm thtngs%ahﬁﬁ"owed It is explicitly allowed to place Workers
Eﬂﬁﬁ{ﬁ&m& ahd not use any of its actions.

Example: You decide to use the “Small
Trade” action space, which provides
three different actions. Because there is
1 Worker on it already, you must spend
2 Workers to use it, placing the Workers
in the second row. For the first action,
you choose 1 Barley and 1 Hop; for the
second action, you choose 1 Milk. You
skip the last action, because you do not
have any Sheep yet.

Note: For a detailed explanation of all action spaces, see the appendix on
page 15 and following.

Exchanging Workers for Tools

Instead of placing Workers on an action space, on your turn, you can
return one or more Workers from your supply of Workers to the general
supply and take an equal number of Tools from there, placing the Tools
in front of you, preferably below the Community Center board. (Do not
place Tools on your Field board or the Farmyard card holding your supply
of Workers; Tools do not have a special holding space.)

Note: In a single turn, you can exchange any number of Workers (greater
than zero) for Tools. You may spread this over muitiple turns, always ex-
changing only 1 Worker per turn, if you want to. (Stalling, however, rarely
makes sense in this game.)



End of Action Phase

Phase 4 ends when all players run out of Workers. When it is your turn and
you have no Workers left, you must pass. You may not pass if you have
Workers left. (Exchange your remmmng Warkers for Too!s, if need be.)

Py A o — e 01 MY Sy
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| Example: You have one Worker left in your supply. All interesting ‘ac-
tion spaces already contain at least one Worker, so you exchange the
| remaining Worker for 1 Too.‘ for a tatal of 4 Tools in front of you.

“ T B

Phase 5: New Card

After all players have completed Phase 4, take the Farmyard card that
was holding your supply of Workers (which is still face down next to your

Stable board) and add it to your hand. (You can play it immediately, if .«

possible. See also “Playing Cards from Hand” on page 11 for detuails.)

Phase 6: Fallow Fields

Each player carries out the following two steps:

1. Slide all empty Fields on your Field board one row upj
{making them more efficient). =

2. Afterward, slide exactly one empty Field one row u
(In other words, exactly one of your empty Fields sli

Example;
». empty Figlds, one in row 3
and an@ﬂver in row 5, and
pianfed Field (i conrammg

Field in row 5 up any fi
so you slide only the Fiela
row 3 up twice—so that it 55
ends up in row 5,

i A R s SRR, 8. 3 W

Phase 7: Harves
Each player carries out the following two steps for eac
their Field board:

1. Move the planted Good from the-Fie
space in the same row as
amount of the harvested cr

2. Immediately afterward,
(making it less efficient). Fie
(row 2), remain there. (You
does not change.)

ir efficiency simply

Make sure to perform both of these step Field before proceed-
ing with the next Field. (It is easy to forget which Fields have been har-
vested, especraﬂy when you have a lot of Fields on your Freid board.)

B VISP =V SRS WS N |
Example You have one Field

in row 4 containing Barley.

You move the Barley to the

“4” supply space; then you
maove the Field down into

row 3.

e g BT 5 S ot R ko e ) AL R A B i | |

a kehouse

Bonus information: In the Hallertau, harvesting hops is called “hop-pick-
ing” and hopfields are known as “hop gardens”,

Phase 8: Milking

All players get 1 Milk for each
Sheep on their Stable board,
regardless of whether the
Sheep are on

or in the Stabl

lose any Sheep from

Example: You have a total of
3 Sheep, so you ggna Milk.

Phase 9:

'mally, this Phase is played simultane-
ially on your first play, you should play
r (The first player

composition
types; as |

ave to pay all required
you can pay any combi-

L d £

Constraint

You must pay more Clay than
Rye per advancement.

You must pay more Barley

Bariey. iEPs than Hops per advancement.

Meat, Milk N/A

You may pay at most 1 Flax
per advancement.

Manufacture | Flax, Hides, Wool | N/A

Note: A common misunderstanding is to think that the constraints of the
Carpentry and Brewhouse refer to your supply of Goods. It is irrelevant
whether you have more Rye than Clay or more Hops than Barley in your
supply. It onlv matters what you pay for each advancement

— SRR B et R ey

Flax, Barley, Rye

Example: Advancing the Carpentry in Round 2
costs 2 Clay per advancement. Due to the
constraint, you cannot use Rye to advance the
Carpentry until Round 3 at the earliest.

- T L BERIP, SR SR e & S e il

You can advance any number of Craft Bu;ldlngs any number of times, as
long as you have the Goods to pay and enough Tools to deal with Boul-
ders (see “Moving Boulders” on page 10). Once a Craft Building reaches
the last space (i.e., the right edge) of the Community Center board, it
cannot advance any further.
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Community Center

After advancing a Craft Building, always check whether the Community
Center tile can move to the right. This is the case when all Craft Build-
ings are at least one space away from it. In other words, the Community
Center tile always sticks to the Craft Building that is farthest left.

As a result, the first six times this happens, the number in the window will
increase (up to 12), meaning you will have more Workers available next
Round. As soon as the window shows 12 Workers, every additional increase i
will not result in more Workers but Victory Pcunts (18, 34 50 and 70) s

N e et — S S
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Example:

(1) You have advanced thé topfqur Craft Burldmgs crlreq‘dy and are
about to advance the Manufasture as well. Y8u pay the required
Goods and move the lanufacture one space to the right.

(2) Now that al Craft Buildings are at least ong'space away, the
Commuiity Center tile giagratically faligws, closing the gap.

(3) As affesuit, you will hive'g Workers available during the next
Action Phase.
_—' b i -nﬂnxum-".ﬂ-'—d-ia-af—un-qn-ﬁ'-
Discounts % i
As printed @n_the Round: spaees c-f your Stable board, from Round 3 on,_.,
you can get a dlscount on advancements by pavmg dlfferent tvpes of &
Goods:

* The cost of an advancement is reduced by 1 Goad ifYW:aﬁmdﬂy}pavqt” ¥
least 2 different types of Goods for it. The CoolingiHause, Bakehouse,

and Manufacture can be discounted like this from Reund 3 Dn,ﬂme Car-
pentry and Brewhouse only from ‘Round 4 on (due ta thefr mnsrramt)

e The cost of an advancement/is reduced by 2 Goods |f yeu actually pay
3 different types of Goods for it. This dmuﬁt isonly applicable to the
Bakehouse and Manufacture from Reund 5 on, because they are the
only Craft Buildings to requiréthree types: ofﬁoods

For each advancement you make, you can a);‘)pl\iyéi'ther the first or the

second discount or pay the full cost. You mqg;__;)afétually pay the required

number of different types: A discount canfiot make you pay fewer types
or violate a constraint.

Bonus information: The discount rule makes it so that certain Rounds
favor certain Craft Buildings. For instance, the Bakehouse and Manufac-
ture are most efficient in Rounds 3 and 5, when you can pay exactly 2 and
3 different Goods, respectively. The same is true for the Cooling House
in Round 3. The Carpentry and Brewhouse, on the other hand, are most
efficient in Round 4, when you can pay two of the main Good and one
of the side Good.

-

‘ W\. i — e ._’ -
“Each Craft Blilding is accompanied by tw&*&@ufﬂm‘
.. hindering its progress, because you may not ‘aqva
“onto aspace with a Boulder.

* once before you have to dea with Bm;lders

_board. If'vnu d;o,‘
1 h\are

Examples:

= You have just enough Goods to advance the Cooling House twice.
Normally, each gdwancement would cost 3 Goods in Round 3 but, be-
cause you aéin pay two different types, paying only 1 Meat and 1 Mitk
suffices té@idvance the Cooling House once. Afterward, you have
3 Meat left to advarice the Cocling House again at the normal cost.

You carragdvanice the Brewhouse for 2 Barley and 1 Hop. Even
though yowage paying twe different types, you cannot apply the
“discolimt, because, if you thig,\wou would either pay only 2 Barley,
which is oﬁ.‘y one type, ocd Barley and 1 Hop, whi¢h would violate
the constraing, In RBWA 4, though, paying thisg@xact combmanon
W will suffice to @dvance the Brewhouse.

»

i

Eou!der is two spaces awa ‘ff‘ﬂm the Craft Building f{h ss’cond is four
spaces away), meaning yay‘ t to advance each Craft' BUIldlng exactly

&

For each Tool you have, vou-:@n mm'ung Baulder one space to the
right. Consequenﬁv, advanmng ‘cﬁ\e same uilding a second time re-
quires 1 Toal; Afterward, the two Bau ire next to each other, mean-
ing every:s bsequent advance!ment rew.llfes an additional 2 Tools each,
becauseypu mqst_;nove both Boulders

You canymave Bouiggr_s of_;,the right edge of the Community Center
leave them there; you will not have to move them any

Example: At the start of the final Progress Phase (in Round &), the
Brewhouse has only one Boulder left in its path—the other is already
off-board. Advancing the Brewhouse the remaining three spaces will
use up only 2 Tools total instead of the normal 3 Tools, because you
do not -have to worry about Boulders that are off board.

D ility of

4 In Rounds 1 to 5, moving Boulders only requires Tools—it does not
cost any. So, when moving a Boulder, also move a Tool to the side,
indicating you have “exhausted” it. Once you have moved all of your
Tools, you cannot move any more Boulders that Phase. In the Pro-
gress Phase of the next Round, you can use all of your Tools again.

& In Round 6, Tools will finally break, meaning you actually have to
spend them when moving Boulders, returning them to the general
supply.

Bonus information: There are two reasons for this rule: one, leftover

Tools are worth Victory Points at the end of the game; two, there are

cards that require you spend Tools for Victory Points.



Example: In Round 2, you have 4 Tools and enough Clay to advance the =
Carpentry multiple times. The first advancement does not exhaust any
Tools; the second advancement exhausts 1 Tool; the third advancement =
exhausts 2 Tools, for a total of 3 exhausted Tools. Even if you had more
Clay left, you could not advance the Carpentry any further, because
every subsequent advancement requires 2 Tools. With the remaining

. Tool, however, you could advance another Craft Building twice.

lewelry

Instead of paying Goods to advance a Craft Building, you can pay exacﬁr\x il
4 w&jﬂdlcamr&as you wish. If need be, {qmm,ﬁﬁ; additional Goods

ly 1 Jewelry. Every Jewelry you spend allows you to advance ary
Building one space, regardless of the current Round or Goods
You can spend as much Jewelry as you wish and have. (In oﬁ;
Jewelry is sort of a wild resource during the Progress Phag wortl
at the start of the game and up to 6 Goods during the j?&m’ Round. )

Important! Even if you advance a Craft Building with .ﬁ?welry, you
still deal with Boulders as normal. PN aﬁ’;ﬁ W
- y - y = B

G

¥
\‘\7
m
A

moves too.

o R

Phase 10 Boulders

Example:

The Boulders are aligned
based on the positions of
their Craft Buildings.

;ﬁﬂfﬁer pfager s turn.

J
o .: in fﬁgnﬁ&st of an action or on another player s tur

J

Edge case: Due to an action on the action board that requires you move a
Craft Building to the left (see “Town Hall” in the appendix on page 16), it
is possible for Boulders to move left in this Phase, if you did not advance
that Craft Building at all. For the same reason, it is further possible for
Boulders that are off board to move on board again.

End of Round

After all players have completed Phase 10, the current Round ends. At
the end of Rounds 1-5, proceed with Phase 1 of the next Round; at the
end of Round 6, proceed with scoring (see “Game End and Scoring” on
page 13).

Note: The first player does not change automatically. To become first
player, you must use a card action space (see “First Player Action” under
“Phase 4” on page$8)Mt is not unusual for the same player to remain first

player for they rst couple of Rounds.

- T

it you can take at any time, even on

There are a Miiqf '

Reorga mzmgaGaods >

s

ﬁpds indlcatorsmn the supply spaces of yourfféld board |ndlcate how
oods you=have You can indicate a Gam‘.ﬁ th afs few or as many

ng ones to md;-
ﬁly tlme.f, ven

/

s fio oni the general supply or consol
otals as you see fit. You can do thfés

bie You have two Cﬁ)y Vm’ﬁrators,
one. eachon the “2” and “3™supply
WsPaces, ieis Clay total, Ybu decide to
régraanize them by retlirning one Clay
ninditator to the gepfral supply and sliding
the othec ta ‘5%

A\

,

Example: You have a Flax indicator on
“3" but you need one on “1” (e.g., fora
sow action, see page 8). So you slide the
indicator from “3” down to “2* and add
a new Flax indicator from the general
supply on “1".

Important! When reorganizing Goods in your supply, always make sure
you do not change the totals!

Playing Cards from Hand

In this game, you can play cards from hand at any time, even in the midst
of an action or on another player’s turn. When you play a card, place
it face up in front of you. Unless you play it in the midst of an action,
resolve the card immediately after you play it. Otherwise, complete the
action first before resolving the card. If you play multiple cards at the
same time, resolve them one at a time, in an order of your choice. After
you resolve a card, leave it face up in front of you until the end of the
game. (Some cards count how many other cards you have played. We
recommend you stack cards after you resolve them.)

Note: Normally, it should not matter if multiple players want to play
cards at the same time. If need be, let them play their cards in clock-
wise order, beginning with the active player (in Phase 4, or Phase 9 if not
played simultaneously) or the first player (in any other situation).

11
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Resolving a Card

To play a card in the first place, you must either meet a condition or pay
resources, as shown in the top part of the card:

A book indicates a condition. To play the card, you must have the re-
quired resources or be in the required game state. If a Good is shown,
you must have the required Good in your supply. Unless explicitly stated
otherwise, Goods planted in Fields do not count. All quantities are con-
sidered minimum values, except when a card explicitly states “exactly”
or “max.”. If multiple resources are shown, you must have all of them,
except when there is a giant slash or the word “or” between them—in
this case you must have one or the other (but you can have both).

e { TRIAPRITR S i e E—— - - ALK N1y

Book = condition

Example: The depicted card requires
you have at least 1 Wool in your supply
and at least 3 Sheep on your Stable
board.

b

action space be fully occupied, i'e,

its rows contain Workers. ¥ou can pi
the card even if this happens on ano
player’s turn and exen rf@'ou did not

place any of the'%’{ oIt

space.

pay the exact amounts sho
pay all of them, except w

After you resolve the top part of the card, immedia
fects shown in the bottom part, from top to bottom.

at game end. All effects are on
second time, even if you paid t,

Note: Bonus cards do not hav
activates in Phase 3 of each Ro
less you play a Bonus card in Phase 3,
ately after yvou play it.)

. Example: !f you p!ay the card on the left, you get 2 Banfey and 1 Hop

| and you can draw 1 Bonus card. The card on the right provides an
income of 1 Rye in Phase 3 of each Round and 3 Victory Points ot

h gume end

e PR M. S e O . = - e e

All effects in the bottom half of a card are optional: You may skip any or
all of them, if you wish, or take fewer things than allowed. It is explicitly
allowed to play a card and not use any of its effects; you must, however,
still meet the condition or pay the cost.

Slashes

Slashes indicate that multiple things relate to one another. Choose one
of the applicable options in the first set of slashes and pair it with the
option stated at the same position within the second set of slashes. (You
are not required to choose the r,‘ghtmost appr‘rmbfe option.)

A AP T s T PR

Example: If you have at least 1
2 Jewelry, you get 1 Meat. If you

have at least 3 fewelry, you get

your choice of 1 Meat or 1 Tool. If

you have at least 5 lewelry, you get
}(our choice of 1 Meat, 1 Tool, or
Sheep

: This card can ékbfayed atany |
g Phase 7 aily. You may not

se 7. f

Examﬁle This card can be played at ony
ﬁme, exé&pt in Phase 4.

Example: In
Phase 3 of
each Round,
you get the
depicted in-
come: 1 Rye.

%Wﬁe You can find all of this information along with an explanation of all

cards in the appendix (see “Glossary” and “Card Index” on pages 14 and
16-24, respectively).

About the Four Decks

There are four decks of cards, as indicated by the different reverse side
and icon: Gateway, Farmyard, Bonus, and Point cards.

®,zn @ Gateway cards always have a condition at the top that, nor-
II mally, is easy to accomplish. You start the game with 4 Gate-
L way cards (to jumpstart your economy).

Farmyard cards usually have a rather low cost. You get
1 Farmyard card automatically in Phase 5 of each Round.

2
- Bonus cards usually have a cost. Once played, thev provide
I l income in Phase 3 of each Round. You will get Bonus cards
- mostly from playing Gateway and Farmyard cards as part of
their effect (shown in the bottom right corner).

Point cards usually have a very high cost or challenging con-
dition. They are designed as end-game cards providing a lot
of Victory Points. You start the game with 1 Point card to give
you an idea of what to go for.

You can always get more cards of each type durlng Phase 4, by using the
corresponding card action space.



N : —
g Game End and Scoring
The game ends at the end of Round 6. HYOM
When this happens, all players get a fi-

nal chance to play as many cards from ﬂ e o8
their hand as they can and wish. (If | _ 5

need be, in clockwise order, beginning | @) 2

with the first player.) Then use the r" 2—_-

provided scoring pad to determine B = o e—
each player’s score. You score Victory | | 3l

Points (VP) in five different categories. S3

Community Center board: If you moved your Community Center far
enough, you should see a number of VP in the window of the Commu-
nity Center tile (18, 34, 50, or 70 VP — otherwise it is worth 0 VP). Add
3 VP to this number for each “3 VP” symbol visible to the left of a Craft
Building. (Symbols visible to the right of a Craft Building do not count.)

il

I'!

Example: You score 34 VP for the Community Center hfe plus an "%
additional 9 VP for Craft Buildings, for a total of 34+9-43 VP from rhé'
Communrty Center.

Jewelrv' The remamlng Je
Jewel Box ﬁworth ive eaci'l

Tip: If you havﬁ,- the Tools*to support thls you
should m youur Jévelry during the final
Progress PRAsE Lo flsther advange your Craft
Bumldmgs‘:\" i m ment gan be worth
3 VP if it uniegyers an additioal “3 VP” sym-
bol to the left O the Craft Building, making
Jewelry effectively worth 3 VP each.

Examipie; You score
2 VP from Jewelry.

Fields, Goods, and Tools: Total the number of Goods.a d Tools you have -
left and add the “value” of each of your Fields, i.e., fhe TOWs: they‘aﬁin
(2-5). You get 1 VP for every 5 of t,bﬂt ‘total, rounded dpwn y

. 3. | & o
ExamplemizClay + 1 Hax + 2 Milk +
@ Field in row 4 #g Field in row 3 +
2 Tools =13 tota! You score 2 VP from

Tip: We recommend you offset these items against each other to get as
many items into row 5 as possible, because everything in row 5 is worth
1 VP. For instance, in the above example, you could remove the Fields
to move Clay and Milk to “5”, and discard the Tools to move Flax to “3”.

Cards played: Total the Victory Points from Bonus and Point cards that
are face up in front of you. (Cards left in your hand do not count.)

Example: You score 1+3+3+3+5+6+10=31 VP from cards.

The sum total of all of these values is your final score. The player with
the highest score wins. In case of a tie, consider the “remainder” in the
“Fields, Goods, and Tools” category, i.e., the part that has been rounded
down. If still tied, enjoy your shared victory.

X - ariant ¥

No Cards Variant
For your ﬁrstsl;ame you may even want to go so far as to not include the
cards at all. lfyoude. apply the. followmg changes. All other rules remain
intact.

s Setup: Do not draw any cards or place any on the action board. Do,
howaver, place Farmyard. ca?ds on your Stable board as described.
“ These will ¢ serve only the pqmose of holding your Sheep and Workers.

B, Course of Plawiskip[;?hasé?. In Phase 4, you cangiot place Workers on

'me card action spaces. In Phase 5, discard thgj_Férmya,rd--éard.
» Eﬁﬂ‘of Round: The first player changes adtoma cal‘lv pass the first
almrmken ta the next player in cIockwis&ﬁnder
Wﬁg&ib the card category. You onlv scm‘se mmts irf the four other
«catesm{es

g The Solo Game 4@

. " The solo game follows eimcﬁv the same rules as the mutnplayer game.

Simply take one turn after the other. Your goal is to score at least 100 VP.
Scores over 110 \(Prare mnsde’recl extraordinary. 1f you play by the “No
Cards Variant’ fules, your goali is Iowemétaw VP and 85 VP, respectively.

g;_ ‘i---_\ \“ i.,

Tips for'Your Firsf Play

o Make' ‘sure you mllect at’ |east 1 Clay in the first Round so you can
advance\the Carpent?ydurmg the first Progress Phase. (There are five
“action spafes,ém iding Clay, some Gateway cards provide it as well.)

s Do not hesntéte\ta draw additional Gateway and Farmyard cards

fdur!ng thexAction'Phase), especially if you cannot play any of your
artihs cards short-term. Plus, if you are the only or the last player to
~do SO,'{BBWIH also be the first player next Round.

» Most iﬁiﬁib&antly: Do not mistake taking Tools as a last-resort action!

—“Having a good amount of Tools in the first Round allows for a lot of
~ “gheap advancements. Consider the following extreme example.

Example: On your first turn, you spend the Field in row 2 to gain

1 Jewelry and 3 Clay. On your second turn, you take 1 Milk, sowing
Barley on “3” and Flax on “4”. On your third turn, you exchange
yaur remaining 4 Workers for 4 Tools. You now have enough Goods
to advance four Craft Buildings twice each and the remaining Craft
Building once during the upcoming Progress Phase, which is the
most you can do with 4 Tools. Let it sink in: You have moved your
Community Center almost twice in the first Round!

"‘i Can We Mix Decks Together? ﬁl

The four decks of Gateway and Farmyard cards were tested to work in
those exact deck compositions. We never tested them mixed together.
So while you can mix them, we caution you to do so. Also note that the
decks have different backs, even if the differences are only subtle.
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Part |: Glossary

The following explains some recurring terms and symbols, as found on {4) APhase bar at the top of a card restricts when you can play the card,
the cards and action spaces. always highlighting a single Phase number. If exactly one Phase is
left out (see left example), you can play the card at any time except
during that Phase. Otherwise you may play the card only during the
highlighted Phase (see right example).

(1) The illustration of a book indicates a condition. To play the card,

(2)

(3)

you must have the required resources or be in the required game
state—you do not have to pay anything. Only your player boards
and resources matter—cards never care for another player’s display.
If a Good is shown, you must have the required Good in your supply
(i.e., on the supply spaces of your Field board). Unless explicitly stat-
ed otherwise, Goods planted in Fields do not count. All gquantities
are considered minimum values, except when a card explicitly states
“exactly” or “max.”. If multiple resources are shown, you must have
all of them, except when there is a giant slash or the word “or” be- (5)
tween them {see entry #7).

T TSR T N a1 A ey ‘.

Example: The depicted card requires
you have at least 4 Barley and at
| least 4 Hops in your supply.

p—— SRS P DA 8

Note: Unless the COf‘IdItIOﬂ features a comp!ete senten

led quantities are implied to be preceded by “at leg
shown, it is implied that they are succeeded by “i
instance, read the example as follows: “

and at least 4 Hops in your supply.”

arisen, you can immed
player’s turn). '

gicted card requires
spacege fully occupied,

5 's contain Workers.
ggfl he card even if this

and 5 Meat relate to 2 Tools,

B o 5 T A b e L St R e S | L =

pay it from vour supplv Unless expllmtly stated

Fields do not count. You must always pay the ex (7) If two things are separated by a single giant slash or by “or”, you

{You may not overpay for whatever reason.) | must choose one or the other. If it is a condition on a card, you can

are shown, you must pay all of t| choose which one to meet. (You can meet both without any addi-

slash or the word “or” : , tional benefit.) If it is in the cost or the effect of a card or action, you
: — i ) : 5 must choose exactly one opnon (not bath,"

= [T epp——— P — ~

Example: This card requires you
have at least 7 Barley or at least |
2 Hops in your supply. Even if you
fulfill both requirements, you
only get 1 Sheep.

. il LG P L T = 0 T S

Note: Unless the cost features a complete sentence (terminated by
a period), it is implied that it starts with “Pay”. All quantities are
exact. If Goods are shown, it is implied that they are succeeded by
“from your supply”. For instance, read the example as follows: “Pay
exactly 1 Flax, 1 Barley, 1 Hop, and 1 Rye from your supply.”

. B P PN S PP e S pr——



(8) The symbol below indicates a sow action. Normally, you can sow
only Crops (i.e., Barley, Flax, Hops, and Rye). Some cards allow you
to sow other Goods (e.g., Wool, see right exarmple). If you get multi-
ple sow actions from a card or action space, you can take fewer than
you are allowed. Remember you can sow only in empty Fields.

(9) An ampersand (in conjunction with “a total of”) indicates that the
combined total of two things is required.

Example: You can play the depicted
| card if you have at least 7 Tools, or
W at least 7 Jewelry, or, e.g., at least
& 5 Tools and 2 Jewelry, etc.

Part Il: The Action Spaces

The following explains the action spaces on the action dbard organ

Gateway Card

Draw 1 Gateway card from the top of thi deck
add it to your hand. Addmonailwté the first pla

marker, £

r i’mfherf'pﬁ\;:z Milk to get 1 Sheep or,
b ;élternatwely, pay 4 Milk to get 2 Sheep."

You get a ni)mpéwaf%ﬂf“equal to the total
number of Sheep on your Stable board. It does
not matter whether the Sheep are on Farm-
yard cards or in the Stables. (All of your Sheep
count. You do not lose any Sheep fram this.)
Additionally, you can move exact&v*l Sheep
on a Farmyard card to the next Far
(on the next highest Round spl_'
Farmyard card of Round 6 into th

Clay Delivery

Clay Delivery

You get a number of Ciay equal to the current
Round number, i.e., 1 Clay in Round 1, 2 Clay in
Round 2, etc.

g2 e Sigl

Farming

You can either take a new Field and place it into
row 5 or, alternatively, sow in up to 4 Fields.

y .-t:}

—

(10) The illustration of a Field always means “any Field” (left example).
It does not matter whether or not the Field contains Crops. (Other-
wise, the card text will tell you explicitly whether it requires a plant-
ed or an empty Field.) Some cards require the Field be in a specific
row (middle example); other cards require it contain a specific Crop
(right example).

m ,
add it tmg:ourhand Addmonaﬂy take the irst player
marke'

‘Butchery
" Pay 1 Sheep to get 4 Meat and 2 Hides. (It does

not matter whether you remove the Sheep
from a Farmyard card or the Stables.)

Nursery

You can either take 3 Clay or, alternatively,
3 Crops of your choice, If you choose Crops,
you can take any combination of Barley, Flax,
Hops, and Rye. (You can take the same or dif-
ferent Crops.) You may not take a mix of Clay
and Crops You must choose one or the other.

; Busy Weekend _. |

Busy Weekend

You get your choice of 1 Milk or 1 Wool. Addi-
tionally, you can sow in up to 2 Fields.

Clearing

You can take a new Field and place it in row 2.
Additionally, you get 1 Clay. (Unlike the “Tool
Shed” action space below this, on “Clearing’;
you get both the Field and Clay.)

15
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=2 "
B 3" Quadrant y T -- 4'" Quadrant
Bonus Card i cand Point Card

Draw 1 Bonus card from the top of the deck and add
it to your hand. Additionally, take the first player
marker.

Draw 1 Point card from the top of the deck and add
it to your hand. Additionally, take the first player
marker.

Small Trade

You get 2 Crops of your choice; you can take
any combination of Barley, Flax, Hops, and
Rye. (You can take the same or different Crops.)
Also, you get your choice of 1 Milk or 1 Wool. Field at all, you can sow in 1 Field—in one of
Additionally, you can move exactly 1 Sheep . _ wthe Fields you moved or any other empty Field.
on a Farmyard card to the next Farmyard card N
{on the next highest Round space) or from the
Farmyard card of Round 6 into the Stables.

Fertilizing

You can move up to 2 empty Fields to row 5.
(You cannot move planted Fields with this.) Af-
terward, regardless of whether you moved any

Nu get yoﬁr cholce of 4 (ﬁ' [
mto row 4., {i Ur’r{;{ce the "C!eqrpfg” action space
gbove this, on "?&0! SHed” you do not get both
the | Fre!d and Cfarm) &

Cultivation

You can sow in up to 3 Fields.

B o

»/

Town Hall

Move 1 Craft Bu[ldh‘xg
ty Center board one sp:

Weekly Market 4
You get 1 Sheep and 1 Meat. _;.;'

Land Sale

Remove 1 Field from your Field board to gét.
1 lewelry and 3 Clay. If you remove.a« ﬂlauted
Field, you also lose the planteg‘ﬁood

— el T

! 5 Sheep Market e‘"

Part Iil: Card Index o
The following explains the 330 cards that you can pl%f'\'f" uring

1 Gateway Cards

There are four such deg "’iéb-inpr|5|ng 30 car-'&s eachgonly (.:r.\e of which is present in any particular game. The decks are numbered by increasing
ﬁ complexity: Beginner ﬁiml—oso) Advanced f;ﬂ.}, £130), Expert (201-230), and Master (301-330). Gateway cards prcwlde you with some early
goals, jumpstarting the

001 You have at least 2, 3, or 4 Sﬁeep S, 006 You have at least 4 Barley and at least 4 Hops in your supply.
You can move 1 Sheep to the next FarmyaFd 'card a total of one, You get 1 Tool and 1 Bonus card.
two, or three times, respectively. (You, “may not move different 007 You have at least 1, 2, or 5 Meat in your supply.
Sheep with this.) If the Sheep is on the Farmyard card of Round 6, You get 0, 1, or 2 Tools, respectively, plus 1 Bonus card.
move it into the Stables. Additionally, you get 1 Bonus card. 008 You have at least 3 Flax and at least 2 Wool in your supply.
002 You have at least 7 Barley or at least 2 Hops in your supply. You get 1 Tool and 1 Bonus card.
You get 1 Sheep. 009 An action space is fully occupied by Waorkers. (It does not matter
003 You have at least 1 Wool in your supply and at least 3 Sheep. whether or not you used this action space.)
You get 1 Sheep. You get 1 Jlewelry and 1 Bonus card.
004 You have a number of Clay in your supply equal to or greater than 010 You have at least 2 Hides or at least 2 Meat in your supply.
the number shown in the window of your Community Center. You get 2 Clay and 1 Bonus card.
You get 1 Field into row 4. 011 You have at least 1 Milk and at least 1 Waol in your supply.
005 You have at least 4 Sheep. You get 1 Clay and 1 Bonus card.

You get 1 Wool and 1 Field into row 2.



012 You have at least 4 Tools. 022 You have exactly 1 or 2 planted Fields.
You get 1 Clay, 1 Milk, and 1 Wool. You can immediately harvest 1 Field (even outside of Phase 7).
013 You have at least 3 Sheep. Move the harvested Field 1 row down, as usual (unless it is in the
You get 1 Clay. Additionally, you can sow in one Field. bottom row already). Additionally, you get 1 Bonus card.
014 You have at least 1, 2, 4, or 6 Fields in row 5. 023 You have noempty Fields. (So you have either no Fields at all or all
You can sow in no, one, up to two, or up to three Fields, respective- of your Fields contain Goods,)
ly. Additionally, you get 1 Bonus card. You can move each of your Fields 1 row up. (Consequently, these
: Fields will yield more Goods. You cannot move Fields that are in the
015 You have at least 4, 5, 6, or 7 Fields, top row diredchi)
You get 1, 2, 3, or 4 Crops of different types. {You can freely choose Sl v \
which types but each type only once.) 4 024 You have at least 6, 9, or 12 Rye in ypur supply.
016 You have at least 3 Tools and at least 3 Hops in your supply. You get 172, ans Mik, respectl\.fely, piis 1 Bonus catd.
You get 1 Bonus card and your choice of 2 Barley or 2 Rye. 025 You have at least 4, 3,0r7 Cla\{ in your supply.
017 You have at least 2 Fields containing Hops. Yougerd 2 ons Mil respectivcly
You get 2 Barley, 1 Rye, and 1 Bonus card. 026 You have ap#€ast 3 Tools and at least 2 Sheep.
018 You have a number of Barley in your supply equal to or greater than YoM £6 ik & el abd LBehus cerd.
the number shown in the window of your Community Center. 027 You hd i
You get 2 Flax and 1 Bonus card. ‘ool from your supply in this Field, as
D16 Nou havelutleast & Fialds arvest the Field in Phase 7, as usual.
You get 1 Rye, 1 Hide, and 1 Bonus card. S
020 You have just spent your last Jewelry. (In other words, @ moment
ago, you had at legst 1 Jewelry, but now you have 0 Jewelry. You 4
may not simply discard Jewelry.) & not Gateway
You get 1 Hop and 1 Milk.
021 You have at least 1, 2, 4, or 7 Sheep. i B,
You get 1, 2, 3, or 4 Goods of the same type, respective tleast 1 Jewelry and at je
choose only between Hops and Meat. (You must choose a si 0, 1, or 2 Farmyard cards (1), r
b) Advanced Deck
101 VYou have at least 4, 6, or 8 Flax in yo
You can move 1, 2, or 3 different She one Field. (You can sow
Farmyard card. (You may not n
with this.) Sheep that are© _ - : I
into the Stables. Additiona ; _ _ r choi ey, 1 Flax 1 Hop, or 1 Rye. Aﬁenuard you
102 You have at least 8 Cr, e s iy , ar p to two Fields, respectively. (You can sow the
You get 1 Sheep. A i ; different one.) Additionally, you get 1 Bonus card.
103 You have at least 3 Hidl ' j {
your supplys
: er of Flax in your supply equal to or greater than
104 own in the window of your Community Center.
£ ye and 1 Bonus card.
105 You have at least 2, 4, or 6 Hops in your supply.
You get 1, 2, or 3 Barley, respectively, plus 1 Bonus card.
_ An action space is fully occupied by Workers. (It does not matter
106 space iS5 Tllly occupied by Workers. whether or not you used this action space.)
whether or not you used this action space,) You get 2 Barley, 1 Hop, and 1 Bonus card.
You get 2 Tools, 1 Hop, and 1 Bonus card. : 119 You have at least 6 Barley and at least 6 Rye in your supply.
107 You have at least 1, 2, or 4 Hides in you supply You get 1 Flax, 1 Hop, and 1 Bonus card.
You get 1, 2, or 3 Tools, respes / | 120 You have at least 3 planted Fields in row 5.
108 You have at least 6, 11, or, Barley in your supp y You get 1 Hop, 1 Wool, and 1 Bonus card.
You get 1, 2, or 3 Tools, X 121 You can only play this card in Phase 4!
109 So far, you have played 3 o 1 bcards from the There are only 1-3 Workers left on the Farmyard card containing
same deck. : ; your supply of Workers.
You get 1, 2, or 3 Jewelry, respectiv N You can move each of your empty Fields 1 row up. (Consequently,
110 You haveatleast 2,5, or 7 Flax, and at least @8 much Barley and Rye. these Fields will yield more Goods. You cannot move Fields that are
(Consider of which you have the leastgs® in the top row already.) Additionally, you get 1 Bonus card.
You get 0, 1, or 2 Bonus cards, respectively, plus 1 Hop and 1 Clay. 122 You have exactly 2 planted Fields.
Example: You have 6 Flax, 3 Barley, and 7 Rye in your supply. The You can move each of these two Fields 1 row up. (Consequently,
smallest of these values is 3. Consequently, you get 1 Hop and these Fields will yield more Goods. You cannot move Fields that are
1 Clay, but no Bonus card. in the top row already.) Additionally, you get 1 Bonus card.
111 You have at least 3, 4, or 6 Tools. 123 You have at least 1, 3, 4, or 6 Tools.
You get 0, 1, or 2 Bonus cards, respectively, plus 1 Rye and 1 Clay. You get 0, 1, 2, or 3 Milk, respectively, plus 1 Bonus card.
112 You have exactly 1 empty Field. 124 You have at least 1, 2, or 3 Meat in your supply.
You can immediately sow 1 Clay from your supply in this Field, as You get1, 2, or 3 Milk, respectively.
though Clay were a Crop. Harvest the Field in Phase 7, as usual. 125 You have at least 2 Wool in your supply.
Additionally, you get 1 Bonus card. You get 1 Milk and 1 Bonus card.

17
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126 So far, you have played a total of at least 1, 3, or 4 Farmyard cards. 129 The combined total of Hides and Wool in your supply is equal to or
You get 0, 2, or 3 Meat, respectively, plus 2 Milk. greater than the number shown in the window of your Community

127 You have atleast 3, 4, 5, 6, or 7 planted Fields. Center.

You get 0, 1, 2, 3, or 4 Wool, respectively, plus 1 Bonus card. You get 3 Meat.

128 You have at least 4 Tools. 130 You have at least 1 Hide and at least 1 Mf_’at inwyour supply.
You get 1 Flax and 2 Hides. You get 1 Farmyard card (!} and your choice of 1 Hop or 1 Clay.

<) Expert Deck

201 You have a number of Sheep equal to or greater than the number 216 The combined total of Tools and lewelry you have is equal to or
of Fields you have, greater than 7.

You can move up to 2 different Sheep to the next Farmyard card. You get a number of Rye equal to the number of planted Fields you
(You may not move the same Sheep more than once with this.) have. ==

Sheep that a.\r.e on the Farmvard. card of Round 6 move into the 217 You ha least 3 Jewelry,

Stables. Additionally, you get 1 Milk and 1 Bonus card. You g equal to the number of Sheep you have

202 An action space is fully occupied by Workers. (It does not matter (If you have multiple Farmyard cards
whether or not you used this action space.) hoose one of these cards.) Additional-
You get 1 Milk, 1 Sheep, and 1 Bonus card.

203 You have no Fields in rows 2 and 3. (So you have either no Fields at dve :
all or all of your Fields are in rows 4-5.) 2 yftunity Center.

You get 1 Sheep. y : R 4

204 You have at least 2, 3, 4, or 5 Sheep. east 5 Milk inyour suppiy.

You get 1 Field into row 2, 3, 4, or 5, respectively. ber of Flax equal to the
205 You have 6 or 7 Fields. (You can play this card even if -

8 Fields, in which case it will not have any immediate e

You get 1 Field into row 2 or 5, respectively.

206 You have atleast 2, 3, or 5 Jewelry, ; ou have at least 3, 4 : .

You get 1 Meat. If you have at least 3 lewelry, you can instead ta Youget0,1,0r2Bo ti 1 Hop and 1 Meat.
1 Tool. If you have at least 5 Jewelry, you car ;

207 You have at least 5 Fields and at least 043 i i _ ol i i i (even outside of
You get 0, 1, or 2 Tools, respectively, ; L : ow'down, as usual (unless

208 You can only play this card in Phase 71 ’ , itis i ly, you get 1 Bonus card.
The total of Goods that YouE8 Yaur i !
to or greater than 16. 5, 3 h i immediately before your last action in
You get 1 Tool and 1 B - | v g ou havg'either no Fields at all or all of your Fields

209 You have at least 3, 5| ' ion is when you spend your last Worker.)
Stables.arenot consid up to 3 Fields 1 row up. (Consequently, these
You get 1, 2 or 3 et oods. IYou cannot r;ove Fr‘ek;s that are in the

210 You hawe@PToaet itionally, you get 1 Bonus car
You 1,2, or 3 Sheep, and at |east as much lewelry. (Of
S sfdgr of which you have less.)

1 ; , or 3 Milk, respectively.

211 You Example: If you have 4 Sheep and 2 Jewelry, you get 2 Milk.

If y You have at least 1, 2, or 3 Animal Products of each type, (Consider
Hops, 'y the Animal Product of which you have the least.)
between Ck ops. Regardless, you als You get 0, 1, or 2 Bonus cards, respectively, plus 3 Milk.

212 You have at least 5, 6, or 7 Tools, ) Example: You have 2 Hides, 3 Meat, 6 Milk, and 2 Wool in your sup-
You get a number of Clay equal to the differen: ply. The smallest of these values is 2. Consequently, you get 1 Bonus
respectively, and the number shown in the win card and 3 Milk.
munity Center. 225 On each of at least 2 Farmyard cards and in the Stables, there is at
Example: You have 7 Toolsdind the number shown least 1 Sheep.
your Community Center You get 1 Meat, 1 Milk, 1 Wool, and 1 Bonus card.

213 You have at least 1 Field | 226 You have at least 3 Sheep and at least 3 Jewelry.

You get your choice of 1 Mil ally, you can sow in You get 1 Flax, 1 Hide, 1 Milk, and 1 Wool.

one Field. 227 You haveat least 3, 5, or 6 cards in your hand that are not Gateway
214 You have exactly 1 empty Field. & cards (i.e., Farmyard, Bonus, and/or Peint cards).

You get your choice of 2 Barley, 2 ops, or 2 Rye. Afterward, You get 0, 1, or 2 Wool, respectively, plus 1 Bonus card.

you can sow the chosen Crop in one Field. Additionally, you get 228 The combined total of your Fields containing Barley and your Fields

1 Bonus card. containing Rye is equal to or greater than 4.

215 You have at least 3, 4, 5, or 6 cards in your hand that are not Gate- You get 2 Hides and 1 Bonus card.
way cards (i.e., Farmyard, Bonus, and/or Point cards). 229 You have exactly 1 empty Field.

You get 1,2, 3, or 4 Crops of different types, respectively. (You can You can immediately sow 1 Meat from your supply in this Field, as
freely choose which types but each type only once.) Additionally, though Meat were a Crop. Harvest the Field in Phase 7, as usual.

Y9 et 1 BoRis Card, 230 You have atleast 1, 2, 3, or 4 Sheep.

You get 0, 1, 2, or 3 Hops, respectively, plus 1 Farmyard card (!).



d) Master Deck

301

302

303

304

305

306

307

308

309

310

311

312

313

There is at least 1 Sheep on the Farmyard card that is next to be 314
removed from your Stable board. (In other waords, in the upcoming
Phase 2, one of your Sheep will die of natural causes. You may play
this card even in Phase 2, immediately before removing a Farmyard
card from your Stable board.)

You can move up to 3 different Sheep to the next Farmyard card.
(This way you can save Sheep that are about to die of natural
causes. You may not move the same Sheep more than once with
this.) Sheep that are on the Farmyard card of Round 6 move into

the Stables. Additionally, you get 1 Bonus card.

315

You can only play this card in Phase 4!

There are only 1-2 Workers left on the Farmyard card containing
your supply of Workers.

You can remove the top row of Workers from each of the “Sheep
Market” “Sheep Breeding”, and “Weekly Market” action spaces,
returning the Workers to the general supply. If you do, you must
remove Workers from all three action spaces. (You may not pick
and choose.)

You can only play this card in Phase 1!

At least 6, 7, 8, 8, or 10 Workers have just been removed from a
single Quadrant. (If this applies to multiple Quadrants, consider rhe'—_:'
Quadrant with the most removed Workers.) L %

You get 0, 1, 2, 3, or 5 Rye, respectively, plus 1 Sheep.

Wk

312

You have at least 3, 7, or 10 Tools.
You get 0, 1, or 2 Sheep, respectively, plus 1 Field into row 2,

You can only play this card in Phase 9!
In this Phase, you have advanced a single Craft Buﬂdmg a totafofag
least 3, 4, or 5 spaces to the right. (If this appﬁe :
Buildings, consider the Craft Building youd HWOYL, theyfarthest t
the right this Phase, It does not matter w::_étherf;r not the Commu— :

nity Center tile has moved in the procﬁss 1 h:
You get 0, 1, or 2 Bonus cards, respechveiy,

319

320

321

_ ‘actlveiy, ﬁlus 2 Clay and 1 Tool.
So far, yaii'H' stntal ¢fit IBGSI M3, 7,0r12 cards,
Yougeil 2,3, or 4 Togls, r

Yotj W‘just use;ifzn actr{;n space so that, now, there are ét least -
_‘Worﬁers in its Quadrant ¥

(e.g., Bs!e)?dhm Q’Wnrkers for Too!s in Phageﬁ)
You get 1, 2, or@"ﬂ’ops respectively, plus 1 Tm‘:ﬁh

You have at least 7, 14, or 21 Crops of the samgfypeln aursﬂppw g
You get 0, 1, or 2 Bonus cards, respectively, pl

You can only play this card in Phq;e 4! S
You have 6, 7, or 8 Fields. *

You get O, 1, or 2 Bonus wds respechve!v Ad(ﬁhon@ﬂy, you can

advance a Craft Bmldmﬁ 1 sp “right (even outside of 325
Phase 9), without paying n'cause the Com-

munity Center tile to movi v additional Work-

er retroactively.) 326
You can only play this card in Phase 4! )

There is only 1 Worker left on the &arm’ﬁ)rd card containing your

supply of Werkers. 327
You can place this Worker in the second row of an action space of

your choice, if the second row is empty, and use the action space
immediately. It does not matter whether or not the first row of this

action space contains a Worker. The second row is considered oc-

cupied, even if it contains only one Worker. (Do not add a Worker 328

from the general supply. The Worker in the second row is consid-
ered one Worker, not two. The second row will contain only one
Woarker until it is cleared. If the first row is still empty, any player can
use it even if the second row contains a Worker.) Additionally, you
get 1 Bonus card.

There are at least 2 action spaces containing exactly 3 Workers each
(i.e., the two bottom rows are completely filled).

You can remove all Workers from one of these action spaces (thus,
clearing it) and place them in the third row of another action space
with exactly 3 Workers (thus, completely filling it), without using
any of these action spaces. If you do remove Workers, you must
move the Workers as described. Additionally, you get 1 Bonus card.

You can only play this card in Phase 4!

You have at least 4 lewelry.

You can remove all Workers from the topmost row containing

Workers of an action space of your choice. If you do, add these

Workers to your supply of Workers for this Round. (Consequently,

you will have more Workers available to you this Round. You can

play thiscard even after you placed your last Worker, thus, rejoining

this Phase 4, even'if all ather players are out of Workers already.)

Play thrseard fn Rmms&i Bokind 2, or in a later Round.

Bon 's eards respectively. Additionally, you can
e 3udifferent Boulders 1 space to the right (even

outs.'de“q{ Phase 9), WIthmut using Tools. (You may not move the

same Boulder more then once with this.) ;

You have at ieast 1 planted Field.

3

: "You get a number of Clay equal to the mgmher nf émpty Fields you

Y a]'l‘other of your Craft Buildings. (If thfs appf:es to fultiple, Craﬁ
' -T:.ﬁuﬂdmgs consider the Craﬁ Buildings with' h‘:e-i‘dfgﬁt gap b@‘tween

them.)
Youget3, 4,0or5 Clay,

mpM\fely, plus 1 Bonus t,%rd
You have at least 1% ’3, arﬂ Hoﬂs L your supply. '
You get 1, 2, or 3 Clay, respect vafy,plus 1 Rye @nd 1 Bonus card.

You have atd@Het 278, 6 oi\?quls.
You gebﬂ 1,2, 0r3 Barley, res _”eﬁvety plus 2 Flax and 1 Bonus
cardy

A

Yau hw&a humber of Barley in vour supply equal to'the difference

85,10 and the humber oﬂewelry you have. (If you have 10 Jewelry,

youmhpfay Wsc td*even if you have no Barley In your supply.)
et 1 w.and 1 Bonus card.

not want to sow it.

323 You have exactly 1 empty Field.

You can move this Field to row 4 (regardless of the row it originates
from). Afterward, you can sow in this Field. (You can sow even if you
do not move the Field, or you can move the Field without sowing.)
Additionally, you get 1 Bonus card.

The number shown in the window of your Community Center is
graater than the sum of the current Round and 5, 6, or 7.
You get 1, 2, or 3 Milk, respectively.

You have at least 0, 10, 16, ar 23 Crops in your supply. (The types do
not matter. All of these Crops may even be of the same type.)
You get 0, 1, 2, or 3 Milk, respectively, plus 1 Bonus card.

You have at least 1 Sheep on the Farmyard card of Round 4, on a
later Farmyard card, or in the Stables.
You get 1, 2, or 3 Wool, respectively, plus 1 Bonus card.

You have at least 2, 3, or 7 Sheep.

You get 0, 1, or 2 Bonus cards, respectively, plus a number of Hides
equal to the number of Farmyard cards on your Stable board con-
taining no Sheep (including the Farmyard cards of Rounds 2 and 3,
which usually never contain Sheep anyway).

You can only play this card when you use the “Butchery” action
space.

You can pay 1 Jewelry in place of the Sheep required by the “Butch-
ery” action space (even if you do not have any Sheep to take the
action in the first place). Additionally, you get 2 additional Hides
and 1 Bonus card.

19



20

329 There are (at least) 1, 3, or 6 Workerson the “Nursery” action space. 330 You can only play this card in Phase 4!
(None of these Workers need to be Warkers you placed there.) You have obtained a total of at least 1, 3, or 5 Tools this Phase (e.g.,
You get 0, 2, or 7 Meat, respectively, plus 1 Bonus card. by exchanging Workers for Tools).
Example: The two bottom rows contain 1 Worker each (because You get 0, 1, or 2 Gateway cards (1), respectively, plus 1 Bonus card.
somebody played card #313 before). Consequently, you get no
Meat, but you get 1 Bonus card.

2 Farmyard Cards

There are four such decks comprising 35 cards each, only one of which is present in any particular game. The decks are numbered and focus on a
specific game element: Hops (401-435), Sheep (501-535), Field (601-635), and Jewelry (701-735). The Farmyard cards serve three purposes: On

“mpee® \jour Stable board, they give shelter to your Sheep. Each Round, one of them is removed from your Stable board to hold your supply of Workers;

a) Hops Deck

401 Pay your choice of 1 Barley or 1 Rye. 420 Pay 2
You can move up to 2 different Sheep to the next Farmyard card. :
(You may not move the same Sheep more than once with this.) 421

403

409

410

411

412

413

414

415

416

417

418

419

later, you take it into your hand. In contrast to the Gateway cards, about two out of three Farmyard cards require you pay something to play them.

Sheep that are on the Farmyard card of Round 6 move into the
Stables. Additionally, you get 1 Bonus card.

You have no Fields in rows 2, 3, and 4. (So you have either no Fields
at all or all of your Fields are in row 5.)
You get 1 Milk and 1 Sheep.

So far, you have played a total of at least 5 Gateway cards.
You get 1 Sheep.

Pay a number of Rye equal to the difference of 8 and the
Fields you have. (If you have 8 Fields, you can play rhrs card'
You get 1 Sheep and 1 Bonus card.

Pay 1 Barley, 1 Flax, 1 Hop, and 1 Rye.
You get 1 Milk, 2 Wool, 1 Sheep, and 1 Bo
Pay 4 Hops. '
You get 2 Hops (back), 1 Sheep, and 4

You have at least & TdB
You can double they 7
(In other words, take i0ods indicgtor from the gener-
al supply and-place,| ) ace as the harvested

You have at least 7 Fields.
You get 1 Field intorow 3 a

Payl Sheep.

You get 1 Field into ro . ; wo, or up to three Fields, respectively.
Pay 2 Clay and remo . ' ) 2 Fields and Jewelry you have is equal to or
You get up to 3 Fields i - : er shown in the window of your Community

k, 1 Wool, and 1 Bonus card.

ber of Sheep equal to or greater than the number
ave,
ides and 1 Wool.

Pay 1 Tool.
You get 2 Milk and 1 Bonus card.

Pay your choice of 1, 3, or 5 Milk.

You get 1, ools, respectively. Additior You get 1, 3, or 5 Hides, respectively, plus 1 Bonus card.

3 Bonus cards, respectively. 432 Pay your choice of 1, 2, 3, or 4 Hops.
You get 0, 1, 2, or 3 Goods of the same type, respectively. You can
choose only between Hides and Wool. (You must choose a single

type.) Additionally, you get 1 Bonus card.

Discard any 2 cards from your hand and remo:
You get 1 Tool and 1 Bonus card. _

Pay 7 Tools.

You get 3 Tools (back) an 433 Pay1lJewelry.

Vo have ot least 116 hal You get 2 Meat, 2 Milk, and 1 Bonus card.
You get 1 Jewelry. 434 Remove 2 Fields.

Yi 4
You have a number of Wool™ to or greater than 9 SEn M cat

the number shown in the window of your C8mmunity Center, 435 Pay your choice of 1, 3, or 6 Barley.
You get 1 Jewelry. ' You get 1, 2, or 3 Gateway cards (!), respectively..

Pay your choice of 5, 6, or 8 Hops. . F
You get 0, 1, or 2 Bonus cards, respectively, plus 2 Jewelry.

You may not play this card in Phase 4!

Pay 1 Jewelry.

You can immediately use an action space containing at most
1 Worker, placing 1 or 2 Workers from the general supply on the
action space (depending on whether the first row is empty or con-
taining 1 Worker, respectively).



b) Sheep Deck

501 You have at least 5, 7, or 10 Wool in your supply. 518 Remove your choice of 1, 2, or 4 Fields.
You get 0, 1, or 2 Hides, respectively, plus 1 Sheep. You get 1, 2, or 3 lewelry, respectively.
502 You have at least 4, 5, 6, or 8 Jewelry. _ 519 Pay a number of Clay equal to the number of Fields you have. (If
Youget0, 1, 2, or 3 Rye, respectively, plus 1 Sheep. you have na Fields, you can play this card at no cost.)
503 You have at least 3, 5, or 7 Fields, and at least as much lewelry. You get 2 lewelry.
(Consider of which you have less.) 520 Pay 3 Hops.
You get 0, 1, or 2 Sheep, respectively, plus 2 Meat. You get 1 Jewelry and 1 Bonus card.
Example: You have 6 Fields and 4 Jewelry. Consequently, you get 521 Pay your choice of 1, 2, or 3 Hops.
2 Meat, but no Sheep. You get 1, 3, or 5 Clay, respectively.
504 Remove 1 Field. 522 Pay1l Tool.
You get 1 Hide and 1 Sheep. You can immediately sow 1 Clay from your supply into a Field, as
505 Pay 1 Jewelry.
You get 1 Sheep and 1 Bonus card, 523
506 Pay a number of Clay equal to the difference of 8 and the number of
Fields you have. (If you have 8 Fields, you can play this card at no cost,) 524
You get 1 Milk, 1 Sheep, and 1 Bonus card.
507 Pay a number of Rye equal to the difference of 10 and the number
of Jewelry you have. (If you have 10 Jewelry, you can play this card
at no cost.)
You get 2 Sheep and 1 Bonus card.
508 Pay a number of Flax equal to the total number of Sheep on all
Farmyard cards of your Stable board. (Sheep in the Stables.de,
count. If you have no Sheep on Farmyard cards, you capipl
card at no cost.] %
You get 1 Sheep.
509 You have at most 4 Fields, 2 Fields, 1 Field, or no Hle
You get 1 Field into row 2, 3, 4, or 5, respectivel :
get 0,1, 2, or 2 Bonus cards, respectively.= =« =
510 Pay 2 Hops.
You get 1 Field into row 4 and 1 Bon
511 Pay vour choice of 4 Barley, 4 Flax, 4 chp
You get 1 Field into row 2
512 Remove 1 Field from r
You get up to 2 Fields i
513 Pay 1 Jewelry.
514
515
nus card and your choice of 4 Wool or 1 lewelry.
Sheep.
: _ You get 3 Hides, 6 Meat, and 1 Bonus card.
516 ‘from a Field and return it to the general, } Pay 1 Sheep.
supply. Kee You get 4 Hides and 1 Bonus card.
‘You get 2 Tools and 1 Bonus card. 534 Pay 1 Jewelry.
517 Pay 3 Sheep. You get your choice of 5 Hides, 5 Meat, 5 Milk, or 5 Wool.
You get 2 Tools, 2 Jewelry, and 2 Bonus cards. 535 Pay your choice of 1, 2, or 4 Clay.
You get 1, 2, or 3 Point cards (!), respectively, plus 1 Bonus card.
¢) Field Deck
601 You have at least 6 Fields. 607 You have at least 6 Tools and at least 4 Jewelry.
You get 1 Sheep. You get 2 Fields into rows whose sum is equal to the number of
602 You have at least 2 Wool in your supply andét least 4 Tools. Jewelry you have. If you have 4 or 5 Jewelry, you can choose to take
You get 1 Sheep. only 1 Field and place it in the corresponding row. (If you have 6 or
603 Remoue L Elold from row 5 more Jewelry, you must take exactly 2 Fields or decline the effect.)
You get 2 Sheep. Examp!et: ::U have 6 Jewifry. Ya; can place both Fields into row 3,
604 Pay a number of Flax equal to the difference of 8 and the number of o o S er‘ Ly
Fields you have. (If you have 8 Fields, you can play this card at no cost.) 608 You have at least 1,2, 5, or 7 Meat in your supply.
You get 2 Sheep. You get 0, 1, 2, or 3 Wool, respectively, plus 1 Field into row 4.
605 You may not play this card in Phase 8! 609 The combined total of Sheep and Jeweh:y you have is equal to or
Pay 3 Milk. greater than the number shown in the window of your Community
You get 1 Sheep and 1 Bonus card. Center. : LY
606 You have at least 3 Fields containing the same type of Crop. Jotger 2 30ol S0 ERiclC IO FoW S,

You get 1 Field into row 3 and 1 Bonus card. 610 Pay 3 Hops.
3 You get 1 Field into row 5 and 1 Bonus card.

21



22

611

612

613

614

615

616

617

618

619

620

621

622

623

624

625

704

705

706

707

708

709

Pay your choice of 1, 3, or 5 Hops. 626 Remove 1 Field,

You get 0, 1, or 2 Bonus cards, respectively, plus 1 Field into row 4. You get 3 Barley, 1 Hop, and 3 Rye.

Pay 2 Flax. 627 You have at least 7 Tools,

You get 1 Field into row 3 and 1 Bonus card. You can sow up to 2 Crops of the same type in a single Field. Conse-

Pay 2 Tools. quently, in Phase 7, you will harvest 2 Crops from this Field.

You get 1 Field into row 4 and 1 Bonus card. 628 Your Fields contain all four types of Crops.

Pay 2 Sheep. You can immediately harvest up to 3 Fields (even outside of

You get up to 2 Fields into row 4 and 1 Bonus card. Phase 7). Move each harvested Field 1 row down, as usual (unless
it is in th 1 A itionally, ;

Yo Bt 5 FRAct S, 6 T 1Gr 8 Jeaweli it is in the bottom row already). Additionally, you get 1 Bonus card

You get 2 Tools. If you have at least 6 Jewelry, you can instead place 623 You have at least 3, 5, 6, or 7 Sheep, and at least as much Jeweiry.

up to 2 Fields into row 2. If you have at least 7 Jewelry, you can in- (Consider of which you have less.)

stead place up to 2 Fields into row 5. If you have at least 8 Jewelry, Youget 1, 2,3, or 4 Hides, respectively. Additionally, you get 1, 2, 3,
or 4 Meat, respectively.

you can instead take 3 Sheep.

You have at least 1, 2, 5, or 7 Hides in your supply.
You get 1, 2, 3, or 4 Meat, respectively, plus 1 Tool.
Pay 1 Jewelry.

You get 3 Hides, 1 Tool, and 1 Bonus card.

Pay 1 Sheep.

You get 2 Milk, 2 Tools, and 1 Bonus card.

You have at least 4, 9, or 16 Wool in your supply.
You get 1, 2, or 3 Jewelry, respectively.

Pay your choice of 3, 8, or 13 Milk.

You get 0, 6, or 12 Milk (back), respectively, plus 1 Jew
1 Bonus card. '
Pay your choice of 1, 5, or 10 Hops.
You get 1, 2, or 3 lewelry, respectively.
Pay 4 Hops.
You get 7 Clay.

Centeris 11. You g
Remove 2 Fields. Pay 1 Sheep,

You get 5 Clay.

The combined total of Sheep and Fi equal to er
greater than the number shown in tt Sommunity
Center. o~ oy, i

You get 2 Flax and 1 Bonilis

You have more lewe
You get 1 Barley, 1 H

teway card (!) and 2 Bonus cards.

#d total of Tools and Sheep you have is equal to or
an 8, 11, or 16,

You get 0, 1, or 2 Bonus cards, respectively, plus 2 Barley, 1 Hop, and
2 Clay.

11 The combined total of Tools and Jewelry you have is equal to or
greater than the number shown in the window of your Community
Center.

You get 3 Rye and 1 Bonus card.

5 fully occupied by Workersy (Iffiaes.

whether or not you used this action space.)

You get 1 Sheep and 1 Field into row 2.

: i LN 712 You have at least 3, 5, or 7 Jewelry or at least 6, 8, or 10 Tools. (If you

You get 1 Field into row 2, 3, spectivell _ > meet both conditions, consider which one is mare beneficial to you.)
: You get 2, 3, or 4 Flax, respectively, plus 1 Bonus card.

713 You have just played another card immediately after you got it into
wour hand. (Play this card together with that other card, but carry
out the effects of the other.card before you carry out this.)

You get 1 Milk, 1 Bonus card, and your choice of 1 Barley, 1 Flax,
1 Hop, or 1 Rye.

You get 1, 2, or 3 Tools, ré
You can only play this ca
You have just got a total
Fields. (It does not matter whe
else.)

You get 1 Tool and 1 lewelry.

e same type from
agrvested anything

714 You have at least 1, 2, or 3 Fields containing Flax.
You get 1, 3, or 4 Wool, respectively, plus 1 Bonus card.
You have at least 2, 6, or 10 Tools. 8 i 2 P v, pl ik

You get 0, 1, or 2 Jewelry, respectively, plus 1 Hide and 1 Bonus card. 715 You have more Sheep than Fields.

The combined total of Tools and Fields you have is equal to or Jodget s Meatana $ Bonfis Lar.

greater than 12. 716 Pay your choice of 1,2, 4, or 5 Jewelry.

You get 1 Jewelry. You get 1, 2, 3, or 4 Sheep, respectively, plus 1 Bonus card.
One of your Craft Buildings is at least 4 spaces-ahead of another of 717 Pay your choice of 2, 3, or 5 Hops.

your Craft Buildings. (It does not matter if this applies to multiple You get 0, 1, or 2 Bonus cards, respectively, plus 1 Sheep.
Craft Buildings.) ’ 718 Pay your choice of 3 Hides or 4 Hops.

You get 1 Jewelry. (Even if this applies to multiple Craft Buildings, You get up to 2 Fields into row 3 and 1 Bonus card.

you get only 1 Jewelry from this.)



719 Pay your choice of 2, 7, or 9 Jewelry. 728 |f you have more than 3 Crops in your supply, you must return all of

You get 0, 6, or 9 Jewelry (back), respectively, plus up to 2 Fields them but three. (This card only reduces Crops—your other Goods
into row 3 and 1 Bonus card. are unaffected by it. If you have 3 or fewer Crops in your supply, you
720 Pay 1Sheep. can play this card at no cost,)
You get 2 Clay, 2 Tools, and 1 Bonus card. You can sow in up to three Fields. Additionally, you get 1 Bonus card.
721 Pay 1 Jewelry. 729 Pay 1lewelry.
You get 3 Tools, 1 Bonus card, and your choice of 1 Barley, 1 Flax, You get 1 Field into row 4. Afterward, you can sow in one Field. (You
1 Hop, or 1 Rye. can sow a Crop in the new Field or a different one.)
722 Pay 3 Hops. 730 Pay a number of Rye equal to the number of empty Farmyard cards
You get 1 Tool, 1 Jewelry, and 1 Bonus card. on your Stable board (i.e, containing no Sheep), including the

Farmyard cards of Rounds 2 and 3, if available. (In Round 6 or if
each Farmyard card on your Stable board contains at least 1 Sheep,
you can play this card at no cost.)
You get 3 Milk'and 1 Bonus card.
731 Pay 1 Tgll

You get a numberaf Barley and a number of Wool equal to half the
number of Hides in your supply, rounded down. (Keep the Hides.)
Additii:mall'y, you get 1 Bonus card.

=Example: You Have 5 Hides fn your supply. You get 2 Barley, 2 Wool,
and 1 Bogus card.

723 Pay your choice of 7 Flax, or 5 Flax and 1 Hide, or 3 Flax and 2 Hides,
or 1 Flax and 3 Hides, or 4 Hides.
You get 2 Jewelry and 1 Bonus card.

724 You may not play this card in Phase 7!
Pay a number of Barley equal to the number of empty Fields you
have. (If you have no Fields at all or all of your Fields are planted,
you can play this card at no cost.)
You get 1 Jewelry.

725 Pay 1 Tool.
You can remove the topmost row containing Workers from each of

the “Land Sale” and “Town Hall” action spaces, returning the Work- ) '7.-32 Pay 1 JEWQ{TY
ers to the general supply. If you do, you must remove Workers from ) You get 1 Bdhus card-and your choice of 4 H:des o5 Wool.
both action spaces. (You may not pick and choose.) Addmonallv, 733 "Pay a number of Barley equal to the c_!tfference @t 10 and the num-
you get 1 Bonus card. Berof Jewglry you have. (If you have _Ojiewe!ry, you can p!ay rhrs
726 You may not play this card in Phase 4! : 4 __cm’d b0 cost.)
Pay 1 Jewelry. N, %, You get 6 Hides, 2 Meat, and 1 Bonus carﬁ
You can immediately use an action space contaimng 3’& ‘most 734 '-3'Pav your choice of 2, 6, or 9 Jewelry. \
1 Worker, placing 1 or 2 Workers from the genefal supply onithe ~ Youget0,5,0r9 Jewelrv (&ﬂck}, respechvelv, p?usSMaat and 1Bo-
action space (depending on whether the first mw I'S empty or cofs, ~ nuscard.
taining 1 Worker, respectively). . ey, "735 Pay 1 lewelry. )
727 Pay your choice of 1 Jewelry or 3 Toois B . You get 2 Farmyard cards {t}'and ?,Bﬁnus cards

You get 7 Clay.

3 Bonus Cards

There is only Dnessuch_deck compnsmg 45 cards fBDI -845), which is present‘m Everysingfe game, Most often, you get Bonus cards as a result
: r' Farmyard card. Bonus cards provide resources in Phase,3 of each Round. Like the Farmyard cards, about three out of
e you pay somethlng to play them. Unlike tﬂe Gateway and Farmyafé cards, instead of additional cards, Bonus cards

f pl Gati
T [t

prowde Vn:tory be VP). y :

801 Payl Wooi ' i ¥ ‘811 -Pw.?.'Flax thaf.?&f?u :ha\.fe just harvested (from one or multiple Fields).
In Phase 3 of each Round yﬂu geti Meat. - In Phase 3 of each Round, you can sow 1 Flax from your supply ina
Duririgsaonng, youget 1VP T | “wFEield. Harvest the Field in Phase 7, as usual.

802 Pa‘f 1 ng . " During Scoring, you get 3 VP.

In Phase 3 o‘feach Round, you get 1 Barley. W0 812 Pay 3 Barley that you have just harvested (from one or multiple Fields).

DurTng cor In Phase 3 of each Round, you can sow 1 Barley from your supply in
803 Pay2 M&atf ; _ a Field. Harvest the Field in Phase 7, as usual.

In Phase 3'of each’ Round you get 1 Sheep. | B _ During scoring, you get 3 VP.

During scoring, you get 2 VP. Y " W ) 813 Pay3Hops.
804 Pay 1 Meat. R i In Phase 3 of each Round, you get 1 Tool.

In Phase 3 of each Round, you get 1Wool. | ey, SNy During scoring, you get 3 VP.

During scoring, you get 3 VP j':. y oo 814 Pay 3 Clay.
805 Pay 1 Sheep. oy X /7 In Phase 3 of each Round, you get 1 Rye and 1 Clay,

In Phase 3 of each Roun yau PHides,, During scoring, you get 3 VP.

815 Discard any 3 cards from your hand and remove them from play.
In Phase 3 of each Round, you get 1 Gateway card ().

During scoring, you get 3 P.
806 Pay 1 Sheep.

In Phase 3 of each Round, you get 2 Mifk. During scoring, you get 3 VP.
During scoring, you get 3 VP, & 816 Pay 3 Rye that you have just harvested (from one or multiple Fields).
807 Remove 2 Fields. " In Phase 3 of each Round, you can sow 1 Rye from your supply in a
In Phase 3 of each Round, you get 1 Sheep. Field. Harvest the Field in Phase 7, as usual.
During scoring, you get 3 VP. During scoring, you get 3 VP.
808 Pay 2 Hides. 817 Pay 1 lewelry.
In Phase 3 of each Round, you get 2 Waol.. In Phase 3 of each Round, you get 1 Tool.
During scoring, you get 3 VP, During scoring, you get 4 VP,
809 Pay 2 Tools. 818 Pay 1 lewelry and 1 Tool,
In Phase 3 of each Round, you get 1 Barley and 1 Hop. In Phase 3 of each Round, you get 1 Flax and 1 Wool.
During scoring, you get 3 VP. During scoring, you get 4 VP.
810 Pay 2 Hops. 819 Remove 2 Fields.
In Phase 3 of each Round, you get 1 Rye. In Phase 3 of each Round, you get 1 Field into row 4.
During scoring, you get 3 VP, During scoring, you get 4 VP,

23



24

820

821

822

823

824

825

826

827

828

829

830

831

832

g the appropriate action space. They demal

905
906

207

908

909
910
911
912

Pay 2 Tools. 833 You have a number of Milk in your supply equal to or greater than
In Phase 3 of each Round, you get 1 Meat. double the current Round number.

During scoring, you get 4 VP. Example: In Round 3, you have at least 6 Milk in your supply.

Pay 4 Clay. _ In Phase 3 of each Round, you get 1 Hide.
In Phase 3 of each Round, you get 2 Clay. During scgfing, you get 3 VP.

Duri i t 4 VP, ]
e R 834 You have at least 3 Hides in your supply.

Pay your choice of 3 Barley, 3 Flax, 3 Hops, or 3 Rye. In Phase 3 of each Round, you get 1 Hide.
In Phase 3 of each Round, you get 1 Hops. During scoring, ybu get.S VP,

Ducing scoring, you get 3 Vi, 835 You have at least 5 Jewelry.

Pay 2 Sheep. In Phase 3 of each Round, you get 1 Meat.
In Phase 3 of each Round, you get 1 Sheep. During scoring, you get 3 VP.

DUAGE SCORnB-yotl 4eL 3 Vb 836 You have at least 6 Hops in your supply.

Remove 1 planted Field. (Also return the Good planted in that Field In Phase 3 of each Round, you get 1 Rye.
to the general supply.) During sering, you get 3 VP.
In Phase 3 of each Round, you get 1 Field into row 3.

During scoring, you get 6 VP. Sl vugrestuip ;:\l."yo.ol.

837 Youh

Remove 3 Fields.

In Phase 3 of each Round, you get 1 Field into row 5.
During scoring, you get 6 VP.

Pay 2 Jewelry.

In Phase 3 of each Round, you get 2 Barley.

During scoring, you get 7 VP.

Pay 3 lewelry.
In Phase 3 of each Round, you get 1 Jewelry.
During scoring, you get 8 VP. .
You have no empty Fields. (So you have either no Fields
of your Fields contain Goods.) '
In Phase 3 of each Round, you get 1 Hop.
During scoring, you get 2 VP.

You have at least 5 Sheep.
In Phase 3 of each Round, you get 1
During scoring, you get 2 VP.

You have at least 7 Clay in yo

You have no Fields in
at all or all of yaur Fi&l

ast 6 Meat in your supply.
ach Round, you get 1 Meat.
ring, you get 6 VP.

is present in every single game. Normally, you get Point cards only when using
srewarded with a lot of Victory Points (VP). About four out of five Point cards

require you pay something to play them. ©

So far, you have played at le 913 Pay your choice of 11 Barley, 11 Flax, 11 Hops, or 10 VP

total of at least 7 Bonus ca 11 Rye.
‘So far, you have played 914 Pay 6 Flax and 6 Hops. 10 vP
Pay 3 Tools. ' 915 Pay 6 Hops and 6 Rye. 10 VP
So far, you have played 3% 5VP 916 Pay 12 Clay. 10 VP
cards. 917 Pay 12 Wool. 10 VP
Pay 4 Tools. — 6 VP 918 Pay your choice of 13 Wool or 16 Milk. 10VP
So far, you have p}a\/ed a total of at least 6 Farmyard 6 VP 919 Pav 14 Goods of the same type of your choice I’e-g‘; 10 VP
cards. 14 Clay).
Pay 5 Goods each of two types of your choice (e.g., 7 VP 920 Pay 14 Milk. 10 VP
5 Barley and 5 Wool). : '

) 921 Pay 4 Jewelry. 12VvpP
Pay 4 Goods each of three types of your choice (e.g., 8 VP .
4 Rye, 4 Milk, and 4 Clay). 922 Remove 7 Fields total from any rows but row 2. 12VP
Pay 2 Hides and 3 Jewelry. 10 VP 923 Pay 8 Sheep. 12vp
Pay 5 Meat. ; 10 VP 924 Remove 8 Fields. : 13 VP
Pay 6 Barley and 2 Jewelry, 10 VP 925 Pay your choice of 5 Jewelry or 10 Sheep. 14 VP
Pay 10 Hops. 10 VP
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