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A game for 1-4 players ages 12 and up - Playing fime: 50-140 minutes
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In the 16th century, the Bavarian city of Ingolstadt had paved the way towards the Reinheitsgebot law for beer
that was adopted in all German states in the 19th century. Not only did this law dictate the ingredients but also
the sales price of beer. Today, the Hallertau region south of Ingolstadt is the biggest hops producing area in
Germany, priding itself upon being the first place in Middle Europe to cultivate hops. This game is set around
1850—the time that made the Hallertau region what it is today. Immerse yourselves as a chief of a small
village in the Hallertau region. Provide the local craftsmen with the goods they require by cultivating

crops, breeding sheep, and literally playing your cards right. In the end, the player who best devel-

oped their village wins.
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RECOMMENDED
CARD SLEEVES

Many thanks to publishers 2F and Hans im Glick for their friendly approval to re-use shapes from their games in this one. The
barley and hops shapes were originally used in “Furstenfeld” by 2F, the meat shape in “Paleo” by Hans im Gliick. We would
also like to thank all play-testers and proof-readers, especially Dale Yu and Tony Boydell, for their amazing support!
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General Components 1 action board (folded)
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28 Field tiles %

40 Tool tokens
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1 first player token

(+3 extra) 1 scori-rlg pa'd

336 Cards
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6 Quadrant cards 4 decks of 4 decks of 1 deck of 1 deck of
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Wooden Components 5
. 20 Flax indicators /" 20Rye indicators 12 Meat indicators
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. 80 Worker cubes ' J

20 Barley indicators 16 Clay indicators \ 12 Milk indicators
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Player Components
One set per player comprising:

5 different Craft
Building tiles

1 Jewel Box tile

| 1 lewelry
token
' J (ring-shaped)

10 Boulder
tokens

1 overview tile
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1 Community Center board (folded) 1 Community Center tile
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—{ Overview

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 points as possible over the course of six Rounds. Most of your score will come from the following two sources.

Moving the Community Center

A lot of effort will go into developing your little village by investing in the local crafts.
Providing the Goods they need (1), you can move the crafts to the right. The Commu-
nity Center will follow when all Craft Buildings have moved, opening the view on the
developed village. At the start, this will increase your supply of Workers; later, it will be
worth Victory Points (2]. The investments required in-
crease as the game progresses (3) and, to make things
more difficult, the game puts literal obstacles in your
way (4]! Jewelry (5) helps dealing with the former;
Tools (6] help dealing with the latter problem.

Supplying the crafts requires a lot of Goods, most prominently Animal Products and Crops.

Breeding Sheep

An efficient way to acquire large amounts of Animal Products is
breeding Sheep: they provide Milk every Round; you can shear
them for Wool, or exchange them for Meat and Hides. The im-
portance of Sheep is stressed by the fact that each player has an
entire board dedicated to them. When you get a new Sheep, you
must place it on a Farmyard card [1). This will inevitably set a
clock for it: after three Rounds,
the Sheep will die of natural
causes (2). There are ways to
prolong a Sheep’s life (3] and,
once it is in the Stables [4), it is
safe and worth Victory Points.

1 sheep gains
+1 round

Managing a village, albeit a small one, requires a lot of work.

Worker Placement

Playing Cards

You start the game
with a small hand of
five cards. Some cards
require you just have
something (1];

others have a cost to
play them (2]. Some
provide resources or
useful one-time effects
and let you draw even
more cards (3];

others provide income
and Victory Points (4],
The most curious thing
about cards in this
game is that you can
play them literally at
any time!
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Cuitwatlng Crops

An efficient way to acquire large amounts of
Crops is agriculture, based on a two-field rota-
tion system: You can sow Crops in Fields to
yield up to 5 times the amount of Crops invested
(2). This will decrease the Field’s efficiency (3);
laying Fields fallow will increase it (4]. The more
Fields you have on your Field board, the better
you can use Crop rotation to your advantage.

The action board features 20 action spaces, most of which let you place 1-3 Workers (1] there to use them. The more players are interested ina -
particular action space, the more expensive taking that action will get—even in future Rounds, as action spaces are not cleared completely. At the
start, your workforce comprises merely 6 Workers (2] but, by progressing your Community Center, you can increase that number up to 12 Workers.
Beside taking actions on the action board, occasionally, you will need your Workers to make Tools.




Setup

Common Display
Place the action board in the center of the playing area.

Prepare the cards:

e Select one of the four decks of Gateway cards and also one of
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
is also the deck number: Gateway cards have deck numbers 0-3;
Farmyard cards have deck numbers 4-7.)

Tip: For your first game, we recommend you use the Beginner
deck (numbered 001-030) and the Hops deck (numbered 401-
435), respectively.

e Shuffle the Bonus and Point cards as well as the selected Gate-
way and Farmyard cards separately and place the individual
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.
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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
4-player game, leave the Quadrant cards in the game box—you will
not need them.)

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

Tip: You should combine this step with Phase 1 of Round 1:

& In a 4-player game, do not place any Workers on the action
board at all.

& With 1-3 players, draw a Quadrant card and place Workers only
in the Quadrants not listed on the drawn Quadrant card. (After-
ward, remove that Quadrant card from play.)

Then, in either case, skip Phase 1 of Round 1.

Place the Fields, Goods, Sheep, Tools, and the remaining Workers
near the action board; this is considered the general supply.
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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.

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.)

B Place the Jewelry token on the “0” space of your Jewel Box tile.
(The Jewelry token is designed so that you can see the number
through the ring.)

Draw 4 Gateway cards and 1 Point card from the respective decks
on the action board and take them into your hand.

Finally, randomly determine the first player and give them the first
player token.

Note: Due to technical reasons, there are four first player markers but
only one is needed; dispose of the other three.
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